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late in 1931. By the time 1932 dawned, under darker depression 
clouds than ever, the rainbow bright game, BALLYHOO, was a 


worldwide sensation.” 


—Editorial, 25th Anniversary Edition, BALLY-WHO, 
Bally Manufacturing Company external house organ, 
January 1957. 


Cover: Bally 1932 BALLYHOO used with permission of Bally Manufacturing, courtesy of Russ Jensen. 


Left: Starting in June 1931, the WHOOPEE GAME was aggressively advertised in Automatic Age magazine, becoming the cover story in September. The 
issue is shown here on the WHOOPEE GAME playfield. —Nick Loos Collection 
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Foreword 


How long does it take to write a book? If 
you are talking about pinball games, or any 
of the coin-op, mechanical amusement and 
technological advances of the late 19th 
Century through the 20th Century and 
into the 21st Century, you should really ask 
how long it takes to learn enough about 
the subject to be able to write about it. 
That takes time for the very reason that 
the excitement of invention and the intro- 
duction of the resulting products took so 
much concentrated time and effort to 
achieve, the need, not to mention the 
desire, to record the history of these events 
was all but ignored. Even the inventors of 
these devices did little to preserve their 
memory in the fields they worked in 
because the work never ended. There were 
no clear starting and stopping points, and 
as a result no one had or took the time to 
stop and smell the roses. The next game 
was always going to be better than the last 
one, and had to be on the line in time and 
then off just as fast to make room for the 
next one, and recorded history be damned. 

That makes a serious effort to recreate 
the past and compile a record of what 
happened and when, including the games 
that offered significant advancements in 
the coin machine industry, an all but 
impossible task. Even when industry and 
distribution oldtimers are interviewed, and 
asked about important contributions to the 
pinball past, repeated expressions of 
surprise are often followed by the comment 
“T didn’t know anybody cared.” 

But we do. 

Enough, in fact, to take the time to dig 
into a clouded past. There are vintage 
pinball players, collectors and historians, 
with all of these disciplines overlapping. In 
a way we are all pinball historians, eagerly 
searching for more of the story, sharing 
with others, and adding to our own knowl- 
edge in the process. The fact that I am the 
writer of this pinball encyclopedia is as 
much an accident of history as a dedica- 
tion, for there are many enthusiasts that 
expressed a desire and are quite willing to 


do the job. Yet the fact that I am doing it 
has opened a door to shared knowledge, 
with many players and collectors, designers 
and engineers, distributors and historians 
sharing their knowledge and artifacts with 
me in a manner that moves these books 
along. That doesn’t necessarily mean fast. 
This initial volume in the Encyclopedia of | 
Pinball was twelve years in research and 
incubation, and eight years in writing. The 
first drafts were typed on an Olivetti 
portable with a tiny Bodoni typeface, 
surviving to be rewritten on an IBM 
“bouncing ball” typewriter, moving into a 
Dell computer network, and then unto my 
Mac SE/30 (where I couldn’t see the end of 
my sentences on the 9-inch BW screen), 
finally making the technological leap to a 
Mac Power PC in the Spring of 1995. The 
book needed that, because it finally zipped 
along. I must frankly admit that without 
the advancing technology, particularly the 
enhancement in working speed, it might 
never have been finished. As it is, as this 
first volume in the Encyclopedia of Pinball 
wraps up I can hardly wait to get rolling on 
volume 2. Truth be known, it’s already 
started and well underway. 


Richard M. Bueschel 
414 N. Prospect Manor Avenue 
Mt. Prospect, IL 60056-2046 
1-847/253-0791 
FAX 1-847-253-7919 
September 20, 1996 
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When you're waiting for a book to come 
out, any time involved seems too long. 
When you are writing a non-fiction book of 
history you have a similar feeling. It’s not so 
much that you want the job done and 
behind you as much as your own anticipa- 
tion of a good read to learn more about the 
subject, and wait for the next volumes to 
come if there are to be any. Writer, and 
reader; it’s a shared experience. Except for 
one difference. The writer has to do the 
research, organization and assembly work 
and put it all together, not to mention the 
words involved. It makes the final result no 
less interesting (quite often I will read a 
passage in one of my own books and marvel 
at its factual content as if I had nothing to 
do with the product). It is almost like doing 
your income taxes. You have the full story 
before you in boxes of notes and papers, but 
you don’t have the faintest idea of what you 
owe, or what you will receive in a refund, 
until you get to the bottom line. 

The Encyclopedia of Pinball, Volume 1, 
is like that. As will be the Encyclopedia of 
Pinball, Volume 2 and beyond. The true 
story is in stacks of papers, trade publica- 
tions, photos, documents, almost illegible 
notes, industry personnel interviews and 
other source materials. All it takes is time 
and inclination to put this pile of diverse 
materials into a mental blender, set it on 
high to mix it up, and pour out the story. 
This simile is closer to the truth than you 
might imagine, for it is sometimes difficult 
to see the track of a story in the minutia of 
its research. Often it is only when tens, or 
even hundreds, of small bits of information 
are blended together that a major fact 
reveals itself, and that process can be 
exciting. But that doesn’t happen unless 
there is enough raw material to fill that 
mental blender. And for me, that’s where 
the real excitement of putting together a 
book such as the Encyclopedia of Pinball 
comes from. Like blended whiskey, the 
product comes out better for the mix. 

It is the ingredients of that rich mix that 
I would like to acknowledge here. One 


person can’t do it alone, and if they tried 
the resulting story would be sorely skewed. 
It takes enthusiasts, historians, people 
willing to contribute their time and knowl- 
edge, and a serious hunt for backgrounding 
material (with some lucky hits!) to even get 
started. It takes a lot of all of that, plus enor- 
mous amounts of time, to get the job done. 

The subject at hand has a lot to do with 
the extension of cooperation and outside 
help, and with something as unique and 
exciting as pinball there was no lack of 
contributors. At some points the help was a 
deluge, and a lot of sorting needed to be 
done. At other points little if any factual 
material was readily available, and that 
made the research job all the tougher. That 
in itself is exciting, because then the ques- 
tion hangs heavy: can this obtuse historical 
point about a game and its makers be 
revealed? You stick with it until it is, and as 
a result no book of this nature can move 
faster than its slowest parts. 

About those parts. Many of them came 
from a wide variety of sources. The bedrock 
came from the contemporary trade media. 
But some interesting events took place 
between my original pinball researches 
some years back that make this coverage 
even deeper than originally anticipated. 
Where my previous work often required 
perusal of the media in libraries and on 
microfilms, this Encyclopedia of Pinball 
came direct from hard copies of the leading 
trade publications. Your author has a 
complete set of The Coin Machine Journal 
from 1931 through 1962 and The Billboard 
for the years of this volume in both hard 
copies and microfilm. The Dr. Smith 
auction at Sotheby’s in September 1994 
added a complete set of Automatic World 
published in Texas during the key creative 
years of early pinball, and in partnership 
with fellow coin machine historian Bill 
Enes, possibly the only complete set 
(missing a few issues in the pre-pinball 
period and in the later years) of Automatic 
Age 1925-1946. This meant that the ads, 


articles and trade gossip could be read at 


leisure and checked and re-checked as the 
book progressed. It also meant that an 
unmatched collection of original 1930- 
1933 pinball flyers were available for review 
and reproduction. There was no missed 
media; the dream collection of background 
source material was available, and 
constantly used. 

This information explosion was matched 
by a wealth of personal interviews, some so 
unique and insightful that one cannot 
imagine a history of pinball in the years 
1930-1933 without them. I was first turned 
on to the remarkable history of the game by 
Harvey Carr, the 1925 founder and long 
ago editor of Automatic Age, and later and 
finally publisher of The Coin Machine 
Journal until its termination in 1962. 
Harvey knew all the players, and talked 
about them as if they were right there in 
the room. He gave me the names, and 
often the addresses, of the people to talk to 
fast, before they got away. He also made a 
statement that galvanized me: “Early in 
1930 there appeared a new type, or a 
modernized version, of the bagatelle game. 
The miracle of miracles, the penny, plunger 
type, semi-automatic marble game 
appeared.” Reporter and magazine 
publisher Bill Gersh, the “Walter Winchell 
of the coin machine business,” the major 
pinball columnist for The Billboard, Auto- 
matic Age and The Coin Machine Journal 
throughout the beginnings and early 
history of the pinball industry, and a 
publisher in his own right with Cash Box 
and later The Marketplace, waxed eloquent 
about the early years and gave me more 
names to track down. Carr was a teetotaler, 
but Gersh had a way with a martini or two 
or three or four that was a wonder to behold, 
likewise pouring out the history of the game 
by people and machines. Harvey and Bill 
have since passed on, but not before they 
passed their stories and pictures on to me. 

All of that was more than enough to get 
my juices flowing, so | started out on the 
great search for survivors and their stories. 
It began with the remarkable set of inter- 


views conducted with Robert E. Froom of 
Youngstown, Ohio, in the early 1980s. Bob 
became a good friend, and his virtual total 
recall of the development of the Automatic 
Industries WHIFFLE pinball games by his 
father in 1930 and 1931, plus his 
photographs and complete documental 
records, allow us to look through the 
window of time to follow the invention and 
development of this seminal game. We lost 
Bob a year or so ago, and he will be sorely 
missed for his knowledge and enthusiasm 
for this project. He was also an Air Force 
war hero, flying “The Hump” supply route 
between India and China during WWII, to 
keep China in the war. Insight into the 
next round of pinball development in 
Chicago was provided by an equally enthu- 
siastic and eager Jack Chizewer who 
wanted his father’s story told. Although of 
an advanced age, David C. Rockola was 
very enthused about the project in the 
years before his death, with a series of inter- 
views with the author over a period of a 
dozen years providing the inside story of 
the JIG SAW and WORLD’S SERIES 
games. Rockola stated he told no one else 
because some of the incidents were embar- 
rassing, or he didn’t want others to know 
how some of the decisions were made at the 
time. Conversely, he was delighted to have 
the story become a part of history. 

The contributions of Dave Gottlieb were 
thoroughly defined and elaborated by the 
personal family collection of data, artifacts 
and photographs of the entire tenure of D. 
Gottlieb & Company from the late 1920s 
through the 1970s and beyond by the 
generous assistance of Alvin Gottlieb and his 
son Michael. The Gottlieb archives are a 
repository of material about the history of 
pinball and the personalities involved 
unmatched anywhere, and were liberally and 
constantly consulted in writing the first 
volume of the Encyclopedia of Pinball as 
they will be for all future volumes, including 
period photography. Other insightful inter- 
views include lengthy discussions with Alvin 
Gottlieb about his father, and his own deep 
involvement in the industry. 

The same level of backgrounding was 
achieved for Ray Moloney and the history 
of Bally pinball with a fortuitous and 
delightful evening spent with the Donald 
Moloney family set up by the charming 
Mary Ann Moloney, an advertising agency 
co-worker, with the marvelous presence of 
Carmelia Moloney, Ray’s first wife, mother 
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of his sons as well as Mary Ann’s adored 
grandmother. The Moloney story was 
greatly enhanced by a series of interviews 
with the equally charming Eddie Ginsburg, 
of Glencoe, Illinois, a pioneer pinball 
distributor who was close to all of the 
manufacturers and personalities through his 
Atlas Novelty Company. Eddie was known 
to his compatriots as “Beautiful Eddie” and 
was there from the very beginning of the 
industry, and even briefly made games. 

This volume also makes great use of 
interviews with men who started out as 
workers in the industry, and rose to posi- 
tions of great importance. Bob Breither was 
the third factory employee hired by Bally to 
produce their first game BALLYHOO. He 
rose to be manager of their Vending Divi- 
sion, later became an ace salesmen for 
Seeburg and a number of slot machine 
manufacturers, and only recently retired 
from the business with a mind as sharp as 
the day he began. His co-worker, and a not 
much later employee hired to assemble 
BALLYHOO, Billy De Selm, rose to the 
rank of one of the hottest sales managers in 
the business, working at Exhibit Supply, 
United and finally at Williams where I first 
interviewed him in 1973. We remained in 
contact until his death in the mid-1980s. 

Stan Levin, close to the Gottlieb family 
by marriage, and close to many in the 
industry, provided great insights. And “Mr. 
Pinball,” Paul C. Calamari, formerly of 
Bally, who started there on the BUMPER 
assembly line and became the manager of 
the Pinball Division years later, was a foun- 
tain of information, some of which you will 
read here, with much more coming up from 
this remarkable source. 

Then there was that great source of 
knowledge provided by a meeting platform, 
the Pinball EXPOs run by Rob Berk and 
Mike Pacak since 1984. It was there that | 
had the opportunity to mingle with the 
pinball greats of the past, present and obvi- 
ously the future as well as the game histo- 
rians of the present. Among the industry 
greats attending the EXPO sessions are 
Harvey Heiss, the long time game designer 
for Genco, and his “protege” Steve Kordek, 
now the senior designer of the industry and 
still working in it at Williams. May he 
endure forever. Both are storehouses of 
knowledge of the past of the game. 

I should also thank the late and long 
gone E. William Morton, Chicago branch 
manager of the Cummins-Chicago Corpo- 
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ration, my advertising client at the time | 
first interviewed him in 1968. He gave me 
an understanding of the beginnings of the 
Rock-Ola Manufacturing Company, soon 
to be Corporation, the game of JIG SAW, 
and the man Dave Rockola so well liked by 
the people who worked in the other offices 
in his building, that I knew right then and 
there that I had to do a book about the 
history of pinball. A book! Who knew 
where that thought would lead. 

But a book needs research and pictures, 
too. That was a separate and concurrent 
search. I can’t begin to count the antique 
shops, shows, malls, old factory buildings, 
libraries, junk shops, family papers, and 
even alley pickings, that led to my collec- 
tion of pinball ephemera. The contacts 
number in the thousands. My wife was a 
saint to put up with it, and allow me to 
spend real money for what appeared to be 
ratty old papers and photos. But little by 
little the bits shaped into bites, ultimately 
to be transferred to bytes and this story. | 
must bestow thanks on some of my major 
sources of pinball paper and photos, people 
who either gave me the pieces, or sold 
them to me at advantageous prices, because 
they knew the items would end up in a 
book, and they liked that thought. My big 
“finders” over the years are Larry Lubliner, 
a man with a good eye and who knows my 
kind of stuff; Joe Loccisano, a professional 
“picker” out of Lancaster, PA, who is fabu- 
lous; Ira Warren, who made a monster 
“find” years ago when he got the files and 
old game flyers of the Queen City Novelty 
Company in Cumberland, MD, going back 
to 1930, and spun off the pinball material 
to me; followed by Alan Sax who saw to it I 
got the rest of it; premier paper and game 
ephemera collector the late Fred Fried, who 
moved most of his pinball paper my way; 
followed by Bob Levy, who saw to it I got 
what I needed from his acquisition of some 
of the other papers from Fried; the families 
of game makers and designers I tracked 
down, and finally that great stand up guy 
Bill Enes, who made sure that he and | got 
the Automatic Age collection at the 
Sotheby Auction by suggesting that we go 
50/50 and “Just get it!” 

Other paper finds and holdings include 
the original game and game feature patents, 
found by a six year search of each and every 
Patent Gazette pinball picture and descrip- 
tion for the years of this volume, followed 
by getting copies; the Articles of Incorpora- 


tion for every pinball company that had 
“Inc.” in its name, and some that didn’t; 
and the enthusiastic finds of hundreds of 
research librarians across the country that 
answered my query letters with informa- 
tion. Thank you all. 

This assemblage of original reproduction 
material and support backgrounding in the 
editorial and historical portion of this book 
was also enhanced by loaned and provided 
items from Guido J. Delsignore, Ace Feack, 
the aforementioned Fred Fried, Alvin C. 
Gottlieb and Don Moloney, Howard 
Norfolk, Hal O’Rourke, Richard W. Wiley, 
Jr. and Anne D. Williams, the author of 
Jigsaw Puzzles, An Illustrated History and 
Price Guide. Attribution has been given to 
all with their material, an instant recogni- 
tion of appreciation, which is the way I like 
to see it in a book. 

Special thanks to the pinball game 
collectors around the world who provided 
me with pictures of their games to be 
featured in the Encyclopedia of Pinball. 
They are, in alphabetical order, Paul 
Beichler, Rob Berk, Larry Bieza, Tim Brady, 
Jack Browning, Rich and Lois Carroll, Bill 
Cowles, the late Elmer Cummings, Robert 
J. Dean, Alex C. Demetruk, Dennis Dodel, 
Greg Falletich, Barry Goldsmith, Alvin 
Gottlieb, Art Haber, Patrick Hamelet, Stan 
Harris, Frank Hartge, Russ Jensen, Bob 
Klepner, Stan and Mike Levin, Larry 
Lubliner, Gary Moise, Stan Muraski, 
Howard Norfolk, Paul Olson, Stephen B. 
Penn, Hal O’Rourke, Jerry Sale, Alan Sax, 
Daine Smallwood, Ed Smith, Jay Stafford, 
George Stuper, Larry Sweeney, Gary 
Taplin, John Tilley, Eugene Torpey, James 
D. Vasey, Robert Vicic, Fred Wieser, Bill 
Whelan, Richard Wiley, David L. Wright 
and Frank Zygmunt. Credit is given where 
credit is due, right next to the pictures of 
their games. 

One of the great contributions to the art 
of pinball collecting is the 100 Most 
Collectible Pinball Games tabulation 
contained in the collecting portion of the 
book. This was a labor of love by many. It 
reflects the keen understanding and knowl- 
edge of the experts including myself, John 
Fetterman, Gordon A. Hasse, Jr., Robert L. 
Hawkins, Russ Jensen, Bill Triola and the 
attendees at the 11th annual Pinball EXPO 
on October 27, 1995. It is an invaluable list 
for any collector. 

The accompanying price guide had 
similar All Star help; Larry Bieza, Dennis 
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About This 


Series 


This is the first volume in a projected 
6-volume series covering the history of 
pinball machines from their beginnings as 
bagatelle games in the 18th Century 
leading to the development of covered 
playfields and coin control in the 1880s, 
through the Golden Ages of pinball in the 
1930s, 1950s and ’60s, its booms in the ’70s 
and ’80s, and into the year 2000, with a 
detailed review of their technical develop- 
ment leading to the powerful multi-media 
entertainment machines of the present era. 
Each volume reproduces rare and unique 
pinball flyers and brochures for its editorial 
time period, a tabulation of all known 
games made during that period, and 
provides identification and pricing data for 
100 different pinball machines covering 
the period of their origins in the 1880s 
through the games active history up 
through the 1990s. A supplemental insert 
with each volume lists the current 
collectible values for these select games, 
with the six volume set providing cumula- 
tive detailed coverage of well over 600 
different pinball games. 


The Encyclopedia of Pinball series consists of: 
Volume 1, WHIFFLE to ROCKET 
1930-1933, the origins of Pinball, the 
“Depression Baby” boom, and Pinball 
enters popular culture with mechanical 
marvels, patent wars and payouts. 


Volume 2, CONTACT to BUMPER 
1934-1936. Ending the patent wars. Bells, 
kickers, lights and buttons: Electricity 
comes to Pinball. 


Volume 3, SKIPPER to NUDGY 
1937-1947. The Big Four and the first 
Golden Age of Pinball. Pinball faces the 


war years, and a questionable future. 


Volume 4, HUMPTY DUMPTY to 
DANCING DOLLS 1947-1961. Flip- 
pers and the re-invention of Pinball. 
Woodrails and Bingos: The second Golden 
Age of Pinball. 


Volume 5, VAGABOND to BLACK 
KNIGHT 1962-1981. Gimmicks, gadgets, 
targets and reels: Pinball comes of age. Solid 
state and the video game challenge. 


Volume 6, BLACK HOLE and BEYOND 
1982-2000. Pinball wizards and collectibility. 
The future of Pinball and the search for a 
third Golden Age. 
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Left: Some enthusiasts have built up enormous collections of pinball games and backglasses. This is part 
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the Chicagoland vintage coin machine shows. Games range from the early 1930s through the 1990s. 


—Courtesy of Patrick Hamelet 
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Introduction 








In four short years — only 
four — more pinball games 
were created, produced and 
marketed than in any 
following decade in the 
history of the game, and 
that includes the numerous 
Golden Ages. The years 
1930 through 1933 were 
the explosive beginnings of 
what some have called the 
unique American contribu- 
tion to the coin-operated 
industrial arts. That’s not 
wholly true, for the direct 
lineal heritage of the game 
goes back to France and 
England of the late 18th 
century and throughout the 
19th century. 

This first volume of the 
Encyclopedia of Pinball 
reveals its origins. But once 
coin-op entered the picture, 
coupled with the pressures 
of the Great Depression, 
the spawn was red, white 
and blue and the whole 
world found itself copying 
the American games while 
trying to keep up, with 
never a hope of catching 








Sentagraph Machines, 
{Teaching the Art of Drawing} 


Skirt BRoards. 


NEW COMBINATION 


HOR YOUNG PEOPLE. 
TEN PINS, BAGATELLE 8) 





DIMENSIONS OF BOARD.—2 1-4 feet long, 9 inches wide, 1 1-4 inches deep. Base covered with fine opera flannel in red 
$12.00 per dozen. 


an] blue. 10 pins, ten marbles and cue with fall directions. 





The ie selsior Parlor ‘Gaiac Bourd 


CONTAINING THE FOLLOWING GAMKS: 


Bing Toss, Arches, Bagatelle and Ten Pins. 


DIMENSIONS OF BOARD,—3 feet 8 inches long, 14 inches wide, 2 1-4 inches deep. 


with fine billiard cloth. $60.90 per dozen. 


PARLOR GAMES OF ALL DIMENSIONS MADE TO ORDER §& AT? SHORT NOTICK 











In addition to our novelties we make to order and at short notice the following Ave 


ILap Boards. 


Bosom Boards, 


Bias Cutters, with Yardstick Combined, Plaiting Boards, all Sizes, for Dress Makers, 


And all kinds of Novelty Wood Turning. Parties having articles to manufacture would do 
well to give us a call before going elsewhere. 


workmanship and prices. 





GOODS SOLD ONLY TO THE FRADE. 


We Fornish Directions with all our Games and Tricks of Magic. 





up. After a hundred and 
fifty years of incubation, the 
game finally took off. 1930 
was the year of introduction, 
1931 offered a number of 
games, 1932 was the year 
the game became a national American 
fad, and by 1933 it was an international 
phenomena. From the very beginning the 
home city of game production was 
Chicago, situated on Lake Michigan and 
astride every major railroad interchange in 
the country (and ultimately most national 
trucking and airline interchanges of the 
world). The remarkable fact is that this is 
still true. Major design and production 
challenges have come and gone, and 
national commitments to the game coming 
from Spain, Germany and Japan, have 
dissolved in the face of the Chicagoland 
power base. Even the auslanders finally 


Prior to the spring-shooter Redgrave bagatelles, parlor game boards came with 
instructions for a variety of games. Use as bagatelles shot the ball from the 
bottom of the playfield to the top of the arch to drop down and score. This is an 
1877 flyer from the Key Hole Guard Company of Providence, Rhode Island. — 
Dick Bueschel Collection 


had to admit to the midwestern advan- 
tage, with foreign owners of pinball 
firms maintaining their production facili- 
ties in the Chicago area with American 
design, manufacturing and marketing 
management. Dave Gottlieb said it many, 
many years ago when he included a theme 
and graphic element on his games that 
said they were “...as American as Baseball 
and Hot Dogs!” In large measure, no 
matter where the games are found, or 
where they are made, they still are. While 
there is an active international industry, 
the fact remains that more American 
made pinball games are imported and 
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We defy competition in 


KEY HOLE GUARD CO., 


PROVIDENCE, BR. I., U. S. A. : 
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operated in any country in 
the world than the number 
of games made in that 
country. It is estimated that 
half the production of 
American, meaning Chicago- 
made, games are sold export, 
with most of them going to 
Europe, although the Pacific 
Rim is moving up. 

The Encyclopedia of 
Pinball Volume 1 is the 
history of how that all 
came about, and how the 
American games infil- 
trated the world in what 
was truly only a moment 
in time. After their intro- 
duction in 1930 and 1931, 
it was in 1932 and 1933 
that pinball games filled 
an entertainment void 
that they faced in the 
United States while they 
gained a toehold throughout 
the rest of the world that 
they never relinquished. 
Much has been said and 
written about the begin- 
nings of pinball, usually 
concentrating on the 
games themselves. Yet the 
whole story remained to be 
told. While the games 
themselves are certainly 
important, both evolu- 
tionary and as a reflection 
of their times, it is the 
popular culture aspects, the manage- 
ment, design and the marketing of the 
games that made them what they 
became. In effect, the story of pinball is 
as much a people and business story as it 
is an appearance and playing tale. The 
two sides go hand in hand. It is the 
purpose of the Encyclopedia of Pinball to 
cohesively bring these elements together 
to show how a worldwide impression was 
made during the Great Depression by a 
corner drugstore amusement device that 
gave people something to shoot for, as 
well as set the stage for the remainder of 
the story to come. 
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The “Depression Baby” 


As the young dandies of the 
French court entered the game 
room they were walked over to a 
table with a tilted top, handed a 
cue stick by their barely 20 year old 
host, dashingly dressed in silk 
tights, a velvet frock top and 
ruffled collar, and were encouraged 
to lay their money down to partake 
in a competitive game of bagatelle. 
The Comte d’Artois could be 
forgiven for his excesses. He was 
raised that way in the 1760s as a 
pampered grandson of King Louis 
XV of France growing up in the 
center of the French aristocracy. 

By that time France was a 
nation imperiled, both militarily 
and financially. After a century of 
humiliations in the New World 
and elsewhere around the globe by 
Great Britain, the undisputed ruler 
of the sea, the two rival powers 
finally openly fought each other in 
the wilderness of the Americas in 
the 1750s in the French and 
Indian War. French trappers and 
their native American allies 
finally succumbed to British 
power on the North American 
continent, and lost an empire. 
When New France collapsed, the British 
acquired all of Canada and pushed the 
French influence west of the Mississippi 
River, keeping the rapidly settling land to 
the east and tightening their grip on the 13 
colonies that made up colonial America. 

The immediate result was the loss of 
virtually all French overseas commercial 
trade to the British, including the enormous 
natural resource wealth of the Americas, at 
the very time that the French national trea- 
sury was being drained in an attempt to 
maintain their military standing. This led to 
increased taxation on the peasantry, the new 
shopkeepers and the working classes, esca- 
lating a growing rate of poverty. Yet this dire 
turn of events didn’t seem to effect the 
French upper classes as the royal court grew 
unbounded. 

In a frantic effort to pay for his armies, 
Louis XV sold both hereditary and political 





Youngest brother of King Louis XVI of France, Comte d’Artois was 


the likely sponsor and creator of the court game of bagatelle. He was 
20 years old when he gave an elaborate royal party at his Chateau 
d’ Bagatelle where the game was played. —Courtesy of Direction des 
Affaires Culturelles, Ville de Paris, via Jeanne-Pierre Cuvier 


office titles to anyone who could come up 
with the money, further overloading his 
government by an expanding bourgeois. 
Lawmaking was passed to a monied, often 
irresponsible bureaucracy. The inequalities 
of social class widened without check. 
While one French nobleman, known to 
history as the inventor of mayonnaise, gave 
elaborate dinner parties at which all guests 
dined in the nude, Frenchmen were dying of 
starvation in the streets. 

When Louis XV died of smallpox in May 
1774 at the age of 64, his young well 
meaning first born grandson, the court- 
trained Dauphin, took over as Louis XVI. 
He was 19 years old. Largely unaware of the 
national crisis, Louis XVI and his young 
Austrian born queen, Marie Antoinette, 
became the center of French social activity. 
Parties and balls filled the final months of 
1774, with the years following dedicated to 
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an endless round of social events. 
It was the Comte d’Artois, the 
second and youngest brother of the 
new king by two years, that 
provided one of the most crowning 
social achievements of the reign 
with a lawn party in the summer of 
1777 at the elegantly appointed 
and gardened Chateau d’ Bagatelle 
located on a bluff overlooking the 
Seine river outside of Paris. 

By French law, royal family resi- 
dences could only be acquired by a 
decree from the king. So a year 
after Louis XVI ascended the 
throne, his brother, then 18, peti- 
tioned the king to acquire the 
lands of Chateau d’ Bagatelle, 
receiving “...the life interest, 
garden and furniture for the small 
sum of 36,000 livres, gaining the 
grounds and the small Chateau, by 
now in ruins.”! As the royal court 
continued on its never ending 
social commitments Comte d’Ar- 
tois envisioned a party the likes of 
which his brother and his queen 
had never seen before. So 
he“...decided to build a new 
Bagatelle on the site of the old 
one. As a bet with the queen, 
Marie Antoinette, he planned to have the 
new building ready for a party to be held 
seven weeks hence when the court returned 
from Choisy ‘on the summer beaches of 
western France,’...to Versailles. With the 
help of 900 workers working day and night, 
the seemingly absurd bet was won.” 

Long shots weren’t new to Comte d’Ar- 
tois. Already a court favorite and fashion 
dandy, he “...was the most extravagant 
prince of his time. He had a number of 
domains, was a gambler, a betting man and 
constantly in money difficulties, and his 
brother, Louis XVI, had several times to pay 
his heavy debts.” His small yet elegant new 
Chateau d’Bagatelle reflected his tastes and 
pleasures, providing the ultimate bachelor 
pad (in spite of the fact he was already 
married to Marie Therese of Savoy) with 
“...a circular salon on the ground floor, and 
on both sides of it several boudoirs, a dining 
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party for his brother’s queen, Marie Antoinette. 


The right corner houses the salon de jeu, or game room, the birthplace of the game of bagatelle. —Courtesy Claude Regnard, via Jeanne-Pierre Cuvier 


room, a salon de jeu,” or game room, in 
which he “kept a gaming table in his own 
house...besides a fine vestibule.”4 

It was just about this time that the first 
true examples of the game of bagatelle made 
their appearance in France. Loosely based 
on earlier French and British games in 
which balls were rolled by hand or shot by 
cue sticks into holes on a playfield, some- 
times through wooden scoring bridges, with 
names such as NINEPINS, NINE HOLES, 
MISSISSIPPI, ROCKS OF SCILLY, TROU- 
MADAME and SCORING POCKETS, the 
newer game of bagatelle was infinitely more 
complicated and required a far greater degree 
of practice and skill. 

What differentiated bagatelle from its 
many precursors was its new principles of 
play, playfield scoring and extended excite- 
ment. Rather than shooting the balls 
directly at a series of pockets from the base- 
line at the bottom of an inclined playfield, 
bagatelle shots had to be indirect because 
the pockets were now only open from the 
top, shielded by pins studded on the board. 
Play was with a flat headed cue with a ball 
propelled up the incline along a side 


channel to reach the top and then reverse 
its course as it moved along and dropped out 
of a top arch to roll down the playfield by 
force of gravity. As it proceeded downhill 
the ball bounced from pin to pin, sometimes 
coming to rest in scoring pockets, with the 
ball otherwise returning to the bottom to 
end its play with a zero, or the chance to 
shoot again depending on the game being 
played. Scoring was by a tally board much 
like a cribbage pegboard. 

Bagatelle became the rage of uppercrust 
France, with the uneasy thrill of watching a 
ball work its way downfield, caroming from 
one pin to another hopefully to score, 
bringing new excitement to parlor games. 
Players had their own colored balls, shooting 
them all in individual play or taking alter- 
nate shots in two- or three-player games and 
counting their colors once the play was 
completed. The remarkable coincidence of 
the appearance of this new betting game at 
precisely the time that a leading member of 
the inner court circle of France had a game 
room in a building called Bagatelle beggars a 
connection between the man, the elaborate 
party of 1777 and the game. If the Comte 
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d’Artois wasn’t the actual inventor of 
bagatelle, he was certainly personally close 
and deeply involved in its development. 

The game quickly made the leap to 
another influential segment of French 
society; the military. The inequalities of 
social status remained, with the highborn 
and well to do buying their commissions and 
imposing their will on the foot soldiers and 
seamen. But at least it was a community of 
common cause, and a sure way of getting 
steady meals in 18th century France. As the 
commoner soldiers and sailors snuck out 
food and luxuries to their womenfolk and 
families, the officer caste brought in their 
manners and entertainments. That included 
the game of bagatelle. Army garrisons across 
France had elaborate game tables in their 
command recreation rooms, and naval offi- 
cers had them shipboard in their quarters. 

It was about this time, halfway around the 
world, that events that would have an 
immense influence on France and the 
Americas were taking place. The polyglot 
society of Englishmen and others that 
formed the 13 colonies of the English crown 
along the eastern seaboard of North 
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America became increasingly 
independent in thought, and 
finally in deeds. On July 4, 
1776, one summer before 
Comte d’Artois’ elaborate lawn 
party at Chateau d’ Bagatelle, an 
American Declaration of Inde- 
pendence earned its first signa- 
tures in Philadelphia. 

By August, with its signing complete, the 
revolutionary document was set in type and 
was widely distributed throughout the 
loosely allied coastal colonies. The 
inevitable result was war with Great Britain, 
and the American Revolution was 
underway. In order to teach the brash revo- 
lutionaries a lesson in power, the British 
occupied New York City in September 1776, 
and even occupied the center of the rebel- 
lion, the capital city of Philadelphia, in 
September 1777. 

A year before a Continental Congress had 
committed the troubled colonies to 
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The “Depression Baby” 
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Left: The single most significant patent in pinball history assigns the combina- 
tion of pockets, bells and the ball shooter, or plunger, to English immigrant 
Montague Redgrave, of Cincinnati, Ohio. Redgrave applied for the patent in 
May 1870. The modern pinball plunger remains essentially unchanged to the 
present day. —United States Patent 115,357 


Right: The first true pinball game was the glass covered coin operated COIN 
GAME BOARD created by Charles P. Young of York, Pennsylvania, in 1892. 
He created it as a trade stimulator to sell cigars. —United States Patent 492,178 


common action, and appointed a Virginia 
engineer and surveyor named George Wash- 
ington, who had command experience in 
the French And Indian War, as the Com- 
mander-In-Chief of a 20,000 man Conti- 
nental Army. Strapped for money, with their 
trade wealth cut off by British seapower, the 
colonies struggled against the overwhelming 
British presence just as Washington’s ragtag 
army was gaining a reputation as being made 
up of renegades and losers. By the winter of 
1777-1778 the revolutionary cause was in 
shambles with its starving armies facing 
almost certain defeat. While desertions 
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2 Sheets—Sheet 1. 
C. P. YOUNG. 


COIN AND SLOT MACHINE. 


Patented Feb. 21, 1893. 


remained high, Commander-In- 
Chief Washington somehow 
kept his forces intact at Valley 
Forge, Pennsylvania, and braced 
himself for the almost positive 
British onslaught in the coming 
spring of 1778. 

The one bright spot in the 
picture was a surprising Amer- 
ican victory at Saratoga in upstate New York 
on October 17, 1777 where General John 
Burgoyne, a member of the British military 
elite well-known in Europe, surrendered his 
entire army to a smaller force of New Englan- 
ders. The shattering defeat focused European 
attention on the American Revolution. 

The first solid reaction to this much- 
needed victory was French recognition of 
the independence of the United States of 
America on December 17, 1777. It was a 
victory for American diplomacy, and a 
personal triumph for an aging Benjamin 
Franklin, the one American known 


throughout Europe for his writ- 
ings and experiments in 
physics. Dispatched by the 
Continental Congress to 
France the year before to seek 
support for the American cause, 
Franklin became the sensation 
of the French court. Recogni- 
tion was only the beginning. 
Franklin wanted much more. No 
By his third year on the a 
throne Louis XVI was concen- Ne 
trating on restrengthening the No 
French armies in order to 
counter the British, particu- 
larly in the high tech areas of 
artillery and naval power. The 
cost was high and the French 
treasury was drained and was 
soon at deficit. Frustrated at 
every turn, well-meaning but 
ineffectual, with much of his 
time taken in attempts to 
please a frivolous wife, Louis 
XVI took out his frustrations in 
a time honored manner. He 
ate, and turned to fat. 
Knowing the French king’s 
desire to humiliate the British 
crown at any turn, and franti- 
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any desired quantity of force may be given and easily graduated by the eye. T 
it all the mathematical science may be possessed without the ficmness Of nerve necessary to execute, aud without the ability to 
impart that exactitude of force whica is the foundation of success in this game. It consists, thirdiy, in the epplication about the 
central cups of counts to prevent the approach of the balls to the cups, excent in ene Girection, and cre 
these points. Tt consists, fourthly, in the arrangement of gates in frout of the counts to brenk the force ef 
the bullin descending the decliviry. Allour tables are made durable, of the Lest seasoned hanber, mate 


guaranteed for one year. Price. $25.00. Rules of the game: 1. This game to be played with 7 ball., and the highe 
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PARISIANW BAGATELLE TABLE, Price Complete, $25. 


How to entertain your customers and make money. Totel, 
tavern and silo n keepers. ‘The greatest game ever invented. 
Over 3.cco sold in the last six menths ‘The general pri.ciple or 
character which distinguishes our latent Bagatelle Table from all 
others hitherto known tothe public, consists in combiuing gravity 
with muscular power to act as antagonistic forces, the one tending 
to carry the Inllin one direction, and the other in an opposite 
dire tion, the one impeiling it against the action of the «ther, until 
the muscular power is spent, when gravity takes itand moves it 
until arrested, This is accomplished by inclining the table atan 
angle toa horizontal plane It consists, s condly, in the ap: lica- 
tion era tension spring to the piston that propels the bail, whereby 





bis is apreat advantage over the ordinary cue; with 
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When English commander 
Lord Cornwallis surrendered 
his 7,000 men on October 19, 
1781 the course of the war 
was a foregone conclusion. It 
would be two more years 
before the British finally left 
ae in total defeat and were 
forced to sign the peace treaty 
in Paris on September 3, 1783 
8 50 under the watchful eyes of a 
ee gloating Louis XVI. 

ie It was a brief moment of 
glory for the doomed French 
king. On July 12, 1789 a 
Parisian mob stormed the 
Bastille, a French prison, 
starting the French Revolu- 
tion. Two days later they 
toppled the throne, with Louis 
XVI losing his head to the 
guillotine in January 1793, 
with Marie Antoinette following 
him in October. The revolution 
eventually led to the dictator- 
ship of Napoleon Bonaparte 
and then, in an amazing twist 
of fate with the restoration of 
the monarchy in the 1820s, a 
66-year-old Comte d’Artois 
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ei : t number wins the 
game. 2. Place the King Vall on the spot at the top of board. 3 Ifany ball passes the mark top ofthe spout and returns to the place 
of starting itisalost ball. 4. If the King bali is knocked off the spot at the top of the Board, it counts double, and all others single, 


cally being pressured by his 
compatriots at home for 
money and a firm French mili- 
tary commitment to stave off 
total defeat, Franklin continu- 
ally petitioned for an audience 
with the king. He finally got it 
in March 1778 in the mirrored 
halls of the Palace of Versailles. 


Above: M. Redgrave’s Bagatelle Company supplied catalog houses and adver- 
tisers with cuts and copy to promote their games. This 1886 catalog page 
promotes the full line. The larger tables Nos. 1, 2 and 3 were for commercial, 
generally saloon, placement while the smaller tables Nos. 4, 5 and 6 were for 
amusement or home use. —Dick Bueschel Collection 


Below: R. Rothschild’s Sons Company in Cincinnati produced their spring 
shooter PARISIAN BAGATELLE TABLE under a Redgrave license. Intro- 
duced in 1891, within six months 4,500 of the games were sold. This cut is 
from their 1892 saloon equipment catalog, with copy indicating another 
3,000 had been sold in the past six months. Copy explains how the game is 


returned as Charles X, King of 
France. His rule was so repres- 
sive that it led to the second 
French Revolution of 1830. By 
now bagatelle was no longer a 
court pastime, although a 
French toy industry continued 
to make smaller countertop 


A stout 72-year-old Franklin 
met with the plump 24-year- 
old Louis XVI and embarked on the selling 
job of his life. Franklin asked for an open 
line of credit, and direct French military 
intervention. Louis XVI pondered the ques- 
tion, and then made a personal decision that 
would cost him his crown and his life. 
Seeing the decision as an opportunity to 
instantly restore the prestige of France in 
Europe, the king gave Franklin his full 
commitment. It was the turning point of the 
conflict, and virtually assured the success of 
the American War of Independence. 
Suddenly, in the spring of 1778 and for 
three years afterward, a French military that 
had been poised for battle in Europe was 
being newly outfitted and trained for a war 
on the other side of the world, and it wasn’t 
even their fight. To the war-weary Amerti- 


played. —Courtesy Metropolitan Museum of Art, New York 


cans the Franco-American Alliance—the 
only military alliance with a foreign power 
in American history—was the boost that 
kept their spirits from flagging. By the 
middle of July a French fleet of 17 ships, 
under command of Comte d’Estaing, was 
patrolling American waters. But it was two 
years before French soldiers arrived in 
numbers, with the Comte d’Rochambeau 
landing over 6,000 troops at Newport, 
Rhode Island, in July 1780, followed by an 
even larger force at Chesapeake Bay under 
command of Comte d’Grasse-Tilly in 
August, with more in September. 

A massive Allied army of over 16,000 
French and American troops fighting side- 
by-side brought the English forces on the 
peninsula at Yorktown, Virginia, under siege. 
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games that were exported 
throughout the world until the 
end of the 19th century. 

The game was now largely American, first 
known as FRENCH BAGATELLE and later 
produced under a variety of indigenous 
American names. The brief blending of royal 
French and revolutionary American cultures 
at the time of the last battles of the Amer- 
ican Revolution had a tremendous impact on 


both parties. When the French forces 
repacked and sailed home at the end of 1781 
some had been in America more than a year 
while most had been ashore less than four 
months. They had prepared themselves for a 
long stay, with the game of bagatelle often 
included in the noble baggage. 

More than likely the most elaborate and 
elegantly trimmed cue-shot bagatelle 
gaming tables remained on board French 


ships where they were used to 
entertain visiting Continental 
Army officers with friendly 
games of competition. Smaller, 
more portable pusher-shot 
tabletop versions of bagatelle 
made it to shore where they 
quickly became popular 
amusements for French and 
Americans alike. The most 
likely method of cultural 
transfer was the last minute 
trading of French bagatelle 
boards for American souvenirs. 
Then, as the French troops 
filed back into their bottoms to 
head for home, their new 
American friends waved them 
off, kissed them goodbye, and 
thanked them from the bottom 
of their hearts. The Americans 
also proudly handed them 
copies of the Declaration of 
Independence to show them 
what they had won for their 
American allies. Having little 
else to read on the long voyage 
home, officers and foot soldiers 
alike read the documents and 
began to understand the free- 
doms inscribed. It was the 
sowing of yet more seeds of the 
French Revolution. 


FRENCH BAGATELLE 


The “Depression Baby” 
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Game Tables that Will Make You Money 


Tivoli Table 
(Sometimes called the ‘‘ Klondike,” # Manhattan,’’ Etc.) 







SCIENTIFIC 
PROFITABLE 
FASCINATING 







This table is massive, handsome and strongly made, in Solid’ oak or 
imitation mahogany. It is mechanically perfect, and covered with 
good quality billiard cloth. The game of Tivoli Pool is popular both 
with expert billiard players and persons who have never before used a 
‘cue. Six shots constitute a game. The highest possible score for six 
shots is 14,000. The highest score for one shot is 2,400, and this result 
can only be obtained by making both balls enter the 800 trap. Lowest 
score for one shot is 45. 


How the Game Is Played: 


The red ball is put on the spot at the head of the table and the white 
* ball placed in the alley and cued with sufficient force to drive it out. 
If the white ball enters any of the traps the player scores the amount 
indicated thereon, should it fail to enter a trap and lodge in one of the 
pockets at the foot of the table the player scores the amount indicated 
on that pocket. The main object of each shot is to strike the white 
ball with the right force to dislodge the red one, which counts double 
the amount indicated on the trap it enters, the score. made by the 
white ball being added: Size of the ‘table, 7 feet long by 1 foot 
8 inches wide, Included with it are one fine maple cue, one black- ~ iter ss 
board and chalk for scoring, and book of rules. Shipping weight, . : ae 
crated, 150 pounds, 3 a 
No. S 454 
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Little Nickel-in-the-Slot 
Flag Table 


See LVS TH 3 , 
Ries 













Automatic Goin Operated Flag Table 
(Patent applied for.) 






. I ) } rinciple as the famous Tivoli table. It can only be 
erated by inserting a nickel in the handaenie bronze coin device in front, which welecaes 













pulling a knob so 


A b: i 
it they can be plainly seen by the person giving rewards, thus making ai utes impossible. and the bed of the table is covered with green 


cloth. The flag of Trefand pays 4 drinks or 
cigars, and the flag of the United States 3 
drinks or cigars. It takes up very little room 
and can be set against the wall. Size, 3 feet 
long, 1 foot 3 inches wide. 


No. $452 Price complete.__.__--___- 






or ¢c ‘ drinks or cigars. The table is very massi 
astruction, is covered with good quality, billiard cloth and is furnished with one fife snaple 







Albert Pick & Company 1907 saloon equipment catalog features the coin- 
controlled White LITTLE FLAG TABLE and its larger AUTOMATIC FLAG 
TABLE model. Both games have backglass flag scoring when playfield features are 
made. Game at the top is a non-coin left-side shooting Albert Pick private label 


COCKAMAROO eliminated 
the scoring board with all balls 
scoring on the playfield, imme- 
diately visible by sight count. A 
second shooting channel was 
added at the left to permit two- 
player games with shots from 
each side, providing an opposing 
scoring trough of zero for players 
that hit the ball too hard. 

The most significant new 
feature of COCKAMAROO 
was a series of scoring troughs 
at the bottom of the playfield 
so that every ball was captured 
for a score in one way or 
another. Fewer troughs and 
smaller numbers on toy 
bagatelles with the new features 
were soon teaching children 
how to count, not to mention 
the peripheral education in 
skill shooting, multiple player 
games and betting. 

While the French and even 
the British game producers may 
have captured the volume toy 
markets, the impetus for inven- 
tion in the field of larger parlor 
tables was slowly but surely slip- 
ping to the United States in 
the 1830-1870 period. The 
growing number of saloons, 
and the western gambling 


quickly became the American 
army game, and followed the 
military forces of the new 
republic into the outposts strung along the 
massive frontier as the nation expanded 
westward. After the acquisition of the 
Louisiana Territory in 1803, sold to the 
United States by France because Napoleon 
needed cash to outfit his European armies, a 
string of forts was set up from the Great 
Lakes westward. The young nation survived 
the War of 1812, and another British threat 
of domination, and embarked on a major 
fort building program in 1818 to stabilize its 
western frontier. 

When the ruins of Wisconsin’s Fort 
Crawford, one of the string of forts that 
covered the upper Mississippi River located 
at the much older French trading center at 
Prairie du Chien, were excavated in 1938 to 
build a small museum, a bagatelle game was 
found on the site. “It was found in the north 
wall of the soldier’s barracks. While not as 
pretentious as modern streamlined pinball 
machines, it did serve its purpose in those 


TIVOLI TABLE. —Robert E. Rosenberger Collection 


days. It was constructed of a wide board, 
about three feet long, with cup-shaped holes 
bored in it. Double rows of brass nails 
formed the guides for the balls. Along with 
the board, the workers found several balls 
made of stone.”? 

Spreading beyond its army usage, 
bagatelle tables began to show up in the 
stagecoach stops, inns, taverns and sporting 
rooms of Erie Canal and other canal toll- 
houses across the rapidly settling country. As 
the adult games gained public favor a whole 
new track of bagatelle development got 
underway in the form of smaller, tabletop 
versions produced as children’s toys. 

By the 1850s, in addition to the French 
imports, indigenous American made games 
were being produced in a variety of styles, 
including a version of the British gambling 
game of COCKAMAROO, a large bagatelle 
table for pub locations that literally filled 
the playfield with pins and pockets. 
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parlors, were the drivers. 

An early American contri- 
bution to the art was TIVOLI, 
a saloon placement parlor table based on 
COCKAMAROO which soon earned an 
international reputation in both table and 
toy formats aa AMERICAN BAGATELLE. 

By the 1880s there were five billiard and 
parlor table manufacturers in San Francisco 
alone, including Philip Liesenfeld, J. G. H. 
Meyer, Jacob Strahle & Company, August 
Jungblut G Company and J. M. Brunswick & 
Balke Company.® The acknowledged leader 
for game variety and quality was Liesenfeld. 
The firm “...started in business in 1855, 
employing only two operatives. He has now 
(1882) 30 men at work, when working full- 
force. The principal articles manufac- 
tured...in bagatelle tables, the ENGLISH 
BAGATELLE, the JENNY LIND, the 
TIVOLI and PARLOR BAGATELLE and 
the TOP BAGATELLE are among the 
favorite...made on this coast.”’ 

Liesenfeld’s bagatelle table designer was 
William Evers, a billiard table maker who 
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Oldest known photograph of a pinball game on location. The later model Caille Brothers “Square Top” LOG CABIN sitting on the bar has a dial on the 
front replacing the earlier Caille-Schiemer crank handle. Location is the El Dorado Saloon in Sacramento, California, circa 1902. Clawson DICE 


MACHINE trade stimulator of the middle 1890s is at the far right on the bar. —Dick Bueschel Collection 


had been with the firm for many years. Evers 
is quite possibly the first identifiable Amer- 
ican playfield designer. His unique 1872 
game, believed to be JENNY LIND, brought 
revolving targets to the bagatelle playfield 
which are clearly described in a patent.® 
The popularity of the new cue shot table 
games led to a Golden Age of billiard and 
bagatelle parlor tables in the 1892-1902 
period, with the formats continuing to survive 
well into the 20th century. Throughout the 
parlor table vogue, the dual-channeled 
TIVOLI table format, studded with pegs or 
pins with bottom scoring troughs, was the 
preferred game with a variety of models 
made in the 1890s by saloon equipment 
houses of B. A. Stevens in Toledo and Bott 
Brothers Manufacturing Company in 
Columbus, Ohio. Other makers in the 1870- 
1890 period were located in New York City; 
in Philadelphia and Harrisburg, Pennsyl- 
vania; as far north as Lisbon Falls, Maine, 
and as far west as Missouri and Iowa. 
Increasingly, the industry became 
centered in Chicago, astride the diverse 
water and rail routes to the east and the 


massive rail network leading west, also 
meeting the needs of the city’s own amuse- 
ment. The most successful parlor table 
maker of the day was Charles Lufsky of St. 
Louis, Missouri, who created his enormously 
popular and classically designed TIVOLI 
TABLE in the spring of 1897. By 1898 
Lufsky had moved to Chicago to establish 
the Tivoli Table Company, located at 141 
W. Jackson Boulevard, where he produced 
the game followed by his PIGEON-HOLE 
TABLE and other variations called 
KLONDIKE PIGEON and CHICAGO. 
An eastern two-player competitive 
version of TIVOLI, with cue shots from 
each channel left and right, earned the 
name MANHATTAN, with both TIVOLI 
and MANHATTAN models being produced 
by numerous makers in Chicago, Illinois, 
and neighboring states. Another 1880s 
format that had a brief burst of popularity 
was PARLOR KEEPS in which a played ball 
is shot up a ramp into a spiral, dropping 
though a hole and returning sight unseen 
until it shows up in one of the visible scoring 
troughs below, with hidden pins deter- 
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mining its course and final score. 

By the time the major saloon equipment 
supply house of Albert Pick & Company in 
Chicago cataloged parlor tables in the early 
1900s, the basic TIVOLI TABLE, MAN- 
HATTAN, KLONDIKE, PIGEON-HOLE, 
CHICAGO, DIAMOND SELF-REGIS- 
TERING TABLE and NOVELTY BOWLING 
TABLE bagatelles and novelty billiard tables 
had captured the saloon and pool hall markets. 
They paved the way with the working classes 
for the table games to come. 

It was an English immigrant that changed 
the American game forever, and made 
bagatelles an industry that directly led to the 
modern game of pinball. Montague 
Redgrave arrived in Cincinnati, Ohio, from 
London, England in 1869 at the age of 23, 
bringing knowledge of the British bagatelles 
with him. By the spring of 1870 he had 
married his 19-year-old bride Annie, who he 
had met on the boat, and set himself up in 
business under his own name at 136 Long- 
worth Street in the commercial district, 
probably boarding in the same quarters as 
his small business. 


Spiral steel springs had been used as 
bagatelle shooters in a few small tabletop 
games in England in the 1860s, but they 
never made it across the ocean, nor was the 
feature patented in the United States. 
Redgrave quickly found someone who could 
make small piano wire spiral springs in 
industrialized Cincinnati, and proceeded to 
create a revolutionary new form of bagatelle. 
In applying a completely new industrial art 
to his game idea, Redgrave established a 
precedent that endures in the American 
amusement machine industry to this day, 
that of embracing new technologies before 
they enter the industrial mainstream. 

Montague Redgrave did far more than 
add a spring shooter to the existing game. 
He literally recreated the pin game in its 
modern format, adding playfield features, 
sound and faster play. In his May 1870 
patent application for the device, he stated, 
“My invention relates generally to bagatelle 
boards; and consists in several new and 
useful devices, by which an amusing game of 
skill is obtained that may be introduced into 
the social and family circles.”? 

Redgrave may have positioned his game 
for home use, but he quickly discovered that 
the bulk of his business would come from 
commercial sales of larger games for saloon 
placement as gambling tables. To meet these 
new requirements he made plans to move to 
larger facilities, and one that would place 
him in a better marketing position. He 
found the answer in Chicago, suddenly the 
best known city in the world after the disas- 
trous Chicago Fire of October 8, 1871. 

Almost overnight, Chicago was on the 
mend and was attracting new capital and 
industry. By the middle of 1873, the Central 
Wire Works, located at 55 Clark Street near 
Randolph, was advertising its proficiency in 
the new field of wire goods, including spiral 
springs. Two blocks south, at 7 Clark Street, 
real estate agent Frederick R. Wilson 
handled business and industrial placements 
in the booming Chicago market. By the end 
of 1873, the new partnership of Redgrave & 
Wilson, located a short six blocks from 
Wilson’s original office, was promoting its 
wares as a manufacturer of bagatelle tables 
for home and saloon placement. The 
Chicago location of the world’s first produc- 
tion facility dedicated to spring-shooter 
table games seems prophetic when you 
consider that some 60 years later the same 
city became the pinball capital of the world, 
with the leading game producers still 
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remaining in the area. 

It seems likely that Redgrave couldn’t 
keep up with the demand for his tables and 
home games, and that his major market was 
in the east. By the end of the summer of 
1875 the partnership with Wilson came to 
an end, and the growing Redgrave family 
(they would ultimately have 8 children) 
moved to Jersey City, New Jersey. The fact 
that production difficulties dictated the 
move was clearly stated on a paper panel 
on his later PARLOR BAGATELLE and 
BAGATELLE TABLE games: “The Propri- 
etor hopes to be able to supply the great and 
increasing demand which hitherto he has 
been unable to accomplish.” 

Redgrave’s first Jersey City facility was at 
5 Lienau Place, separate from his home at 
628 Newark Avenue, where he set up shop 
as M. Redgrave’s Bagatelle Company, 
producing a wide variety of games and sizes 
first identified as the ORIGINAL PARLOR 
BAGATELLE and later as the PARLOR 
BAGATELLE TABLE. By 1877 he had 
licensed a facility at 1746 Grove Street in 
Philadelphia to produce and market the 
larger table games. In 1881 he took his enor- 
mously successful Jersey City business to a 
larger shop at 14 Willow court on a short 
two-block street, also moving into a much 
larger home at 568 Pavonia Avenue just 
around the corer so his living quarters were 
now adjacent to his factory. 

Redgrave’s success spawned a host of imita- 
tors, some of which had original ideas, with 
others virtually copying the original games in 
spite of the implied patent protection. 
Redgrave bought a number of his competitors 
out, and sued others. But by the late 1880s 
the spring shooter was a common component 
of large and small bagatelle games for home 
and commercial usage produced by a dozen or 
more makers. Redgrave also licensed his 
patent, with R. Rothschild’s Sons Company 
of Cincinnati making an enormous saloon 
game under the patent called the PARISIAN 
BAGATELLE TABLE in 1890 and for some 
years thereafter. 

Then, some nine years after his original 
patent ran out, Redgrave came back with yet 
another significant advancement, a shooter 
that had no extending knob, being fully 
contained within the cabinet, adding a 
measuring gauge that encouraged skill play of 
the game.!° While the barroom business 
dropped off as newer amusements entered 
the saloon, a whole new generation of 
American children took to the game that 
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Redgrave had recreated almost thirty years 
before, with this newfound popularity lasting 
well into the first quarter of the new century. 

The long-term stability and ultimate 
decline of M. Redgrave’s Bagatelle Company 
is reflected by the number of workers in the 
firm. After peak employment in the 1890s, 
the firm settled back to 10 employees in 
1906, 11 in 1909, 10 in 1915, dropping to 5 
by 1918 once the bagatelle boom had all but 
run its course, with the later business private 
label games for various catalogs. The last 
year of record is 1927, the year the Milton 
Bradley Company dropped bagatelles from 
their catalog, with the Redgrave firm having 
one employee.!! Thus ended the 57-year 
reign of the dominant American producer of 
the precursor of pinball, a record matched 
only by the enduring Gottlieb name in the 
field of pinball. 

All that was missing from the parlor tables 
and spring-shooter bagatelles was coin 
control. That came soon enough. It was an 
Englishman, Londoner Henry John Gerrard 
Pessers, who first put a coin slot on a marble 
game. On “September 29, 1889...a patent 
was granted to H. J. Pessers for a coin-freed 
game of skill. A coin released a predeter- 
mined number of balls, which were shot up a 
channel at one side of a board and descended 
among pins fastened onto the board.”!4 
Pessers called his vertical flip game the PICK- 
WICK after the fictional Charles Dickens 
character Samuel Pickwick, the naive general 
chairman of the mythical Pickwick Club, 
whose members often spent their time 
playing a bagatelle board in the Peacock 
Tavern, as described in the novel The Posthu- 
mous Papers of the Pickwick Club written in 
1836. The PICKWICK became the proto- 
type for the gambling wall machines 
produced in such profusion in Great Britain, 
France and Germany over the past century. 
But PICKWICK wasn’t a true pinball game 
because its playfield was vertical. 

The distinction of being first fell to an 
American named Charles P. Young, a one- 
time newspaperman turned cigar store and 
billiard room proprietor in York, Pennsyl- 
vania, who also had a penchant for inven- 
tion. Working in the back room of his 
Centre Square Cigar Store facing the York 
town square in the late 1880s, Young 
produced elaborate cast iron cigar cutters of 
his own design. His first coin machine, 
created late in 1892, had all of the basic 
elements of a multi-ball pin game, including 
a glass covered pin-studded playfield, auto- 
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THE LOG CABIN 


- SOMETHING NEW INA 


COIN__ 


OPERATING MACH i N E OR TRAD! TRADE 


Will Make You Money felt C F_ find Bring You Trade 


THE LOG CABIN 
IS ENTICING 


WHY? 


ist. Because it is 
new, and embodies 
both the features 
and fasinationa 
gameofchanco docs 
and exerts the mind 
a gamo of skill will. 


AS A TRADE 
MACHINE 


HEN ES ph 


THE LOG CABIN consists:of a handsome oak cabinet with plated metal front of an artistic design. The 


PHHEHS hh 


IT HAS NO 
EQUAL 


FOR ONE OF ITS 
KIND, 
REGISTERING 
EVERY NICKEL 
PLAYED, IT 18 
IMPOSSIBLE 
TO 


CHEAT 


CAILLE’S «LOG CABIN” 


(PATENTED) 


Automatic Bag-a-telle Device 


& % 


top is slanting, being arranged with a hole large enough to admit the marbies with which the game Is played, 
Tho top js covered with a thick plate glass. Xt is Loaded with 600 Marbles and when a coinis played one 
of these fs automatically delivered to a throwing device, which is operated by the player. Tho object played 
for ig the hole at the upper end of the machine, and should the marbie enter, it wins the capital prize, should 
{t miss the hole thore is still another chance of winning by the marble rolling through the ping and into little 
pockets some of which win from 10 to 50 cents. There are 13 of these pockets, 7 winners and 6 losers. 

All winring marbles drop into separate compartments inn large drawer, thus making a positive register 
on the amount of cash or cigars paid out for the winners. Asa machine for operators to placo on the percent- 
oge plan it is one of the most satisfactory because there is no chance for the user to take any advantage In 


‘When a coin is played the handle is 


ae with 250 balls. 
turned, which throws one ball into the alley at the side. By 


scttling on the amount of the winners. 


The coin detector is absolutely perfect and exposes to full view the last three coins played. The marbie 
feeder can be refilled without unlocking the machine, Supply of marbies can be left with the clerk, and even 
though he msy be inclined to be dishonest he positively cannot defraud the “Log Cabin.” 

MERITS OF THE GAME: Tho prize winners are 10 cents, 25 cents, 50 cents and $1.00. 

This machine will prove a great attraction in evory public place where it fs exhibited. The people will try 
to sce and show their skill, which will iead to bets among themselves, and they will consider this new gamo a 


pleasant time-killer. 


We state a positive fact when we declare that the “Log Cabin" ‘has the capacity of earning as much as 
$50.00 In a single day, and it {s also a fact that everybody who buys a machine can earn his living Srom ft (by 
acomparstively smali Investment), and the man who buys mang, fs bound to makes fortune in a short time. 

DIMENSIONS: Height, 10 inches at back, 7 inches at front; width, 10 inches;, depth, 22 inches. 


Five different kinds of Reward Cards—for trade and money—are supplied with each machine. 


OUR PRICE, $25. LD Bos will give you a‘cush discount of 3 per cont, thus {making the 


Net Cost of Machine . 





matic previous game ball 
removal and set up for the 
next game when a coin was 
dropped, a spring shooter and 
a gauge for skill play. 

When Young applied for a 
patent on his COIN GAME 
BOARD that awarded cigars 
for high scores he saw its primary feature as 
its coin acceptor “adapted to...game boards 
or dice-throwing devices or substitutes 
therefor,” accepting the pin-studded and 
glass covered bagatelle playfield as prior 
art./3 But it was the combination of the coin 
slot with the other elements of the patent 
that make Young’s machine a bellwether 
game. Forty years later, when the pinball 
industry was plagued with lawsuits that chal- 
lenged the origin of specific games, Young’s 
patent was trotted out to show that the 
game features in question were not unique, 
solidifying the position of the COIN GAME 
BOARD as the world’s first true pinball 


game. 
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Left: Possibly the first pinball flyer. This 1901 sales agent sheet for the initial 
Caille-Schiemer “Square Top” LOG CABIN explains how the game works. 
Crank on front sets up the ball for the next shooter. Window below it is an 
anti-slugging device to show the coins played. —Dick Bueschel Collection 


Right: Caille Brothers Company redesigned the LOG CABIN as the “Round 
Top,” introduced in January 1903. The ball inventory was reduced to 250. Page 
is from the Caille Brothers 1907 catalog. —Dick Bueschel Collection 


Young went on to create larger and more 
complicated versions of his cigar trade stimu- 
lator, creating a token vending model 
in August 1893 as his IMPROVED COIN 
GAME BOARD. Numerous other game 
makers and trade stimulator producers carried 
on with the idea on both sides of the Atlantic, 
with larger games soon to follow. Wagner 
Brothers, an established Chicago manufac- 
turer of payout slot machines for saloons, were 
promoting their THE MASCOT by spring 
1900, claiming “The new marble machine is 
all the rage just now. Pays for itself in a few 
hours. Allowed to run where many machines 
are not permitted, saloons, cigar stores and 
barbershops will pay their rent by operating 
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positive count of all rewards. 
Positive coin detector, showing last three coins played. 
glass top, polished oak cabinet, metal front, nickel or oxidized. 


Special hasp and padlock to fasten machine to counter. 





shooting this ball with the driving cue, the player uses skill 
in endeavoring to land the ball in the prize pocket at the top; or it” 
may fall into one of: the six winning pockets at the bottom of the pin 


board. Winning balls fall into separate. compartments, keeping a 


Money drawer under separate lock. 
Heavy plate 


No cheating 


by tilting the machine possible. 


one.” !4 Identical claims have 
been used to market pinball 
games ever since. 

It was the entry of the Paul 
E. Berger Manufacturing 
Company of Chicago into the 
field in 1901 that established 
the genre as a permanent 
game format. The Berger firm was one of the 
largest coin machine producers in the 
country and was at the pinnacle of its 
success with an elegant suite of offices on 
the 11th floor of Chicago’s towering Monad- 
nock Building, with 400 employees located 
at a manufacturing complex in Chicago 
Ridge, 16 miles southwest of the city. 
Berger’s addition was a completely new 
machine format called the AUTOMATIC 
BILLIARD TABLE. Coin-operated, shooting 
a full-size billiard ball up a channel by an 
enormous spring-loaded plunger to roll 
down a playfield under glass, the AUTO- 
MATIC BILLIARD TABLE was the first 


volume produced and aggressively advertised 


proto-pinball to come to market. It also 
introduced automatic flag scoring on a 
visible backglass, a feature that enabled it to 
be operated as a trade stimulator offering 
“Drinks or Cigars.” 

Sadly, Berger was not to benefit from its 
introduction. Running afoul of Chicago’s 
powerful Mills Novelty Company over a 
patent dispute, Berger lost and the firm went 
into receivership. It was picked up in 1902 
by Ripley J. White, whose White Manufac- 
turing Company prominently promoted the 
new AUTOMATIC BILLIARD TABLE, 
soon adding their own larger AUTO- 
MATIC FLAG TABLE. Both machines 
were soon being marketed by the Chicago- 
based saloon supply house of Albert Pick & 
Company, who changed the name of the 
AUTOMATIC BILLIARD TABLE to the 
LITTLE (NICKEL-IN-THE-SLOT) FLAG 
TABLE. The machines enjoyed a brief 
period of acceptability until 1907 when the 
White Manufacturing Company _ itself 
succumbed to competitive pressures and 
closed its doors. 

An even more successful proto-pinball was 
created as a trade stimulator by the Caille 
Brothers of Detroit, Michigan. Older brother 
Adolph was mechanically inclined whereas 
younger brother Art was a born salesman. 
Barely in their twenties in 1889, both worked 
for their father’s Union Store Service 
Company in Saginaw, Michigan, a producer 
of cash carriers, a sales registering device that 
ran on wires up to a cashier, returning to the 
counter with the customer’s change. When 
their father retired in 1897 Art opened up 
The Caille Company in Detroit to make coin 
machines. Adolph followed two years later as 
the president of a firm called The Caille- 
Schiemer Company, with Jacob Schiemer, 
their former factory superintendent from 
Saginaw, the chief designer. 

In January 1901 Caille-Schiemer brought 
out a non-coin cast iron countertop version 
of the twin-shooter LITTLE MANHATTAN 
bagatelle game for saloon placement. It was 
immediately successful. Adolph Caille was 
also working on a glass covered coin-oper- 
ated version of the game with a single 
vertical plunger shooter at the right side 
called the LOG CABIN. In July of the same 
year the two brothers joined forces as the 
Caille Brothers Company, with Adolph 
bringing the LITTLE MANHATTAN and 
LOG CABIN to the new firm. New models 
of each were created under the Caille Brothers 
name, and both games went on to an 
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extended period of success. 

LOG CABIN was a one ball gambling 
game that offered a variety of trade or cash 
prizes for high pocket scoring. It also greatly 
advanced the art of pinball by introducing 
the mechanical ball lift, for once a coin was 
deposited and the front handle turned the 
next ball to be played was lifted out of an 
internal magazine and placed before the 
shooter. The vertical plunger didn’t allow 
much skill control over the ball, but players 
soon learned how to modulate their shots to 
vary the results. 

In the original Caille-Schiemer and early 
Caille Brothers “Square Top” models 500 
balls were stored in the internal magazine, 
thus requiring only limited barkeep atten- 
tion to verify a payout when a winning 
score was made. Based on operator experi- 
ence the later Caille Brothers “Round Top” 
models of January 1903 reduced the ball 
inventory to 250 while improving the 
appearance of the game. 

LOG CABIN was cataloged by Caille 
Brothers as late as 1910, and actively sold in 
the used machine market until the 1920s. In 
its final version the vertical plunger was 
replaced by a horizontal shooter in classic 
pinball style, thus anticipating virtually all of 
the features of the countertop pinball game 
that burst on the market some 30 years after 
the pioneering introduction of LOG CABIN. 

Other early experiments contributed to 
the design pool that would eventually lead 
to the modern pinball game. Electricity was 
introduced to playfield scoring by Harry E. 
Reed of Salem, Massachusetts, with his 
ELECTRIC BAGATELLE game of 1906. In 
the carnival and bazaar supplies business as 
the Reed Fair Company, Reed created a large 
folding bagatelle table with a Redgrave-type 
plunger shooting balls onto a playfield of 
seven scoring holes with 10 scoring troughs 
at the baseline. The basic idea wasn’t new, 
but Reed’s execution has landmark status 
because of his method of scoring. The 
bagatelle playfield was protected by a hinged 
cover which, when opened became, a 
lighted vertical back panel as tall as the 
playfield was long. 17 multicolored light 
bulbs flashed and remained lit as balls 
hitting the corresponding holes and troughs 
fell in place. 

For all of this action and attention, with a 
dozen or more game ideas tried and briefly 
sold, the coin operated glass covered marble 
game never seemed to take off. Clever 


games, such as the August 1917 CYCLO, 
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created by Frank H. Ellison of rural Rib Lake, 
Wisconsin, held promise, but soon disap- 
peared. When Ellison attempted to bring the 
game back in November 1930 as the CYCLO 
II, other game ideas quickly passed it by. 

The Gatter Novelty Company introduced 
their BALL SHOOTER in 1926, to have it 
picked up by the William Gent Vending 
Machine Company in Cleveland and the 
Exhibit Supply Company in Chicago, with 
Exhibit bringing out their IMPROVED FIVE 
BALL SHOOTER in single and double 
models in 1929. Still no runaway acceptance. 

In England the Essex Automatic Manu- 
facturing Company ACCUMULATING 
BALL VENDER was introduced in 1927 as 
a one ball automatic payout pin game to a 
limited and largely unappreciative audience. 

The closest thing to a true pinball format at 
the time was the series of countertop 
miniature pool tables made by the A.B.T. 
Manufacturing Company in Chicago between 
1927 and the fall of 1931. The games were an 
outgrowth of the A.B.T. TARGET PISTOL 
originating in the early 1920s. This small 
countertop gun game became the most 
popular coin operated machine of the late 
1920s, and led to a long series of variations 
starting with the national introduction of 
BILLIARD SKILL in 1928. An A.B.T. pistol 
was fitted to the small pool table to shoot balls 
into pockets. When DUTCH POOL was 
added in 1931 it had a pinball game layout, 
with the gun now shooting at the playfield 
features. A.B.T. had converted their gun to 
a platform marble game. 

A New York City coin-operated piano 
operator named Sam Kresberg may have 
been the first to place marble games in 
quantity. On a vacation trip to Canada he 
discovered a large bagatelle game played 
with one steel ball manipulated by the 
player’s finger. “He was so enthused with the 
game that he stopped off in Montreal to 
purchase one at a sporting goods store. 

When he was back in New York City, his 
firm decided to put a coin chute on the 
game and determine the possibilities of a 
coin-operated bagatelle game. The firm built 
100 games, encased in a crude sort of cabinet 
and with glass over the playing board. They 
operated all these games themselves. This 
was back in 1928. Kresberg says that the 
games were profitable, but interfered with 
their operating of music machines, and so 
the games were discarded, never dreaming 
that some day the pin game industry would 
reach the proportions it has today. He 
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which throws one ball into the alley at side. 


six winning pockets at the bottom of board. 


it beats a cash register. 
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believes that possibly others 
may have operated some kind of 
bagatelle games before him.”!> 

In southern California, 
budding game designer George 
H. Miner harbored a dual 
passion for baseball and coin 
machines. Inspired by his 
training as an automobile 
mechanic, Miner’s coin-oper- 
ated approach to the game was a complicated 
yet very exciting floor cabinet machine of 
1929 called the ALL-AMERICAN AUTO- 
MATIC BASE BALL GAME, produced by 
his own Amusement Machine Corporation 
of America in Los Angeles. 

While his arcade machine went on to 
great success, only to be stopped cold with 
the coming of the Great Depression of 1930 
and 1931, following the stock market crash 
of October 1929, Miner was working on a 
second mechanical interpretation of the 
game which he simply called BASE BALL. 
It was based on the game of bagatelle and 
had a long playfield with an arch at the top. 
It also had a swinging bat at the bottom of 
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HE Caille “Log Cabin” is loaded with 250 steel balls and 
when a coin is placed in the slot, the handle may be turned 
By shooting it up 
the incline with the driving cue, the player endeavors to land this 
ball in the prize pocket at the top; or it may fall into one of the 
Winning balls fall into 
separate compartments, keeping a positive count of all rewards. 
The money drawer is under a separate lock and machine 
has a positive coin detector showing the last three coins played. 
It cannot be defrauded by a dishonest clerk and as a tab-keeper 


‘This machine has a heavy plate glass top, polished quartered 
oak cabinet, with metal front, nickel or oxidized finish. 


DIMENSIONS: Width 15 in. Depth 21 in. 
Weight 22 Ibs. 
PRICE - - $17.50 
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Left: Final production version of the Caille Brothers LOG CABIN, circa 1907 
and later, has substituted a skill control straight line shooter and a cast iron framed 
marquee explaining the rules of the game, bringing it close to the eventual coun- 
tertop pinball game format of the early 1930s. —Dick Bueschel Collection 


Right: This fractional quarter page for the WHOOPEE GAME appeared in the 
March 28, 1931 issue of The Billboard to become the first pinball advertise- 
ment. Publication rep Jack Sloan hurriedly wrote the copy, and the photograph 
was shot after midnight in the back room of game maker Nick Burns’ shooting 
gallery at Lawrence and Broadway in Chicago only 2 days before the publica- 
tion deadline. —Dick Bueschel Collection 


the playfield that was clearly a flipper. 
Created in the summer of 1928, it was the 
game that should have started the pinball 
boom, but didn’t. The game was bogged 
down in Miner’s attempt to find investors to 
fund its production and marketing within a 
new company called the Amusement 
Machine Corporation, Ltd. incorporated in 
Reno, Nevada, with manufacturing located 
in Los Angeles.!® 

In one gifted game, George Miner had 
created the modern coin-operated multi-ball 
novelty amusement game with all its features, 
including ball traps, automatic and advancing 
scoring, ball gates and cutoffs, automatic ball 
return and the most significant improvement 


p.1Z 


THE WHOOPEE GAXIE 





Copyrighted 1929—Patents Pending 
FULLY AUTOMATIC 
The WHOOPEE GAME is the NEWEST NOVELTY GAME on 
It is one of the few games with the IDEAL COMBINATION of SKILL and 
CHANCE. It is played by everyone—Men, Women and Children thoroughly 
enjoy it and are fascinated by it. 
patrons get a real thrill and return again and again. 

Read what a Golf Course Operator, C. D. Kay, 1115 Wilson Ave., Chicago, 
says: “The WHOOPEE GAME is the best yet. 
were $12.55, second $14.90, and still going strong.” 
We manufacture this game exclusively and offer exclusive territorial rights 
to operators and jobbers direct at 
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of its day, the ball lift, to bring 
the correct number of lower- 
level returned balls back into 
shooting position one-at-a- 
time.! 

As late as December 1932 
Miner was still attempting to 
get his game produced, showing 
it to some of the Chicago game 
producers. It wasn’t until some 
years later that the advancements of BASE 
BALL were recognized, at which time a 
Chicago game maker bought out the 
Amusement Machine Corporation, Ltd. as 
well as Miner’s patent rights to establish 
their prior rights to the unique features of 
the game, providing them with a monu- 
mental advantage in the “Patent Wars” then 
underway. They also hired Miner as a game 
design consultant, ultimately making him 
their chief engineer. 

Other influences were leading to minia- 
turized table games, stimulated by a 1930 
Texas law that prohibited pool halls. The 
answer was coin-operated miniature pool 
tables for drug and cigar store locations, first 


created in Texas and soon 
being made in major coin 
machine manufacturing areas 
around the country. Coin-oper- 
ated cue-shooting bagatelle 
games also entered the market, 
quickly growing smaller in size 
and soon becoming glass- 
covered tabletop marble games 
that had all the characteristics 
of the pinball games to come 
with the exception of the 
plunger shooter. Some even 
survived into the pinball era, 
starting with CUE-BALL, first 
developed early in 1931 by the 
Salea Manufacturing Company 
of Millington, Michigan, 
continuing with the L. & S. 
Manufacturing Company, and 
finally entering volume produc- 
tion in July with Bay City 
Games, Inc. in Bay City, Mich- 
igan. Similar games followed 
as each viable idea was repro- 
duced and embellished by 
copycat producers. 

The modern pinball game 
was at hand. But for all of the 
developments over the prior 
thirty or so years that seemed 
to lead to its creation, it was a 
series of indigenous ideas devel- 
oped by isolated developers 
that finally crystallized the 
concept as a salable product. 
The never ending debate over 
the making of the first true pinball pits a 
Chicagoan on the fringe of the coin machine 
industry who developed WHOOPEE in the 
back room of a shooting gallery on the north 
side of Chicago against complete neophytes 
in Youngstown, Ohio, who got the idea for 
the coin operated WHIFFLE marble game 
from a homemade toy bagatelle. Both have 
valid claims of origin at almost precisely the 
same time, yet they were completely unaware 
of each other. In March 1931 they each had 
successful game prototypes, with the credit for 
being first going to one or the other by merely 
a matter of days. 

WHOOPEE had a longer gestation 
period, so got its start first. When a young 
Jack Sloan joined the advertising staff of The 
Billboard magazine in Chicago on January 2, 
1929 he was already a nine year veteran of 
trade publication sales, having repped Hotel 
World, Hardware Dealers and rising to the 


The “Depression Baby” 





They believed they created pinball. Left to right are the January 1931 partner 
founders of the Yohio Manufacturing Company of Youngstown, Ohio: druggist 
Myrl A. Park; electrical equipment salesman Earl W. Froom, standing, center; 
and carpenter- farmer Arthur L. Paulin, right. In April 1931 they became the 
corporate officers of Automatic Industries, Inc., producing the landmark 


WHIFFLE game. —Courtesy of Robert E. Froom 


manager of the House Furnishings Review 
office in Cleveland. Idealistic (he had 
volunteered as a WWI ambulance driver in 
1917 while a student at Northwestern 
University), insightful and aggressive, Sloan 
added knowledge of industry and what it 
took to make a product to the sales staff of 
The Billboard. 

A little over nine months after he took 
the job the Stock Market Crash of October 
1929 started the process that would lead the 
nation, and soon the world, into the severest 
economic recession of modern times. By the 
summer of 1930 the effects of the Great 
Depression began to be felt through reduced 
sales, growing unemployment and plant 
closings. Sales in almost all industries 
slowed, and then virtually stopped. Rather 
quickly most of the large arcade game 
makers reduced their advertising schedules, 
and many of them ultimately folded. 
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Sloan was hard pressed to 
sell space. “Not quite 18 
months after he became a 
member of the advertising 
staff, he was told by an adver- 
tiser of carnival equipment to 
call on a janitor...who worked 
in a building on Chicago’s 
north side. ‘This guy has a 
game _ that’s 
replaced cards for us Belgians,’ 
Sloan’s friend told him.”!® 
George Deprez, “...a carpenter 
by trade, was employed as a 
janitor” while he pursued his 
own entrepreneurial interest of 
making children’s toys out of 
wood in hopes of marketing 
his creations to end his days in 
the basements of other 
peoples’ buildings.!? He had 
come to America in 1909 at 
the age of 33, immediately 
getting the janitor’s job that 
enabled him to send for his 
wife of 14 years and their 11- 
month old daughter. In the 
summer of his 53rd year he 
made a marble bagatelle game 
that was “...so attractive that 
his wife was taking it to 
parties, and the guests would 


actually neglect bridge in 
920 


practically 


order to play the new game. 

Deprez even applied for 
patents on the game and 
its appearance, naming it 
WHOOPEE after the tremendously 
successful 1929 Broadway show of the 
same name starring Eddie Cantor. The 
Great Depression and the drying up of 
investment capital was the end of Deprez’s 
hopes. Until the inexplicable happened. 
“Sloan took a look at the janitor’s invention, 
and then interested (Nick) Burns, an arcade 
operator, in manufacturing it.”! 

Burns was the owner of a shooting gallery 
on Chicago’s north side at West 1217 
Lawrence Avenue, not far away from the 
Deprez apartment building. With his brother 
he was also the driving force behind their In 
& Outdoor Games Company, a sometime 
producer of games and novelties to attract 
the crowds and back up the bally in a 
carnival or amusement park grind store. But 
as the easy cash of the 1920s was replaced by 
the grim days of 1930 Burns needed new 
ideas and products to make money above 


and beyond the 
diminishing carny 
and arcade business 
on which he had 
pinned his future. So 
he asked for ideas 
from the media repre- 
sentatives who were 
contacting him for 
advertising. When 
Billboard rep Jack 
Sloan came back with 
his report of the 
WHOOPEE game, 
“The novelty manu- 
facturer was attracted 
by the idea (of placing) 
a new bagatelle board 
or table on the market, 
the tables being 
designed for convenience in 
the home or the basement 


Burns contracted with 
Deprez for the exclusive rights 
to the game, its pending 
patent applications and _ its 
name. He agreed to pay the janitor a royalty 
on every game sold. Burns then set up 
production for the new home and resort 
WHOOPEE TABLE games in a wood- 
working shop at 5647 Stewart Avenue on 
Chicago’s industrialized south side and 
started to display the new products at local 
trade shows and downtown Chicago hotels. 

But Jack Sloan had bigger ideas. He 
wanted to establish a new advertiser in his 
coin machine section of The Billboard. 
“Sloan...entered the picture by suggesting to 
the gentlemen that they attach a coin chute 
to these bagatelle things and get into the 
coin machine business.”23 Sloan’s advice 
went even further. In order to speed the 
game to market (and the advertising pages 
of The Billboard), Jack suggested that the 
Burns brothers should go to some of his good 
friends in the industry to solve the problems 
of the necessary coin mechanism and other 
mechanical details of a commercialized 
game. It was the making of the machine. 

Sloan recommended the Midway Pattern 
Company at 5756 S. Wentworth Avenue, a 
scant two blocks away from the Burns wood- 
working shop. Nick Burns was smart enough 
to take the advice, and allowed Sloan to set 
up a meeting. Walking east on 57th Street 
they talked excitedly about the possibilities 
of the new game, turned the corner and 
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The landmark Modern Games And Novelty Company PLAY THREES 
bagatelle first made in Akron, Ohio, in March 1928 by candy store proprietor 
James S. Nicholas established the playfield format for the initial countertop 
play room.”?? marble games, including ROLL-A-BALL, BINGO BALL and BAFFLE BALL. 
PLAY THREES introduced automatic ball traps and returns and rubber 
bumpers, as well as key parts and features terminology later applied to pinball. 


—United States Patent 1,730,523 


headed into Midway’s plant. There they met 
with Edward J. Brady and C. P. Loeper and 
quickly worked out the details of their deal. 
Brady would head up the engineering and 
Loeper would concentrate on cabinet design 
and construction. The whole scenario was 
typical Sloan, setting up a new advertiser 
while giving a piece of free business to an 
existing customer at the same time. 

At first things moved fast in those hot, 
Depression troubled weeks of summer 1930, 
with Burns and his new sub-contractors in 
daily contact. In less than two months the 
first handmade game was ready for its tryout. 
WHOOPEE number one “...was placed for 
experimental purposes in an arcade in 
August 1930, and it immediately met with 
public favor and earned as high as $8 per 
day,” a staggering return for the time.24 
Although “Burns worked on the game for 
about eight months before he had it ready 
for the market,” its original location success 
assured production of the game.2? The 
WHOOPEE GAME was mentioned in 
whispered contacts at the annual coin 
machine operators convention in Cleveland 
in February 1931 even though it was not 
ready to be exhibited at the show, putting 
pressure on In G Outdoor Games Company 
to bring the product to market. The intro- 
duction timing wasn’t planned, it was 
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rushed, with Jack Sloan 
writing the copy and 
slamming an ad 
together. Sloan later 
recalled that the 
“Copy was prepared at 
two a.m. in a dusty 
back room of a shooting 
gallery located at 
Lawrence and Broad- 
way, in Chicago, owned 
by Nick Burns. 


“In order to get a 


3 Shesto-Sheet 1 


photograph in ample 
time to have the cut 
of the illustration 
made, it was necessary 
to arouse a neighbor- 
hood photographer at 
midnight, when the 
shot of the game was taken. 
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The ad appeared two days 
later in The Billboard.”*° The 
WHOOPEE GAME abruptly 
burst into print in the March 
28, 1931 issue of The Billboard 
for a selling price of $175 for a 
ten ball, 5¢ play model. Testimonial copy 
from Chicago miniature golf course operator 
C. D. Kay said “The WHOOPEE GAME is 
the best yet. The first day’s receipts were 
$12.55, second $14.90, and still going strong,’ 
with the copy adding “The WHOOPEE 
GAME is destined to beat all novelty games 
during 1931. Be the first in your territory.”2/ 
Of course the user testimonial was good; C. 
D. Kay was yet another Jack Sloan customer. 

By June 1931 the WHOOPEE GAME 
was being promoted in a major advertising 
campaign in Automatic Age, a coin machine 
trade publication in competition with The 
Billboard and the newer The Coin Machine 
Journal (the latter secretly funded by the 
Mills Novelty Company to insure them of 
good press) much to the consternation of 
Jack Sloan, who lost the business to a 
competitive sales pitch. 

WHOOPEE GAME was continually 
advertised until March 1932 when newer 
pin tables had taken over the business and 
In & Outdoor Games Company, Inc. had 
introduced advanced versions of the game. 
Whatever happened after the initial intro- 
duction, it still seemed like the polyglot 
team of five men—the Belgian gamemaker, 
shooting gallery owner, casting engineer, 
cabinet maker and advertising space 
salesman—had created “The original pin 


game, the first ever made.”28 

Or so they thought, but it 
wasn’t necessarily true. In an 
uncanny repeat of almost the 
same story of origin, another 
group of three men were 
doing much the same thing in 
Youngstown, Ohio, at precisely 
the same time. It was the first 
week in December 1930 that 
a 35-year-old unemployed 
carpenter named Arthur L. 
Paulin with time on _ his 
hands, out of work since the 
Great Depression struck hard 
at the economy of industrial- 
ized eastern Ohio, decided to 
clean out his barn. 

Small farm communities 
such as Poland, Ohio, on the 
outskirts of once bustling 
Youngstown, suffered more 
than most when the smoke- 
stacks of industry cooled 
down and unemployment 
rose. As he tossed and sorted, 
and stacked up the throw- 
aways for a bonfire, he pulled 
out a child’s marble board 
game that was at least 50 years 
old. He immediately thought 
of his small daughter and the 
lean Christmas ahead, and 
muttered to himself, “Well, 
well. This ought to be inter- 
esting. I’ll build (her) one.”2? 

Paulin fashioned a new 
game at least twice its size, 
adding holes to the tilted 
board as well as more brass 
brads to thwart the course of a 
marble shot up a channel with 
the snap of a finger. As soon as he finished 
it he presented the game to his daughter. 
She loved it, and so did the neighbor chil- 
dren. Proud of his accomplishment, Paulin 
took it into town the very next week and 
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plopped it on the cigar and change counter 
of Myrl A. Park’s drugstore at the corner of 
Southern and Midlothian Boulevards in 
Youngstown. 

Park was fascinated. So was Earl W. 
Froom, a sometime inventor and, at the 
time, sales manager for Carl Bopp’s Elec- 
trical Equipment Company on Market 
Street, who had dropped in to get some 
cigars. As the three men played the game 
to pass the time of day, Paulin and Froom 
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ve: The A.B.T. cabinets for their BILLIARD SKILL and DUTCH POOL 
proto-pinball games were miniature representations of large, elaborate pool 
tables. This beautifully trimmed cabinet is only 25 “ long and 10” high. It was 
made for the September 1931 SMALL DUTCH POOL countertop game with 
a pinball playfield. —Robert Dean Collection 


Below: The first pinball factory. The Automatic Industries, Inc. plant at 51 S. 
Forest, Youngstown, Ohio, center, employed 53 men in the shop and 13 
people in the office in new jobs in deep Depression September 1931. Produc- 
tion was over 100 games a day. WHIFFLE name is on the front door glass. 
Corporate officers Froom, Park and Paulin are on the stairs next door, far 
upper right. —Courtesy of Robert E. Froom 


talked about the possibility of producing 
the toy and putting it on the market. 

Froom was so interested he forgot to 
light the cigar in his mouth, only then 
reaching over to drop a penny in the cigar 
lighting miniature gas pump on the 
counter. Druggist Myrl Park, somewhat 
cynical about making money with the 
device up to that point, commented, 
“Ought to put a coin device on it. Let ’em 
pay for playing it.”?° That seemed like a 
good idea to all of them, with Froom 
volunteering to look into the matter. A 
three-way handshake established their 
partnership and Froom tucked the board 
under his arm and took it home. 

Froom had a salesman’s mind set, and 
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proposed they call their game 
“Whiffle” to describe the 
roundabout course the ball 
took as it bounced from pin to 
pin before landing in a hole, if 
indeed it did. WHIFFLE it 
became, as the conceptual 
idea of what the trio believed 
to be the world’s first pinball 
game entered its develop- 
mental phase two weeks 
before Christmas 1930. They 
had no idea that there was 
such a thing as a recognized 
coin machine industry, or that 
it’s annual convention would 
be held in Cleveland, barely 
60 miles away, in a short two 
months. 

From that moment forward 
Froom was a driven man. He 
recounted what happened 
next, years later, in court. “We 
started construction some 
time toward the early part of 
the month of December, 
1930, and a skeleton playable 
model of it was finished at or 
around the Christmas period, 
1930, but the (working) 
model...we did not finish until 
around the middle of January, | 
should judge, 1931. We called 
that game ‘Old Jenny,’ being 
rather crude. The machine was 
built in the basement of my 
home where I have a small 
workshop.”?! 

It was Earl Froom who faced 
and solved the mechanical 
problems as they came up in a 





Pe 
ct 


classic example of nonverbal 
engineering, literally becoming the cut-and- 
try inventor of an entirely new game as work 
progressed. His son Robert was there to 
witness the progress every step of the way. 
“Dad...had to solve the problems one at a 
time. His first problem was the balls. They 
could fall out or get lost, so he put a glass 
over it. Once you played you couldn’t get 
the balls back to play again. So he drilled 
holes in the board. That way they could 
drop down. He put in a slanted board to get 
the balls back down. But how to get them 
back up to shoot them? He worked out a 
round wheel with a knob with a hole at an 
angle. But it fell out. So he put the elevator 
on the outside with a knob. Now you could 


lift the ball up to shoot it. So 
he built a spring-loaded plunger, 
and that was it. So they built 
the game, and had angle iron 
legs holding up a plain box. 
They called it ‘Old Jenny,’ and 
put it in the drugstore.’32 
It didn’t work well, 

Froom took it home, strength- 
ened the mechanism, and 
returned it a few days later. 
This time they found out what 
it could do. “The idea was to 
put a nickel in the device and 
that would entitle you to ten 
balls which you could ‘shoot’ 
to one end of the board and 
then the balls rolled down the wet. 
board again and were deflected strat 
into various holes by nails on 
the board. The three men put 
up the board in a shop and 
after an hour counted the 
takings, exactly $2.60. ‘Where 


have we been all our lives?’ 


STOP aud sock 


Lard pe 
a Ye Lbs. 


chorused Paulin, Froom and 
Park. ‘We'll build ten of them.’ 
So they started work.”?? 

“Each man borrowed $300 
to buy materials and set up 
shop in a shack at the corner 
of Ravenswood Avenue and 
Southern Boulevard. Froom 
even quit his job, an unheard 
of thing in the middle of the 
Depression, so convinced was 
he that ‘big bucks’ were just 
around the corner.”>+ At the 
end of January 1931 the three partners took 
in a fourth, a bookkeeper named William B. 
Howell, and filed Articles of Agreement as 
the Yohio Manufacturing Company 
(Youngstown) in order to produce and lease 
the WHIFFLE game. 

By now Froom had learned more about 
the existence of an active coin machine 
industry and the availability of standard 
component parts, which speeded up 
assembly and lowered costs. After the first 
ten games, another hundred were planned 
for placement by exclusive lessee operators 
across the country, and the budding organi- 
zation moved into their own building at 51 
S. Forest Avenue on March 15 to set up 
production. A patent application was also 
initiated on March 18, based on the original 
model. 

It was the enormous and growing pressure 
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partners had proceeded as if 
they had complete patent 
protection, reforming and 
capitalizing their venture firm 
as Automatic Industries, Inc. 
to replace the now disbanded 
and underfunded Yohio Manu- 
facturing Company partner- 
ship. By the time the corporate 
papers were filed for Auto- 
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matic Industries, Inc, direct 
game sales to local operators, 
first in eights and tens and 
soon. in the hundreds, quickly 
swamped the facilities of the 
Forest Avenue factory. The 
solution was to subcontract, 
locally and out of state, with 
an immediate loss of control 
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Confusion abounds at the end of 1931. This advertising is all from the 
December 12, 1931 issue of The Billboard, showing Gottlieb’s initial 
attempt to get marble game sales with the Northwest Coin STOP AND 
SOCK, both Gottlieb and Bingo Novelty Manufacturing Company 
BINGO games, the initial BAFFLE BALL advertising by Keeney, and a 
wave of the future advertising in the Skill-O Manufacturing Company 
offering of SKILL-O, “ready next week.” —Dick Bueschel Collection 


to sell the games rather than lease them 
that advanced the WHIFFLE from an inter- 
esting local product to a national phenom- 
enon, changing the partner’s plans as well as 
the game itself. As the orders rolled in and 
production demands climbed, the corporate 
structure was changed to fit the needs while 
the game was simplified for mass production. 
Both changes led to future problems. When 
the patent application was made on April 
18, 1931, serial 528,474, listing Arthur L. 
Paulin and Earl W. Froom as the inventors, 
it was for the older original game with a 
center shuttle push rod ball return that was 
illustrated and described rather than the 
newer single chute model already in produc- 
tion. Inspected on July 29, 1931, the patent 
application was surprisingly rejected on 
November 31, 1931. 

Unaware that this could happen, the 
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over production. 

The WHIFFLE game soon 
attracted industry attention. 
Fred L. Mills, president of the 
Mills Novelty Company in 
Chicago, the largest producing 
firm in the industry, testified in 
court some years later, saying 
“I have occasion to keep 
myself informed in regard to 
coin-operated games of various 
types that have been manufac- 
tured in this country,” noting 
that he was made aware of the 
WHIFFLE game by Mills’ 
salesmen in the field “...along 
about May or June, 1931,” and 
believing that “The WHIFFLE 
game was really the forerunner 
of all pins games of this type,” 
after which “...a number of other games 
were put on the market.”5° 

That was an understatement. Robert 
Froom remembered the situation. “Then 
things got tough. There were 88 people in 
Youngstown in direct infringement on Dad’s 
patents. And the games were being counter- 
feited in the Carolinas. Dad saw it all. He 
even went through the plant and saw it all. 
So he went out to get the police. By the 
time he got a court order and went back, the 
factory had been stripped and they were 
gone.”® Yet in spite of the competitive pres- 
sures and the pirating, for most of 1931 the 
business continued to grow until it was 
finally all but overwhelmed by copycat 
producers early in 1932. 

The game was continually being upgraded. 
The coin chute was improved in May, 1931. 
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June, followed by a DELUXE 
WHIFFLE in a fine cabinet 
after June 15th, with the 
ORIGINAL WHIFFLE model 
being built until the end of the 
year. By September, Automatic 
Industries was “...building a 
large two-story addition back 


of the shop (and had) moved 


Left: The initial patent application filed April 8, 1931 by Arthur L. Paulin and 
Earl W. Froom, serial 528,474, includes a center shuttle for ball return. This 
center push rod feature was dropped after the 15th WHIFFLE game, April 
1931, although it was widely copied by other pin game makers throughout 
1931 and 1932. The patent was disallowed. —Exhibit, United States Circuit 
Court of Appeals, 7th Circuit 


Right: Acceptable WHIFFLE patent No.1,938,495 was filed January 19, 1932 
and issued December 5, 1933. It shows the WHIFFLE BOARD DELUXE play- 
field, supplier produced Monarch coin slide, improved ball shooter and the 


February 1932 show, they’d 
show the coin machine insiders 
how to create, produce and 
sell a game, and they’d knock 
the industry on its ear. It was 
something to look forward to. 
The influence of the 
WHIFFLE on the class of 


machine that would ulti- 


their offices into another 
house,” with Earl Froom 
telling a local reporter, “Yeah, we’ve got to 
sit up and pinch ourselves once in a while to 
figure out whether we are dreaming. It seems 
like a dream. But, boy, are we doing business. 
We’ve got 53 men in our shop and 11 men 
and 2 girls doing office work. We'll need 60 
more men when we get our new addition. 
We are away behind now. We are shipping 
these WHIFFLE boards to every state in the 
Union. We’ve sold territory rights to dozens 
of persons all over the country.”>! 

Froom also projected his enthusiasm for 
the future; “The company has orders on the 
books now for 2,100 WHIFFLE games and 


knob ball lift. This is the most widely copied playfield format in pinball history. 
—United States Patent 1,938,495 


has already passed the $250,000 mark for 
contracted boards,” the equivalent of 2-1/2 
million in 1990s dollars.?® 

Even the rejected patent was taken in 
stride, with Art Paulin and Earl Froom going 
right to work on a completely new applica- 
tion reflecting all the changes that had been 
made in WHIFFLE throughout the year. 
The new application was filed January 19, 
1932 as the former partners and now corpo- 
rate officers planned an expansive exhibit 
for the forthcoming coin machine industry 
show in Chicago. As the first and perhaps 
only pinball game to be exhibited at the 
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mately be called pinball 
cannot be minimized, for it 
created the game’s size, shape 
and market while it attracted new operators 
to the coin machine industry. The 
WHOOPEE GAME, while not nearly as 
successful, did much the same for those 
already in the industry. Between the two 
games the Depression had spawned a new 
baby, the pin table, the first truly American 
contribution to the compendium of coin 
machines. 

What happened next would have been 
incomprehensible only six months earlier. In 
a mad rush to product the pin game went 
from virtually nothing to the most popular 
game in the country by the end of 1931. 


With the newly created pin tables selling 
for a hundred dollars or higher, at a nickel 
a game, the field was open for smaller and 
cheaper games at penny play. 

The man that literally stumbled into 
this concept was Charles R. Chizewer, an 
innovative and industrious Polish immi- 
grant locksmith who had left Warsaw’s 
Jewish Community to come directly to 
Chicago in 1916. Two years later he 
brought his young family over. After 
getting fired from his industry night shift 
job because he asked for a raise, Chizewer 
went on his own in the early 1920s. He ran 
a combination sample and job machine 
shop to produce other people’s ideas. He 
would often add an idea or two of his own 
to make the products produceable, often 
reengineering them from the ground up. 

In the late twenties he got an order to 
produce grip testers, and found himself 
stuck with an inventory of 250 when the 
customer decided to set up his own produc- 
tion. Rather than take the loss, Chizewer 
modified the machines as the HERCULES 
and renamed his company the Hercules 
Novelty Company, marketing the grip. 

Then he got stuck with another project. 
Chizewer’s son Jack recalls the situation: 
“Dad did not invent the pinball game, but 
he did engineer it. Actually, he did it in 
conjunction with someone else. Dad made 
some samples for some guy to his specifica- 
tions, and then the guy defaulted and he 
didn’t pay Dad for his work. So Dad 
decided to go to market with what he had 
and get his money out of it. He gave the 
game the name ROLL-A-BALL.”?? 

Chizewer’s sample machine had a play- 
field virtually identical to the 1928 Modern 
Games And Novelty Company PLAY 
THREES bagatelle created by James S. 
Nicholas of Akron, Ohio, including the 
innovative ball traps and returns, all in a 
glass covered deep wooden cabinet. ROLL- 
A-BALL also had a superficial resemblance 
to the Caille Brothers LOG CABIN of 
thirty years earlier, for it was also created as 
a trade stimulator, automatically ejecting a 
“Souvenir Coin” for high scores. The break 
in tradition was offering five balls in 
place of the one ball play of the Caille 
game. 

After testing of samples in April 1931, 
the game was advertised in May. At first 
ROLL-A-BALL was nickel play. By June 
Chizewer was offering a variety of options 
to cover every possible sales opportunity. 
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Charles Chizewer, the inventive machinist 
who reengineered a deadbeat’s countertop 
marble game and introduced the five-balls-for- 
a-penny play in the Hercules Novelty ROLL- 
A-BALL in June 1931. Chizewer became a 
subcontractor for all of the major pinball 
makers in the 1930s well into the 1940s. — 
Dick Bueschel Collection 


His biggest ideas were a game price of 
$16.50, plus $3.25 for the souvenir coin 
feature, and the introduction of a “Five 
balls for 1¢” penny play model, instantly 
establishing a highly competitive format. 
Chizewer also added a new poker playfield 
model called ACE IS HIGH. By the fall of 
1931 both games were runaway successes. 

Chizewer had introduced the penny play, 
plunger type, semiautomatic marble game 
and the rout was on. Eddie Ginsberg, 
destined to become the leading pinball 
distributor in the country in the mid-1930s, 
believed that “Chizewer was one of the true 
pioneers of this business.”4° But pinball 
success eluded Charlie Chizewer, who saw 
his marble game venture go up in smoke 
and sawdust as he struggled to keep up with 
the demand while he tried to make good on 
returned games that weren’t well made in 
the first place. 

Chizewer’s strength was in engineering 
and component manufacturing rather than 
in complete game assembly and marketing, 
a fact that would hold his firm in good 
stead in the years ahead. Well liked by just 
about everybody in the coin machine 
industry, when Charlie got out of game 


p.18 





making he went into parts and compo- 
nents subcontracting, making items for 
every major pinball producer in Chicago 
throughout the 1930s. 

The man that did profit from Chizewer’s 
developments was an immigrant Jewish 
handyman named Nathan Robin, who had 
arrived in Chicago before World War | 
with a surname that had all the earmarks 
of having been shortened and anglicized at 
Ellis Island when he entered the New 
World. In his early Chicago years Robin 
was a painter, doubling in mechanical odd 
jobs. By the middle 1920s he had peripher- 
ally entered the coin machine business, 
operating a small repair shop on the near 
west side. His big break came the moment 
Hercules Novelty introduced the coun- 
tertop ROLL-A-BALL game. 

Eddie Ginsburg remembers the man, 
and what came next. “Nate Robin came to 
me in the summer of 1931. He was an old 
guy. He came from the Old Country, and 
still had the old brogue. He was a hard 
working SOB, and his wife was doubly 
industrious. In the height of the Depres- 
sion, she’d go out into the countryside and 
sell fireworks. It was illegal as hell at the 
time. She didn’t care about the law and 
she got away with it. Nate had a little store 
on Damen Avenue and he rebuilt slot 
machines. I’d give him a lot of business, so 
he liked me. One day he walks in and he 
had a coin chute thing, like a swinging 
arm. It looked like an old window lock. 
And he said, ‘I’ve got something. I want 
you to go in with me!’ | turned him down. I 
told him I already had a business and | 
didn’t want to get involved with anything 
else. So he pestered me several times and 
finally realized I meant it. By that time he 
had a partner, a guy named Al Rest.”*! 

Rest was another old Chicago hand, one 
of the owners of the Lawndale Sash And 
Door Company on south Campbell 
Avenue, in the same neighborhood as 
Robin’s slot repair shop. The union of the 
mechanical tinkerer and the mill sash 
maker soon produced a rough boxy coun- 
tertop marble game along the lines of the 
Hercules ROLL-A-BALL with improved 
mechanical ball traps and a less cluttered, 
more interesting playfield in the same five- 
hole format. 

Automatic Age editor Harvey Carr 
remembered how they got started. “They 
each put a couple of hundred dollars in and 
made these boxes in Robin’s kitchen, 
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penny play, and the first thing 
you know they caught on like 
wildfire.”42 They called their 
game BINGO after the very 
popular communal game of 
chance enjoying a new burst 
of popularity during the 
Depression years, soon to be 
outlawed in most states. By 
late summer the newly formed 
Bingo Novelty Company was 
in trouble. Two neophytes to 
coin machine production were attempting 
to produce a new and untried game, some- 
thing neither one had done before, with 
the issue of product quality leading to a 
crisis. Eddie Ginsburg recalls what 
happened to Nate Robin next, with some 
amusement. “He got rolling in an old 
house. He was making BINGO on the west 
side in an old abandoned building at 
Ogden and Trumbull...making BINGO in 
an abandoned home. So Al Rest took the 
game to Dave Gottlieb,” recalled Ginsberg, 
“'..who was making a hand grip, the 
HUSKY, at the time, so he knew how to 
put things together.”43 

Gottlieb had moved to a factory building 
at 4318 W. Chicago Avenue in 1930, only 
to be faced with the growing Depression at 
the very time he had his financial neck on 
the block. Gottlieb needed new ways to 


Left: BINGO goes into mass production at Leo Berman’s factory building on 
west Ogden Avenue in Chicago in the last quarter of 1931 in direct competi- 
tion with D. Gottlieb & Company’s so-called exclusive contract to make and 
sell the game. Depression-era workers produced the game in shifts and on 
Saturdays, making less than $20 a week. They felt lucky to be employed. — 
Dick Bueschel Collection 


Right: Gottlieb’s BAFFLE BALL of November 1931 owed much to the Bingo 
Novelty BINGO in its similar size and walnut cabinet. Gottlieb added a 
conventional coin slide and considerably enhanced the colors and graphics of 
the playfield. The game was also better made. Production was by Keeney and 
Sons and D. Gottlieb @ Company, both in Chicago. —Courtesy of Ira Warren 


make money, and for that he needed new 
products. By the summer of 1931 Gottlieb 
was even producing ashtrays to keep his 
presses going. So when BINGO came along 
it was right up his alley. 

Ginsberg remembers the commitment. 
“Gottlieb took it, refined it, and made it a 
hell of a game.”44 Gottlieb reengineered 
and simplified every component to meet 
production requirements, adding the 
beauty and durability of a solid walnut 
cabinet, sparked the graphics of an other- 
wise dull looking game with a painted play- 
field, added a colorful cast aluminum 
marquee at the top of the playfield and 
stuck on multicolored printed panels. To 
protect his interests and investments in 
time and money, Gottlieb negotiated 
exclusive rights to the manufacturing and 
distribution of the game, and announced 
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the fact to the trade in 
September 1931 with the first 
BINGO ads to appear in print. 

With that covered, Gottlieb 
started spending money, 
ordering raw materials and an 
enormous stock of expensive 
walnut panels. Production 
was soon on back order, with 
demand racing far beyond 
supply. In fear of losing his 
franchise on a surprising hit, 
Dave Gottlieb turned to his friend and 
fellow small shop game producer Jack 
Keeney, then working with his brother Bill 
in a firm founded by their father called 
Keeney & Sons at 700 E. 40th Street on 
the south side of Chicago, and offered a 
split deal. They would both produce and 
sell. In September and October they were 
running identical ads. 

It was here that an event took place that 
may have set the future course of pinball as 
an enduring part of American popular 
culture rather than a unique example of a 
successful game made by one producer. 
Nathan Robin and Al Rest continued to 
make their BINGO game in the vacant 
house at 1832 S. Trumbull Avenue, also 
earning royalties from Gottlieb, when they 
were approached by another Lawndale area 
neighbor with a proposition. Leo Berman 


was a Chicago tool and die maker, and an 
auto parts supplier, who also knew the ins 
and outs of coin machine marketing. 
Berman got one look at the Bingo Novelty 
operation, and the Gottlieb reengineered 
game, and immediately saw an opportunity 
to make money. The Gottlieb agreement 
was ignored and Leo Berman became a new 
member of the renamed Bingo Novelty 
Manufacturing Company. 

Before the year was out Nathan Robin 
had filed for a patent for the Gottlieb 
reengineered game, and Berman had 
moved the operation into his nearby manu- 
facturing facilities on west Ogden Avenue, 
an assembly plant of 30,000 square feet. 
Berman also took the game to New York, a 
market that Robin never approached, and 
sold BINGO by the truckload. By the end 
of the year it was a nationally recognized 
game. Ginsberg recalled the awkward situ- 
ation. “Nate got in with a guy named Leo 
Berman, who moved them into a real 
factory. They started making it themselves. 
Robin had double-dealt Gottlieb.”*> 

Robin’s two-timing put Dave Gottlieb 
on the spot. The possibility of Nate Robin 
getting a patent on a game that was so 
dependant on prior art that had been 
developed by Gottlieb for his own produc- 
tion seemed farfetched, particularly in light 
of the later knowledge that Art Paulin’s 
and Earl Froom’s initial WHIFFLE patent 
application was rejected just six days later. 
But what if he got it? Dave Gottlieb would 
be in the position of producing another 
man’s patented game under an agreement 
that had already been broken. And there 
was the fact that D. Gottlieb & Company 
was up to its neck in materials to produce 
the game. Facing his enormous inventory 
of parts, sheet metal and walnut cabinet 
grade lumber, and the growing back orders 
for his version of BINGO, Dave Gottlieb 
concluded it was time to make his own 
game. That way he could get out of the 
BINGO noose, avoid paying more royalties 
to Nate Robin, and fill the back orders with 
an even more profitable game. 

To get things rolling, Gottlieb again turned 
to Jack Keeney with a continuation of the 
split deal. Gottlieb’s sense of engineering and 
production, added to Keeney’s skill in game 
design and promotion, were applied to the 
new product by early November 1931. 

Even the name of the new game was 
grabbed in haste, picking up the title 
BAFFLE BALL from an inexpensive arcade 
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basketball game played with ping pong 
balls introduced by a small Minneapolis 
coin machine maker only six months 
before. But so what? Both the basketball 
and marble game fads would likely come 
and go in a hurry, and any adverse reaction 
to the name swipe would be lost in the 
shuffle. Meantime, Gottlieb would have his 
retribution for the BINGO fiasco. In cash. 
Eddie Ginsberg remembers the circum- 
stances. “It was to get even, | think, that 
Dave Gottlieb and Jack Keeney worked out 
something to make BAFFLE BALL. It was 
a vendetta thing.”*° 

It worked. In its less than six months of 
active sales BAFFLE BALL orders reached 
75,000. In the race to stay in place and not 
lose position, Gottlieb and Keeney together 
were able to produce and deliver only 50,000 
of the games. Even at the wholesale cost of 
$16, the sales came to $800,000, with a value 
of ten times that in 1990s dollars, a stag- 
gering figure in what turned out to be the 
most difficult Depression year to date. 

The BINGO numbers didn’t reach as 
high, topping out below the 50,000 order 
mark (of which a substantial number were 
Gottlieb’s). BAFFLE BALL swept the 
Robin game away in a sea of preference, 
with many of the Gottlieb BINGO orders 
met with BAFFLE BALL deliveries. At its 
peak, Gottlieb had 30 employees producing 
the game in night and day shifts, reaching a 
top production rate of 400 games a day. D. 
Gottlieb & Company came out of their 
experience with the first mass-produced, 
mass-marketed marble game in a 
commanding position as the only finan- 
cially solvent producer in the industry. 

The pinball boom was on! 
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se 
“What ll they do through ’32?” 


Taking his traditionally impa- 
tient, long strides, “Ray” Moloney 
started to cut kitty corner across 
the City of Chicago’s busiest street. 
It was the height of the 1931 
Christmas shopping season, and 
Ray was heading for Marshall Fields, 
the city’s flagship department store. 
He brushed by the sheltered news- 
stand on the northwest corner of 
State and Randolph, seemingly 
ignoring the papers from every 
major city in the country stacked 
in piles, and the magazines clipped 
all around its edge and inside wall. 

As he stepped off the curb he 
abruptly spun around, catching his 
two walking companions off guard. 
“Ballyhoo! There’s the name for 
the new game. And there’s the color 
scheme, too, for the playing board 
of the game, or I’m a Chinaman.”*? 

He took fifteen cents out of his 
pocket, bought a copy of the 
December 1931 issue of Ballyhoo 
magazine, stuffed it under his arm 
and kept going. In that one moment 
just turned 31 year old Ray Moloney 
created a game name, envisioned its 
compelling appearance, and named 
his new company. He also made over 
150 years of direct game develop- 
ment pay off and almost single 
handedly elevated what was likely 
a short lived fad into an enduring industry. 

That winter of 1931-32 was cold, and 
cruel. The deep economic depression the 
country was in, and increasingly the world, 
just kept getting deeper. The turnaround 
in the United States that President Herbert 
C. Hoover promised would happen any 
day now never came. But more layoffs did. 
In a country of almost 123 million, by the 
end of 1931 unemployment exceeded 8 
million able workers. Automobile sales 
practically stopped cold, and the industry 
laid off 100,000 more, with two out of 
three Detroit workers out of a job or only 
partially employed. 

Within months the national ranks of the 
unemployed would swell to over 12 million, 
and almost a quarter of the American work- 
force would be idle. Government seemed 





Raymond T. Moloney, 1922 founder of the Lion Manufacturing 
Company, 1925 president of the Midwest Novelty Company, and 


the man that most likely turned a fad into an industry with a 


1932 game called BALLYHOO.—Courtesy of Don Moloney 


helpless in the face of hardship, made all the 
more difficult by President Hoover’s firm 
belief that the forces that led to the Great 
Depression would lead the country out of 
it. In time. So he kept vetoing bills that 
would have led to national construction 
projects and the employment of workers. 
Too late he finally acquiesced to a Recon- 
struction Finance Corporation that would 
provide emergency government loans to 
businesses and farmers in trouble, as well as 
a projected public works administration, 
with both to be revealed in his annual 
message to Congress on December 8. 
That was still weeks away, and as far as 
Ray Moloney knew, he and the rest of the 
country were left to their own devices. That 
was nothing new. He’d been there before. 


Irish Catholic Raymond Theodore 
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Moloney was born to a large working 
class family in Cleveland, Ohio, 
on Friday, November 2, 1900, in 
the last year of the old century or 
the first year of the new in a debate 
that never seems to abate. 

His father, Daniel J. Moloney, Jr. 
worked in a Cleveland steel mill. As 
Ray grew up he learned the meaning 
of competition, coming from a family 
of seven brothers and two sisters. He 
developed a wanderlust he could 
hardly contain. So he took off, working 
in the Wyoming, Oklahoma and 
Texas oil fields, picking crops in 
southern California, and headed for 
a job in a southern sugar refinery. 

“Ray kicked around a lot. He 
left home at 17 and became a cook 
and a (oilfield) roustabout, ending 
up on a road construction crew in 
Louisiana. He had gone south with 
the promise of a job. But when he 
got there, no job! Once, on a road 
gang, they were picked up by four 
guys with shotguns who herded Ray 
and his friends into boxcars to use 
for labor on other projects. Even 
though they were scared, Ray and 
a friend escaped. Ray came back to 
Cleveland.”4® It was there that he 
met Carmelia, the girl he married 
and the woman that changed the 
direction of his life. 

It started almost as a lark. Carmelia 
remembered it vividly. “Three of us girls from 
Indiana went to Cleveland. We were all 
secretaries. One of the girls was dating 
Ray’s brother Bill. Ray was home again in 
Cleveland. Ray was working for his Dad, 
Daniel, who worked in the steel mills as a 
foreman. Ray worked as an ingot runner. 
He wasn’t really happy. He had had an 
accident. One night they came over, and 
Ray with them. They were all going to 
introduce me to Ray, but I was shy and 
went upstairs to my bedroom. Ray spoke up, 
and called upstairs and said, ‘If you don’t 
come down pretty soon I’m coming up 
there.’ I called down and said, ‘You better 
not!’ I was pretty outspoken, too. Well, he 
did come up, and we talked and saw each 
other almost every night after that. In three 


months we got married.”*° 

Soon after that, “Ray had lost 
his job. My sister worked in 
Chicago, and her husband, Ray’s 
brother-in-law, had a good job. 
My sister said that Ray and I should 
come to Chicago because he could 
get a job there (and) my brother- 
in-law said he would help. So we 
came to Chicago, and Ray went 
to work for Ralph Corngall, a rela- 
tive of my mother’s. 

“Ray worked in a printing plant 
with Corngall and another man 
named Joe Linehan. They made 
punchboards and a lot of other 
ideas. Then Linehan bought out 
the business, and put Ray in charge 
of the punchboards. There were 
premiums with the punchboards, 
so Linehan decided to buy out a 
small knife manufacturer and the 
knife company became the 
Midwest Novelty Company. 
Lineman made Ray an offer: ‘If 
you run it, I'll give you a piece of 
it.’ So that’s where it started.”>° 

It was a new Ray Moloney that 
blossomed under the eyes of his 
elders in Chicago. He 
started out by wrap- 
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didn’t pick it up. Linehan said, 
‘Here, use this Lion Manufacturing 
Company letterhead,’ and Ray 
said, ‘Sure!,’ so that’s where the 
name came from.”?! Ray incor- 
porated as Lion Manufacturing to 
utilize the free stationary, and his 
first business venture was launched. 
When the premium business was 
added in 1925, Ray took over as 
president of the Midwest Novelty 
Company using a 310 W. Erie Street 
address, selling knives and adding 
other lines to the mix, including 
Prohibition goods such as hip flasks 
and novelty beer barrel coolers, 
soon adding counter games and 
Watling slot machines. 

With his requirements for promo- 
tional copy and direct mail 
merchandising growing rapidly, by 
1928 he hired a young advertising 
manager named James T. Mangan 
(who soon left and went on to 
great fame in the industry as the 
long-time advertising manager and 
power behind the throne of the 
Mills Novelty Company) who 
moved the recognition of Lion 
Manufacturing 
Company and Midwest 


ping and shipping the 
company’s punch- 
boards, soon getting 
to know all the 
customers. Printer and 
company owner Joseph. 
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Novelty Company to 
new industrywide 
levels, with the latter 
becoming known as 
“Manufacturers of 
perfect sales devices.”>4 


D. Linehan had a 
partner named Charles 
A. Weldt, an experi- 
enced pushcard and 
punchboard pressman. 
Weldt produced the 
product, and the two 
of them gave the 
personable young Ray 
the job of customer 
contact and sales 
promotion. Eager, 
enthusiastic, willing to tackle anything 
and eternally good natured, he entertained 
his employers while he delivered on their 
trust. In the process he gained immeasut- 
able knowledge and experience in the fields 
of sales, marketing and merchandising. 

Barely in his twenties, Ray had become 
a promoter, working with whatever tools 
he had, and quickly learning that in his field 
of business perception was reality. 

It was 1922 when he set up the punch- 
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Above: By 1930 a young Ray Moloney, center, with the receding hairline, was well known in 





coin machine circles. So was equally young Dave Gottlieb, with the moustache at the outside 
left edge at the ten o’clock position. The next year Ray made a deal with Dave to sell Gottlieb’s 
BAFFLE BALL game mail order, only he couldn’t get delivery.—Courtesy of Alvin Gottlieb 


Below: The main floor booth plan for the 1932 Chicago Coin Machine Exposition shows the 
booth numbers. Booth No.10 for Bally Manufacturing Company nee Midwest Novelty Company 
is at the top along the west wall next to the stairway —Automatic World, December 1931 


board and advertising specialties marketing 
company in the offices of Linehan and 
Weldt at 308 W. Erie Street near downtown 
Chicago, with the two older men as silent 
partners and all of the expenses coming 
out of the venture. When he needed busi- 
ness stationary he turned to Linehan, who 
directed him to an old stack of printed 
letterheads and envelopes. “Someone 
had come in and ordered letterhead with 
the Lion Manufacturing name on it, but they 
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With graphics, plate 
making and printing 
facilities in-house, 
Midwest Novelty 
Company was able to 
at least match and 
usually out advertise 
and direct mail its 
competition, making 
the firm a major name 
in coin machine mail 
order marketing. 

By 1930, at age 29, Ray Moloney had become 
an industry figure. It was his growing promi- 
nence, and the strength of the Midwest Novelty 
Company mailing list, that had moved Moloney 
into coin machines and, by the fall of 1931, 
into the new fad of marble games. 

Not even a viable machine at the begin- 
ning of 1931, with none shown at the all- 
industry coin machine show in Cleveland, 
by the summer and fall there were at least 
four different well selling games on the 


STraires 


market by as many manufacturers, 
with sales of the Bingo Novelty 
BINGO game of October 1931 
climbing rapidly. D. Gottlieb & 
Company was making BINGO in 
addition to Bingo Novelty, but 
soon found themselves in direct 
competition against the original 
maker who had reneged on an 
exclusive production agreement. 
To protect his position and avoid 
paying Bingo Novelty future royal- 
ties, Dave Gottlieb created his 
own game in cooperation with 
Jack Keeney of Keeney & Sons. 

Always alert to add the latest to 
his offerings, Moloney wrangled a 
deal with Dave Gottlieb to market 
his new BAFFLE BALL game by 
mail just as D. Gottlieb @ Company 
was setting up production, an assign- 
ment that seemed advantageous 
at the time and one that could 


benefit both companies. 


By late October it was already 
obvious that the Gottlieb produc- 
tion schedule, which quickly 


climbed to 400 games a day, couldn’t 
keep up with an ever escalating 


demand. Seeing his first alle- 
giance to his out-of-state 
coin machine jobbers, 
Gottlieb cut his local outlets 
short and informed them of 
his decision, leaving Midwest 
Novelty Company out ona 
limb with undeliverables and 
BAFFLE BALL ads about to 
appear in the trade media. It 
was a devastating situation 
for a depression-era business; 
Moloney was writing orders 
on the strength of his 
advance advertising and 
promotion, but didn’t have 
any product to deliver. It led 
him to a desperate decision: 
why not make his own game 
and switch over the orders 

just as Dave Gottlieb had 

done with BINGO? 

That would take money 
he didn’t have. So he turned 
to his patrons, and in 
October pitched them on 
the possibilities of having 


their own game made by the Midwest 
Novelty Manufacturing Company. Both 
Linehan and Weldt resisted, and reminded 
Ray they they were in the printing business 


“What ll they do through 732?” 





















































Above: When Ray Moloney bought the December 1931 issue of Ballyhoo magazine 
he picked up the name and the colorful playfield graphics for his new and up to 
then unnamed BALLYHOO pin game. It also led to the company name Bally. 
—Dick Bueschel Collection. 


Below: The giant electric 6 foot by 12 foot long BALLYHOO game at Bally booth 
No. 10 at the 1932 Chicago Coin Machine Exposition, February 22-25, “jams the 


aisles” according to the trade press reporters.—Dick Bueschel/Fred Fried Collection 





and didn’t know anything about coin 
machines. But Ray persevered, and after 
hours of inspired blue skying and down-to- 
earth talk about the numbers he finally 
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persuaded them to take a chance. 
The deal was they’d fund the 
effort and turn their shop into a 
marble game production facility 
in time to fill the back orders and 
have games for the upcoming 1932 
coin machine show, but once the 
venture paid them back they’d pull 
out with their profits and not look 
back. “Charlie Weldt, Joe Linehan 
and Ray Moloney didn’t think that 
pinballs would last, so they were 
ready to quit when they made 
$100,000.”°3 It was a one shot in 
and out deal, take it or leave it. 
Ray took it, and assured them 
they’d make out. But now he needed 
a game to pull it off. 

Ray had a lot of friends in the 
industry, so he passed the word. 
“One of them was Tommy Grant. 
He set it up so Ray got the game. 
Two fellows who came up from 
Kankakee (a town about 60 miles 
south of Chicago) drove to Chicago 
with the game, and they wanted Ray 
to build it. They had taken it all 
around Kankakee but couldn’t sell 
it. One of them was Billy DeSelm. 


They had a big Graham Page 
car so they drove up to 
Chicago in no time.”°4 
The creators of the game 
“’..were Oliver Van Tuyl 
and Oscar Bloom, and all 
they brought in was a board. 
They brought the board in 
to Ray Moloney, and then 
they made a deal to get a 
dollar a game between 
them.”? On the surface, 
Moloney didn’t really seem 
to get much. But designers 
Van Tuyl and Bloom had 
obviously checked out every 
example that had entered 
the marketplace in the scant 
few months that marble 
games were available. Their 
first major improvement 
was in game size. They made 
their board as large as it 
could be and still be a hand 
carried countertop game. 
Ray would later advertise 
this as “...the largest and 


fastest playing field of any coin-operated 
game in the price range,” saying it had 
“nearly a yard of playing field!”, with its 15” 
x 30” size becoming a game standard that 


lasted for years.>© 

There was also a 
double scoring hole at 
the top and a return 
ball free play hole in 
the center of the play- 
field, both game 
compelling ideas. A 
critical advantage was 
the ball return, with 
“...a flat, rectangular 
piece of fiber board 
that lay directly below 
the playfield. The under board (called the 
shutter panel) was pierced with holes coin- 
ciding with the holes in the playfield. 

During play, the position of the shutter 
was such that the shutter holes were slightly 
offset from the panel holes, the panel thus 
forming a barrier which prevented balls from 
falling through the panel holes. When 
the old style coin chute was pushed forward 
to deposit a coin, the lower shutter was also 
pushed forward until the upper and lower 
sets of holes were aligned, allowing the 
balls to drop through to return to the ball- 
lift. The return stroke of the coin slide 
then returned the shutter to the closed 
position.”>’ This was a direct takeoff of 
the return shuttle actuated by the coin 
chute incorporated in the improved pioneer 
WHIFFLE marble game made after April 
1931 by Automatic Industries, Inc. in 
Youngstown, Ohio, with its original patent 
disallowed. Although a revised patent for 
the Arthur L. Paulin and Earl W. Froom 
game was re-filed on January 19, 1932, 
when this feature was incorporated in Ray 
Moloney’s game in the fall of 1931 it was 
in the public domain. It was likely produc- 
tion engineered by the exceptional team 
assembled by Moloney to produce and 
market his game. Same for the coin slide, 
which was later sold as a proprietary product 
for other pin game manufacturers. 

As the machine shaped up, its mechan- 
ical simplicity and reliability were seen as 
distinct product advantages. But it still 
didn’t have a name. 

In order to remain inspired while 
searching for a name and other marketing 
ideas, “Ray walked around with that game 
under his arm.”°8 “One of the first steps was 
to see what could be done to improve the 
game itself before jumping into produc- 
tion. Then the game needed a name. Not 
just a name, but something with snap and 
life to it, something current, something 
infectious—something that suggested fun, 
hilarity and good times. In short, some- 
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“Ballyhoo” Awarded Automatic Age Cup for 
Most Attractive Display at Convention 


Huge electric reproduction of game jams the aisles 


The job assigned to me by the Avto- 
MATIC AGE was that of picking out the most 
attractive display from an attention get- 
ting viewpoint at the convention. Ordinarily 
this is a difficult task but at the Chicago 
Exposition the Bally Manufacturing Com- 
pany’s display literally shouted its unique- 
ness. It took the show by storm, This was 
certainly unlooked for as from a decora- 
tive viewpoint more money was spent on 
the booths ut the Coin Machine Exposition 
than at any other show it has been my good 
fortune to attend. 


Coming into the mezzanine, made necessary 
by the overflow of exhibits, the first unusual 
sight to greet inquisitive cyes was an aute- 
mutic bicyle manufactured by the Auto Bike 
Company. This machine hans al) the ear- 
marks of.a money-maker ond is particularly 
aduptable for arcades and outdoor amuse- 
ment parks. We turn to our right down 
these amazing aisles and come to Bingo 
Novelty Company's exhibit with Planct Ball 
cleverly presented. Swinging back around 
the mezzanine annex of the Sherman we 
found the largest and most complete assort- 
ment of the several types of amusement 
muchines exhibited by Moscley Machine Ex- 
change of Richmond, Va. Further along all 
of the old time operators were making 
themselves at home looking at the perfect 
slug eliminator exhibited by Vending Ma- 
chine Company of Fayctteville, N. Car. Next 
ulong the line was the inviting booth of the 
Atlas Indicator Works, Here Lloyd Elliott 
was showing his well known big baseball 
machine also the “Variety” and his new 
“Tango.” Perhaps the most intricate coin 
operated machine in the entire show was 
the Psycograph Compauny’s apparatus for 
the reading of character dy placing the 
machine over one's head. They also exhib- 
ited their now machine for testing one's 
mentality. 

An elaborate array of merchandise vend- 
ers, featuring the mint vender attracted 


bea: much attention to the booth of the North- 


C. Lb. Huntley of AUTOMATIC AGE presents 
its 1932 cup to Jim Buckley, Sales Man- 


er of Bally Manufacturing Company, 
Ray BE. Moloney, President of the 
Ballyhoo organization looks on. 


Thia writer has spent his entire life in 
the interior decorating busness, has visited 
conventions all over the country und has 
had much to do with the creation of many 
prize winning displays, Notwithstanding, I 


{ western Corporation. The next display to 


forcibly strike the eye was that of D. Gott- 
lieb & Co’s. new line of coin operated ma- 
chines including Play Boy and the new 
Nertz Game—an electrically operated table. 
Right in line to draw the attention of the 
crowd was the booth of Keeney & Sons dis- 
playing the usual large selection of ma- 
chines they manufacture und market, in- 
cluding the popular Keen Ball. It was a 
toss-up to determine whether the splendid 


can't reenll an exposition with as much real displays of Caille Bros. Watling Mfg. Co., 
honest-to-God showmanship in evidence. - O. D, Jennings & Co., Mills Novelty Co. or 





Above: Production of BALLYHOO in January 
1932 going into the Chicago Coin Machine Expo- 
sition. Women in foreground, right, are hammering 
in the brass brads by hand. Their pay was 11¢ per 
board, provided it passed inspection.—Dick 
Bueschel Collection 


Below: Bally booth No.10 gets the Automatic Age 
loving cup for the most attractive display at the 1932 
coin machine show. C. L. Huntley of Automatic 
Age, left, presents the award to Ray Moloney, 
center, and sales manager Jim Buckley, right. —Auto- 


matic Age, March 1932 


thing with a kick to it. 

Walking down the street one morning 
with two of his acquaintances, Mr. Moloney 
noticed the lively, colorful display that a 
news dealer had made of copies of a then 
new magazine. It was Ballyhoo. Everybody 
had Ballyhoo on his or her lips at the 
moment. Everyone seemed to be reading 
it—privately if not in public—and getting 
a big enough quota of belly laughs out of 
each issue to keep the magazine’s circula- 
tion driving ahead to new peaks each 


p.24 


month.”°? “That’s 
where Ray got the idea 
for the pinball game. 
But he couldn’t think 
of a name. One day, 
walking across State 
Street in front of 
Field’s, it came to him. 
Ballyhoo! After 
Ballyhoo magazine, seen 
by him at the large out- 
of-state newspaper and 
magazine stand at the 
corner of State and Randolph just before 
he dashed across the street.”©° 

Now things could move full speed ahead. 
“Thus it came about that, late in 1931, 
the famous BALLYHOO machine (was) 
announced to the world. The game was a 
‘natural’ in flash, simplicity of construc- 
tion, player appeal, and low price. It became 
an immediate hit. An avalanche of orders 
tumbled in on the small factory. Overnight 
Ray Moloney became a large manufac- 
turer. Overnight he became the chief exec- 
utive of an organization which, on the 
one hand, purchases tremendous volumes 
of materials and, on the other hand, sells 
thousands of machines every month through 
a national—and international—organi- 
zation of several hundred jobbers.”®! 

Even before the February 1932 coin 
machine show in Chicago, based on orders 
in house BALLYHOO was a success. Ray’s 
promise to Linehan and Weldt had been 
kept. “In 90 days they made $100,000. 
That’s like making a million today. They 
had originally decided to lock their doors 
and quit. They made it! They’d keep it! 
It didn’t work out that way.”©? Ray came 
up with another idea. Why not form yet 
another company to produce BALLYHOO, 
named after the game by dropping the 
last three “HOO” letters, and keep filling 
the orders as long as they kept coming 
in. So in January 10, 1932, they did, and 
the Bally Manufacturing Company was 
organized as a division of the Lion Manu- 
facturing Company with R. T. Moloney as 
president, J. D. Linehan as vice president 
and C. A. Weldt as secretary-treasurer, 
with all three men shareholders in the 
new venture located at the corporately 
crowded 310 West Erie Street address. 

The second floor location was also 
getting crowded with people and games, 
not to mention sawdust and industrial 
litter, all based on Ray’s vision of opti- 
mized levels of marketing, manufacturing 
and merchandising. 


“BALLYHOO was struc- 
turally sound, a painted board 
and brass pins. It had a lot of 
new ideas. But a lot of people 
didn’t know how to make a 
game that well. Everybody (else) 
took the short way home.”®3 

From the very beginning 
Ray had decreed that it was 
“...a firmly-fixed Bally policy 
that every Bally game must 
make good for its owner. If it 
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—That’s why it stands out aboye all. 
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going to Central College at 
night, taking pre-legal courses, 
so I decided to get a job during 
the day. My Dad, Art Breither, 
worked for Corbin Fasteners in 
Chicago. It was in the middle 
of the Depression, and my Dad 
and a few others at work were 
talking about prospects for busi- 
ness. They were making cold 
calls. Someone mentioned that 
a guy named Ray Moloney 
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concerned.”°4 It would cost 
the fledgling company dearly 
in the months ahead, but that 
was in the future. For now, it 
made the game a good invest- 
ment. And Ray Moloney knew 
just what to do to establish 
and maintain that perception. 

“Ray Moloney was not 
lacking in financial backing or 
sources of materials. He did 
need manpower of the right 
kind. Among his acquain- 
tances experienced in solving 
sales problems he found James 
M. Buckley who saw eye to 
eye with him in appraising 
the potential business to be 
built around the new pin- 
game idea. From that point 
it was not long before Jim 
Buckley, already well known 
to jobbers and operators in 
the coin-machine industry, was planning 
the program that gave Bally a nation-wide 
distribution almost overnight.” 

For manufacturing control, Ray found the 
production manager of the Grigsby-Grunow 
Company, producers of the MAJESTIC 
radio, with radio the hottest consumer 
product in the country. He made him an 
offer he could hardly refuse, and gained 
“...the straight-line, precision methods 
that Patrick Millette, production manager, 
has installed plus, of course, the quality 
of the materials out of which every Bally 
game is built. Well, Pat Millette ought to 
know how to do the job. He used to control 
production for a plant that built radio sets 
at the rate of 7,000 a day when that industry 
was taking its giant strides.” 

Production was critical. “While mass 
production methods are utilized to their 
fullest wherever these are best, there are 
several processes painstakingly performed 
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INISHED in rich walnut grained diamond panel—chromium-plated fittings—!4 inch bevel plate 
glass. Nothing cheap in “SPOT BALL.” 


Why not buy a game that will retain its appeal for years, especially when you pay no more. “SPOT 
BALL” is built by men of long experience in coin controlled amusement devices and for your pro- 
tection it is possible to replace the present playing surface with an entirely new game, thereby pre- 
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IN & OUT-DOOR GAMES COMPANY 


Manufacturers 
ORIGINATORS OF COIN 
CONTROLLED PIN GAMES 


See our exhibit at Chicago and New York Shows 


Return of one of the first pin game makers. SPOT BALL by In & Out-Door 
Games Company of Chicago was an advanced version of their 1931 
WHOOPEE GAME, with both being shown in booth No.39. The firm was 
out of the pin game business by the following summer. —The Coin Machine 
Journal, February 1932 


by hand. Every one of the brass nails in 
the playing board of a Bally board is driven 
into its exact place by hand. No magnet 
hammers are used, for the reason that the 
location of the nails and their straight- 
ness on the board influence the playing 
of the game. If the nails are imperfectly 
placed, the player’s skill avails him nothing. 
Naturally he loses interest. The game ceases 
to be a money-maker.”°? 

It was a policy and production dictum that 
they stuck to, no matter what the pres- 
sures were for volume and delivery, as all 
employees quickly learned. 

The third production employee to be 
hired, Bob Breither, who went on to become 
one of the leading salesmen in the coin 
machine industry years later, remembers the 
experience well. 

“I started out at Bally on January 28, 
1932. At 25¢ an hour. I remember the 
date exactly. I was Bally’s third employee. 
And why? Because I wanted a car. I was 
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this small place on Erie Street, 
and Ray Moloney came out to 
see him. My Dad said he had 
heard that Ray had use for 
escutcheon pins. Ray replied 
that he indeed did, and when 
my Dad asked him about how 
many—he was used to selling a 
pound or two—Ray said, ‘ten 
thousand pounds!’ My Dad took 
a moment, and then said, ‘I don’t 
want to be negative in my sales 
outlook, but you won’t live that 
long!’ So Ray took him into the 
back of the shop and showed 
him a two foot stack of orders. 

“With that they got to talking, 
and my Dad mentioned that ‘my 
kid’s going to school, and he’s 
looking for a job.’ Ray said, ‘Tell 
him to come down and see me.’ 
It was assembly work, and the 
foreman was a German named 
Hans Stedemann. The moment | walked 
in he put me to the test. He took me to a barrel 
of Bessemer rods. That’s soft steel, and they 
all had a slight curve to them. My job was 
to straighten them out, barrel after barrel. 
So that’s what I did all day, from 7 in the 
morning to 7:30 that night. 12-1/2 hours! So, 
when I finished I wanted to put him in his 
place. Instead of complaining I went up to 
him and said, “You gotta help me. I’m all out. 
Gimmee another barrel.’ That impressed 
him, and we became good friends after that. 

“So I worked up to production back on Erie 
Street, turning out the BALLYHOO. Hans 
Stedemann made me the foreman and the 
chief inspector of the girls. These girls got 
11¢ a board, nailing up those boards. And 
that was important to them because that’s 
how they got paid. The brads had to be 
perpendicular to the board, or I’d reject it. 

“One girl, an Italian girl named Mary, had 
12 or 13 boards on the side. When I checked 

























them I rejected 
over half. She got 
hot. So I had to 
say, ‘Mary, that’s 
the way it is.’ As 
I walked away she 
took her hammer 
and threw it at me 
tomahawk style 
and hit me square 
on the back of the 
head. It knocked 
me out. After that 
we became good 
friends. She’d 
bring me lunch.”68 

The feverish 
activity, with 
production rushed to try and keep ahead 
of the current orders, was designed to build 
a BALLYHOO inventory for the upcoming 
industry trade show. The man in charge as 
Chairman of the Chicago Manufacturer’s 
Committee for the 1932 Coin Machine 
Exposition was “Big Joe” Huber, a long 
time coin machine professional, a Great 
War veteran and sales manager of the 
Rock-Ola Manufacturing Company, a 
rapidly growing scale, counter game and 
vending machine manufacturer and slot 
machine distributor then gaining great 
success with their revamp jackpot fronts 
for Mills, Jennings, Watling and Caille 
slot machines. His boss, Dave Rockola, 
gave him time off to plan a major show to 
help put slot machines and scales back 
on the map as the major operator income 
producers during the Depression. 

The show was set for Monday through 
Thursday, February 22-25, leaving room for 
weekend hobnobbing and speakeasy visiting 
with friends in the industry at each end, 
making it up to a ten day bash. The loca- 
tion was the semi-official Sherman Hotel 
in downtown Chicago, with the hotel 
promising more exhibit space than the 
cramped quarters of the past. Huber had 
his first planning meeting on Saturday, 
December 5, 1931, to avoid taking valu- 
able time away from a working day. 

Those enthusiastic enough to attend 
found themselves with committee assign- 
ments, with the hard workers evident. 
None had shown pinball games at past 
shows for the simple reason they were 
never shown before. Yet many of them 
would have marble games at the upcoming 
show, although they were keeping their 
options open and weren't telling each 
other much about that. 
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Above: Bally BALLYHOO stayed on locations for 
years. This is Shrimp’s Tavern, Boulder Junction, 
in the Lac du Flambeau area of northern 
Wisconsin, in the mid-1930s. The BALLYHOO is 
on the right wall, next to the slot machines. A 
Pace PACES RACES console is in the center 
against the far wall. —Dick Bueschel Collection 
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Below: Too little and too late. By the time Auto- 
matic Industries Inc. of Youngstown, Ohio, 
finally made it to an industry trade show, the 
popularity of their WHIFFLE game had been 
passed by the competition. The firm’s “Whiffle 
Bird” trademark could have been significant had 
they promoted it earlier. —The Coin Machine 
Journal, February 1932 


Right: The February 1932 multi-page Bally 
BALLYHOO flyer, media ad insert and show 
pass-out introduces the “What’ll they Do Thru 
32 Play BALLYHOO” theme. The song was 
sung to the tune of the WWI A.E.F. favorite 
Mademoiselle From Armentieres’ from the show 
booth and in the hotel halls at night. —Dick 


Bueschel Collection 


p.26 


Committee 
members Dave 
Rockola, Bill 
Gray of Amer- 
ican Sales and J. 
E. Van Tuyl of 
Van Equipment 
hadn’t discovered 
pinball yet, and 
wouldn’t have 
games, although 
there was a slim 
Van Tuyl connec- 
tion to BALLYHOO. 
But L. B. Elliott 
of Atlas Indicator, 
Meyer Gensburg 
of Genco, Lee 
Jones of Seeburg, Walter Tratsch of A.B.T., 
Bill Ryan of O. D. Jennings, Jack Keeney 
and certainly Dave Gottlieb had their own 
secrets, and would have pin games at the 
show, as would the wild card, Ray Moloney. 

Huber attempted to balance things out 
a bit when he added slot machine makers 
Vince Shay of Mills Novelty, Tom Watling 
and Ed Pace to the committee lineup, as 
well as Dolphus ”Dolly” Dollnig, the Mills 
Novelty sponsored publisher of the new 
trade publication The Coin Machine Journal, 
to the committee, yet all four would have 
pin game connections, the first three as 
makers of the games and Dollnig as a 
reporter. The panel was loaded in favor 
of pin game people, although it didn’t 
look it at the time. 

Exhibitors also advance booked their 
booths, with Moloney putting up his $50 
for his 10 x 10 foot Booth No.10 along 
the west wall next to the stairs using the 
only company name he had so far; Midwest 
Novelty Company of Chicago, Illinois. 
He had Northwest Coin Machine at Booth 
No.9 to his north and promotionally 
minded A.B.T. at No.11 to his south and 
was facing a dual booth by the advertising 
and promotionally minded Watling Manu- 
facturing Company in the center aisles. 

Everybody else had a line of products, 
and Moloney had only one: a pin game 
called BALLYHOO. What’s more, Dave 
Gottlieb was giving the first speech of a busy 
Tuesday in the elegant Louis XVI Ball- 
room entitled “The Problems Confronting 
the Manufacturer,” and it was a sure bet 
he would be talking about the problems 
facing the oversold manufacturer of a pin 
game, which is what everybody was 
expecting. It would most likely be a 
resounding promotion for his BAFFLE 


BALL game before an audience of 
hundreds of potential customers. And 
it wouldn’t cost him anything. 

Ray Moloney set to work to level the 
playing field, and beat these promotional 
masters at their own game. He had been 
using midwest rep Jack Sloan of The Bill- 
board magazine to write his Midwest Novelty 
Company ad copy and mailers, but when 
it came time to introduce BALLYHOO 
he hired an advertising manager. 

Alfred E. Fox was a pro, experienced 
in the show world of carnivals and 
circuses, sales promotion and trade show 
exhibits, and had worked for ad agencies 
as well as numerous manufacturers. In fact, 
“Jimmy” Fox may have worked in too 
many places. There was no question that 
he was qualified, but there were questions 
about the reason for so much movement. 
So Ray turned to his friend Sloan at The 
Billboard to check him out. 

“It occurred at his inception into the 
pinball business. I was writing his adver- 
tising copy, when he decided some ‘fancy- 
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W/ Hart they do through '32? They'll play BALLYHOO, of course! Right now, hundreds 
of thousands of men, women, boys and girls are playing BALLYHOO — and the popu- 
larity of this sensational new machine is only just beginning, BALLYHOO became a smashing 


dan’ copy with art work, etc. could boom 
up the importance of pin games. So he 
hired an experienced copywriter and 
layout man. When Ray noticed I knew the 
fellow, he called me into his office and 
inquired what I knew about the fellow. I 
told him the guy rated anywhere from 
$150 to $250 per week; however, the 
Depression had knocked that way down. 
He studied awhile and then remarked, 
‘Reports have it he’s bagged half of the time. 
I’m paying him $75 a week; if I can keep 
him sober three days I’ll break even.”©? 

He was right, and the deal was perfect. 
Ray got more than his money’s worth. 
Working together, they came up with 
an advertising campaign and show booth 
that stopped everybody in their tracks. 
“Ray was an absolute genius at promo- 
tion. BALLYHOO rhymed with ’32, so 
he took the tune of the popular World 
War I song Mademoiselle From Armentieres’ 
and substituted the words ‘What’ll they 
do thru ’32, play BALLYHOO! What’ll 
they do thru ’32, play BALLYHOO!”””° 


success almost over night. It is destined to be the most amazingly popular game ever intro- 
duced, That's why we say: "What'll they do through '32? Play BALLYHOO!" 

of any game 

. in its 

O is not a hastily assembled machine. Months of engineer- price cate 
ing rescarch and painstaking effort were required before BALLY- 
HOO was pronounced parfect. Several hundred machines were 
tested on location before BALLYHOO was offered to operators. 


N and cabinet workmanship of 
the very highest order, A simple, easily-accessible ball 
drop. Scientifically spaced pins. The most expensive and 
practical slug-eliminating coin slide ever made. An espe- 
cially designed pick-proof lock. A finger-tip control $ 
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attractive playing board done in a riot of beckoning colors, You : Re j 
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of any coin-operated game in the price range of BALLYHOO, ; fg Only 30 Ios, 
from five cent to one cent play and vice A } 


versa, right on location. The tc or S¢ glued transfer is placed over 
the unwanted transfer WITHOUT MARRING THE BOARD. 


E to the eye and through demonstration on location, The 
mast game for the money that you can buy, 


5 or More Machines 
$45.50 EACH 
10 or More Machines 
$44.50 EACH 
Metal Stand $2.50 
TERMS: yi 2 
IMMEDIATE DELIVERY 


See BALLYHOO yourself, Examine it thoroughly. Then you'll know 
why BALLYHOO is the sensation of the year. Send in your order 
NOW, Immediate delivery, 
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y on wy : va z : rs 
BALLY MANUFACTURING COMPANY 
804-316 W. Erie Street == CHICAGO, ILLINOIS 
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7 DAY TRIAL Order your trial BALLYHOO today. Put it in a good location and 
- : let it show you its money-making power for 7 days. If, for any 
reason, you wish to return the machine, ship it back to us, express prepaid, within 7 days after de- 
livery and we will PROMPTLY REFUND THE ENTIRE PURCHASE PRICE! 
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They put the theme in their print adver- 
tising, on the color flyers they distributed 
at the show, and sang it up and down the 
halls of the Sherman Hotel at two o’clock 
in the morning. You couldn’t escape it. 
The best was yet to come. With only ten 
feet of booth space to work in, deep and wide, 
they stuffed two BALLYHOO games on 
turned legs at each end of the booth, had 
two panels with the “What’ll they do thru 
32” and “play BALLYHOO!” theme left and 
right behind them, and filled the middle with 
the largest pinball machine ever built, so 
you couldn’t possibly miss the game. 

“At the Chicago Exposition the Bally 
Manufacturing Company’s display literally 
shouted its uniqueness. It took the show by 
storm. We wondered why the crowd had 
jammed the aisles around Booth No. 10. Here 
we found a giant replica of BALLYHOO, 
measuring in size twelve by six feet. This 
replica was electrically operated and a ball, 
larger in size than a regulation baseball, 
was shot out of the plunger and dropped from 
pin to pin. The giant BALLYHOO was the 
same as the regular game in every detail, even 
down to the bewildering array of colors 
possessed by BALLYHOO. By popular 
acclaim BALLYHOO for originality and 
uniqueness carried off the colors at the 
1932 show and was awarded the Automatic 
Age cup” as the show award for the most 
attractive display. "! 

Part of the appeal was the fact the booth 
was still listed as the Midwest Novelty 
Company in the show literature, with the 
Bally name and monster BALLYHOO game 
a complete surprise. So were the show 
sales. Moloney expected BALLYHOO to 
do well, but not as well as it did. 

After that first night, with Moloney and 
the Bally sales and marketing team staying 
at the hotel to be close to the action, Ray 
called his wife at home. “He called me at 
4:00 in the morning and said he’d like to 
come over, ‘not to eat, but just wake you 
up.’ He came in, emptied his pockets and 
then his shoes. He had $3,000 in small 
bills and change in them. He said, ‘We 
sold so many we had to write orders on 
toilet paper.’ Then he said, ‘Take this, Ma, 
this is yours. I owe it all to you.’ That was 
the first money we ever put in the bank. 
I was working as a stenographer at Wilson 
Sporting goods.” /2 

BALLYHOO may have been the show 
sensation, but that achievement was height- 
ened all the more by the fact that it was a 
sensational show. The number of exhibitors 
at all previous coin machine industry events 
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was exceeded by half again as much, and that 
in the depths of the Great Depression. It lifted 
the coin machine business to a new level that 
it never left, making 1932 a major turning 
point by maturing an industry riddled with 
oldtimers with young blood, all looking for 
new ways to make a buck. 

Particularly influential in the leap was 
an innovative idea in amusements, the 
pin game. Yet not one had been shown 
the year before. 

Old age and tradition had lost its capa- 
bility to overwhelm youth and new ideas. 
The media reported as much. “The unusual 
number of exhibits, more than 120, compares 
most favorably with 83, the highest at any 
previous show. The attendance of opera- 
tors was also in excess of any previous event. 
In the amusement field, pin games predom- 
inated. The official count as we have it, is 
71 pin games. One person sarcastically said, 
‘The only thing I don’t like about this show, 
they haven’t any pin games!’ 

“One exhibitor told the writer, ‘I did 
more business the first day than I expected 
to do during the entire show.’ It was every- 
body’s show. Many new manufacturers were 
in evidence.”’? One wonders if that exhibitor 
who did so much business on the first day 
was Ray Moloney. It could have been any 
number of people. 

“There were 128 booths sold in all, some 
being taken as late as the first day of the show, 
to accommodate a total of 108 separate 
exhibitors. In a few instances two compa- 
nies shared the same booth. More than 150 
new machines, never before shown, were 
displayed at this mammoth exposition.” /4 

The very presence of this overwhelming 
display of new goods altered the show 
program. “Because of the intense interest 
shown in the exhibition by the operators, 
it was decided to omit the general sessions 
scheduled for Tuesday and Wednesday, so 
as not to interfere with the operators contin- 
uing their inspection of the machines exhib- 
ited. Omission of the morning sessions gave 
both the manufacturers and operators a 
break, as it enabled the latter to devote a 
large part of the day to a study of the various 
types of machines shown and gave the 
manufacturers an opportunity to give their 
undivided attention to business.” ” 

Dave Gottlieb didn’t get a chance to 
give his speech, and for a man as busy as 
he was trying to get BAFFLE BALL deliv- 
ered and new games out for the show, it must 
have been absolutely maddening. Prob- 
ably even more so when he saw the atten- 
tion that his compatriot Ray Moloney was 
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getting. The fact was, 70 other pinball 
games were introduced on the exhibit 
floors in addition to BALLYHOO, only 
you hardly knew it. 

D. Gottlieb & Company at booth No.3 
in the same row as Bally had what should 
logically have been the outstanding pin 
game display, built around add-on models 
of BAFFLE BALL and introducing PLAY- 
BOY, the first of the firm’s card games. 

Keeney and Sons in booths 4 and 5 
next to Gottlieb were showing KEEN 
BALL, an overgrown table version of 
BAFFLE BALL, as well as their own 
PLAY-BOY card pin game. 

Hercules Novelty, at booth No.6, added 
SPOT-A-BALL, their copycat version of 
BAFFLE BALL, to their growing line of 
small countertop pin games. 

At booth No.15 across the aisle, Genco 
Inc., Chicago based as were the others, 
showed a cleaned up version of their first 
pin game called BUSTER BALL, with 
its cast aluminum cabinet created by a 
young foundry salesmen named Harvey 
Heiss to get their business. 

Automatic Amusements Company of 
Los Angeles, the first of the California pin 
game makers who would become of major 
importance in the next few years, were 
showing their ADUM and THE TWINS 
games in booth No.62 shared with The 
Superior Confection Company of Columbus, 
Ohio, showing their MARBELOUS game. 

The established pin game makers, if you 
can accept a matter of months in produc- 
tion as a criteria, were also there to hold 
their market position. In & Out-Door 
Games Company at booth No.39 on the east 
wall introduced SPOT BALL to pick up 
where their WHOOPEE GAME of summer 
1931 left off, and Automatic Industries 
Inc. of Youngstown, Ohio, the most 
successful pin game maker to date, showed 
off the latest models in their WHIFFLE 
line at booth No.63 right at the entrance 
of the additional booth space made avail- 
able in the mezzanine to accommodate 
the growing list of exhibitors. 

But for all this display of creativity it was 
still BALLYHOO that captured most of the 
future pin game operator attention. No 
trade show to date had introduced a machine 
that had so powerfully taken over the 
attendee attention, and very few have since. 

The aftermath of the show was just as 
labor demanding as the time going in, only 
now Linehan, Weldt and Moloney were 
working with a proven success. They didn’t 
escape criticism. 


A bitter Earl 
Froom of the 
outshown Auto- 
matic Industries 
Inc. of Youngstown, 
Ohio, realizing he 
had lost his fran- 
chise in the pin 
game market with 
an instantly obso- 
lete WHIFFLE, 
denounced the 
direction the 
industry was going, 
singling out Bally 
for his harshest 
comments. “We 
built 27,000 
WHIFEFLE games 
the first year. Then 
things got tough. 
We sold it for 
$100. It had some 
real cabinetry, real 
walnut. We made 
a fine machine. 
Then Bally comes 
out with something small for $12.50 ina 
box with some colored silk screening on a 
board. It was junk and was in a lot of colors. 
How do you fight that?”’° 

The greatest compliments were the many 
BALLYHOO imitations, and replacement 
boards. It was the most emulated game in 
pinball history, with literally hundreds of 
new names and game themes available for 
replacement by means of decals, add-on 
features and full replacement boards for 
the original Bally cabinet. 

“In 1932 the first BALLYHOO of the 
Bally Company made its appearance in Paris 
and it was copied and recopied, more and more 
models, each more elaborate than the last.””’ 
The game was also copied in Germany, and 
in Great Britain. But that didn’t slow down 
BALLYHOO production at Bally. 

Billy DeSelm, who was later a highly 
successful sales manager at numerous coin 
machine manufacturing firms, remembered 
his participation, and the money made by 
the creators of the game; “I was at Bally 8 
or 9 months. | started as an inspector on 
BALLYHOO. I wiped off the glass, dropped 
a ball in each hole, and they were off. 
America was waiting! When BALLYHOO 
first came out it was played for a penny. 
When they changed it to 5¢, my gawd, 
everybody welcomed it. It was changed to 
5¢ very soon. You could make a lot of money 
in a drug store or candy store or restaurant 
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Above: Beer is back, and pin games came with it. Bally BALLYHOO in center left of photo on location in a 
rural area combination bar and restaurant, March 1933. This is typical of the operator placements in the early 
days of pinball games. —Dick Bueschel Collection 


Following two pages: Exhibits for D. Gottlieb & Company at booth No.3 stressed add-on models of BAFFLE 
BALL and introduced the first Gottlieb card game in PLAY-BOY. —The Coin Machine Journal, February 1932 


with 5¢ play. Oliver Van Tuyl and Oscar 
Bloom got a dollar a game between them. 
That was $15,000 each, and that was at a 
time when nobody was working. Ray gave 
them a square deal on the game, and we 
made 30,000 of them at the rate of 500 a day, 
seven days a week. Later they lost out on the 
export sales, but on the 30,000 domestic 
games they got a buck a game.”’8 Total 
production was somewhere near 50,000 
games produced in seven months by the 
middle of 1932 when production ended as 
new games came out. 

Reports of BALLYHOO performance 
were legendary. A Chicago operator named 
Morris R. Bauer started out the accolades 
with a report that he “...bought a game 
one day late last January that looked to 
him as if it might have some possibilities. 
The game was called BALLYHOO. Mr. 
Bauer took it to a location on the west 
side of Chicago, a candy and school supplies 
store. Since that time, approximately eight 
months ago, the game has taken in 
$1,012.44. That means it has been played 
more than 100,000 times. It has been in 
service all day every day since Mr. Bauer 
first placed it in its location. The profits 
from this single BALLYHOO game have 
been sufficient to buy half a hundred 
others.’? Bauer gave the game to Bally, 
who kept it in their lobby for years, moving 
it each time a new plant was occupied. It 
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was hanging on 
the wall at 
Belmont Avenue 
into the 1980s, 
and continued to 
be revered by 
industry oldtimers; 
“The last time | 
was out at Bally 
they had a 
BALLYHOO on 
the wall. It made 
their business.”®° 

The game gath- 
ered additional 
fame when it was 
named as one of 
the outstanding 
coin machines of 
1932 and featured 
in the October 
issue of Popular 
Mechanics. Many 
operators and later 
distributors that 
remained in the 
business for years 
started out with BALLYHOO. In the mid- 
1930s it was recognized that “Thousands 
of today’s most successful operators were 
swept into the industry on the tremen- 
dous tide of BALLYHOO’s nationwide 
popularity. BALLYHOO dramatically 
convinced countless men of business 
ability, and aggressive energy that, far 
from being a ‘peddler’s petty trade,’ the 
operation of amusement games is a busi- 
ness which keen, clean business methods 
can win rich rewards.”®! 

In 1934 a young Jack Dolan, years later 
a jukebox operator out of Canoga Park, 
California, who had started out with a 
peanut vender route in Amsterdam, New 
York, “...saw a BALLYHOO pinball game 
in a candy store that the guy was gonna 
throw away. I got him to give it to me and 
I got it in another candy store. I earned a 
lot of nickels.”8* Original BALLYHOO 
games were on location in resort areas of 
Wisconsin as late as 1949, still making 
money for their operators. 

Not willing to lose their new found 
commanding position in the pin game 
marketplace, and wanting to repeat the 
performance of their initial showpiece, 
Bally, in the personage of Moloney, acquired 
their next game and booked additional 
manufacturing space to produce it. Rather 
than replace BALLYHOO, the new game 


was to step in place as an added starter. 
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Play 
High Score 
Black Jack 5 at $16.50 
10 at $15.50 
25 at $14.00 


Write for price 
on larger quantities 


Steel Stand $2.50 


Money Cheerfully Refunded 
if Dissatisfied After 


Mechanically Perfect ; 
10-Day Trial 


Designed Artistically 


A national pastime for the 
home, fast replacing Bridge, 
Ma Jong, Bunco and Roulette. 


Retail Price 


$3.95 





DOUBLE YOUR PROFITS 
ON YOUR PIN TABLES 
BY GIVING AWAY FREE 
THIS HOME GAME TO 
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SCORE 
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Advertising Materials 
Furnished FREE 


Proven Trade Stimulator 
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BAFFLE BALL Senior 
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Cabinet: Solid Walnut Beaut- 
fully Finished 







Portable: Detachable Legs, 
Making Small, Compact Unit 
for Hauling or Carrying 
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1 3 Cash, Balance C. O. D. 


A DE LUXE MACHINE 
AT A POPULAR PRICE 


D. GOTTLIEB & CO. 


4318 West Chicago Ave. Chicago, Ill. 
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Bally immediately ran into a naming 
problem. “After extensively advertising 
the fact that they were going to put out a 
new game called SCRAM, the Bally Manu- 
facturing Company of Chicago, discovered 
that another manufacturer was marketing 
a game under that name in a small way. 
Rather than encroach on the commercial 
priority rights of the other firm, Bally has 
changed the name of their new game to 
BALLYROUND.”®? Moloney felt it was a 
better name anyway, as it carried the 
company name theme forward. And the 
“small way” marketing of SCRAM wasn’t 
as small as it was made out to be. 

First announced by the Hutchison Engi- 
neering Company of Nashville, Tennessee 
in March 1932, the original SCRAM was 
quickly picked up to be produced and 
marketed by both A.B.T. Manufacturing 
Company and J. P. Seeburg Corporation, both 
out of Chicago. So Bally proceeded under 
the new name, altering its advertising, and 
getting press out of their backtracking. 

“The new BALLYROUND is to be 
another mass-production unit, and the 
Bally Manufacturing Company have 
acquired an additional 20,000 square feet 
of space to provide for its manufacture. 
Operators interviewed do not believe that 
the new game will in any way compete 
with BALLYHOO which is still riding the 
crest of the wave.”54 

But Bally moved too fast. “At Bally, after 
producing 43,000 BALLYHOO games, it 
was time to come out with another game. 
It was called BALLYROUND. But it did 
poorly. It was a ‘schtunker!’ But Ray was a 
restless guy, a gamer. He’d always say, ‘You 
gotta expand. You gotta do something.””® 

If anything characterized the develop- 
ment and introduction of BALLYHOO it 
was careful planning, production engi- 
neering and critical assembly. In the case 
of BALLYROUND there was a flaw. “It 
ran into mechanical difficulties, in spite of 
the rigid Bally inspection methods. Hand- 
built models put out on various locations 
for a thorough trial had made good. Putting 
this game into mass production brought 
on troubles that were not discovered until 
the games had been sold and put out in 
the field. As fast as the imperfect games could 
be spotted they were replaced. Bally even 
paid the costs of shipping them back to 
the factory, and this one item exceeded 
$5,000. That in a year when business was 
prone to forget that there was a thing 
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called ethics in commercial dealings.”®° 

The Bally commitment to make a game 
good at any cost now had an asking price, 
and the fix wasn’t cheap. “The saucer shape 
of the BALLYROUND playfield required 
a saucer shaped lower panel, which, 
instead of merely sliding back and forth, 
rotated slightly on a central axis. Align- 
ment of the upper and lower sets of holes 
was extremely erratic. Balls failed to 
return or stuck between the upper and 
lower saucers. The defect was usually 
discovered before the machine was placed 
on location, and practically the entire 
output of BALLYROUND was returned 
to the factory for refund or credit. 

Moloney knew that the correction of 
the defect would not correct the bad name 
already attached to BALLYROUND, partic- 
ularly in view of the game’s mediocre play 
appeal. Moloney scrapped thousands of 
BALLYROUND machines.”®’ There was 
only one positive note to the experience, 
unforeseen at the time. “The failure of 
BALLYROUND was a blessing in disguise. 
Moloney was forced, almost against his 
will, to continue in pinball to recoup the 
financial loss incurred by BALLY- 
ROUND.”®’ The magnetic Moloney charm 
must have been sorely tested in his meet- 
ings with his partners Joe Linehan and 
Charlie Weldt over the BALLYROUND 
situation. But they stuck with it and Bally 
made good on every complaint, no matter 
what the cost. 

In July, Ray was able to announce that 
“The BALLYROUND game has been greatly 
improved and...sales of this square-circle 
game have shown a decided pickup in the 
last 10 days. The indications are that it 
will rival old BALLYHOO in popularity.”®? 
That last comment was yet another display 
of the eternal Moloney optimism. He was 
dead wrong. But so what, he was right 
about the future. And before long, much 
of it was his. 
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A Box, Some Marbles 


and a Shooter 


Pin games weren’t unexpected 
at the February 1932 coin 
machine show in Chicago. But 
their omnipresence was. 

The WHIFFLE BOARD and 
WHIFFLE games coming out 
of Youngstown, Ohio, including 
the originals made by Auto- 
matic Industries, Inc. and the 
numerous copycat games with 
other names produced by a 
cottage industry of half a dozen 
or more local makers, as well as 
the additional producers that 
sprang up in other parts of the 
country, had been placed by 
the thousands in the last half of 
1931. The In And Out-Door 
Games Company WHOOPEE, 
the Hercules ROLL-A-BALL, 
then Bingo Novelty’s BINGO 
and finally the Gottlieb and 
Keeney BAFFLE BALL all made 
their mark, solidly moving the 
bulk of the industry to Chicago. 

November and December 
put BAFFLE BALL on back- 
order in the tens of thousands 
on into the new year. It was 
obvious there would be a pin 
game presence at the Chicago 
show. Yet the entire industry 
was caught off guard. Those 
with a ready wit and the produc- 
tive skill to jump on the band- 
wagon prospered. And it didn’t really 
matter where they were located. 

It was this dispersement of a fledgling 
industry that swelled the ranks of Chicago 
exhibitors as well as operators. A sea change 
was sweeping across coin machines like a 
tidal wave, and it hadn’t been predicted by 
the industry pundits. These spokesmen 
quickly realized they had misgauged the 
impact of the game. 

“How well we editorial writers miss our 
guess sometimes! As late as October 1931 
I was writing this about amusement 





A downsized WHIFEFLE clone made in the Pacific Northwest in mid-1932 is 


identified as a “Small Machine” size 14 x 28 inches, that “...can be used as 


a counter model” off its legs—Ace Feack Collection 


machines: ‘The complaint has reached me 
from the operators that there is a lack of 
really new ideas in the way of amusement 
machines at the present time, and some 
manufacturers have been frank enough to 
admit the truthfulness of this complaint. 
That means that whenever some real 
improvement, or actually new develop- 
ment is presented there will more than 
likely be a hearty response from the trade.’ 
That was written at the time when those 
little counter boys of the WHIRLWIND type 
admittedly had seen their boon days, and 
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the operators were wishing for 
something new. But at this very 
time pin games like WHOOPEE 
BALL, BINGO and others were 
already being advertised. All 
that was lacking was cold 
weather to bring people inside, 
and then began the big boom 
of the pin-game era. Coin 
machine history sure did move 
fast and take most of us by 
surprise.”?° 

What had thrown them off 
was that the idea wasn’t new, yet 
it acted like it was. “The pin 
game popularity was slow in 
developing, compared with 
many popular games in the past. 
Nearly a year has passed since 
their first announcement, and 
not until last fall did they seem 
to gather momentum. The idea 
of balls rolling down an incline, 
studded with pins, is not new. 
Many can remember games of 
a similar nature over thirty years 
ago when they were home made. 
The idea of projecting the ball 
seemed to be the spark which 
caught the public fancy together 
with an attractive playing surface 
to catch the eye. Hundreds of 
locations which would never 
allow any sort of games in their 
place before may be found now 
with pin games going full blast. Hundreds 
more which were never solicited by oper- 
ators as locations worthy of a machine 
have been ‘sold’ on the new game by live 
operators and are finding new profit that 
they never dreamed before.”?! 

The amazing thing about the games was 
their endurance. “While most novelty 
games have their fling and ultimately find 
their way into oblivion, these pin games have 
broken all the rules in so far as they have 
continued their tremendous appeal week 
after week on the same locations. Opera- 
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highly polished 
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nut, 


PLAYING 
FIELD 
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veneer. Glass 
marbles perfect- 
ly round. 

All playing 
parts of highly 
burnished brass 
and covered 
with “4 inch Inviting to Play! 
perfect plate 
glass. 
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METAL 
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All brass, nickel 
plated one piece 
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tive and trou- THE MOST FASCINATING 
. eas < AND SENSATIONAL TABLE 
turn. Semi-au- PIN GAME ON THE MARKET 
tomatic feed. TOD AY. 


The World Manufacturing Co., Ine. 


146 WINCHESTER AVENUE NEW HAVEN, CONN, 
New York Office: 1697 Broadway—Room 502 
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Left: One of the last adaptations 
of the basic BAFFLE BALL 
playfield graphics, DIAMOND 
BALL of March 1932 by 
Keeney & Sons has 7 pockets 
instead of 4, although the 
diamond playfield format is 
retained. A variation was also 
used in the “Model A” play- 
field of the April 1932 Gottlieb 
WHIZZ-BANG. —Dick 


Bueschel Collection 


Right: The World Manufac- 
turing Company of New Haven, 
Connecticut, claimed their 
game was “The most fascinating 
and sensational table pin game 
on the market today.” Of course 
it was, but as WHIFFLE, not 
as SPEED BALL. —Automatic 
Age, February 1932 


Sept. 13, 1932. M. HORWITZ 
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Des. 87,748 July 17, 1934. 


COIN CONTROLLED GAME APPARATUS 


Filed Feb. 10, 


1932 


BLP 
fp go 


drrventor 


Meyer Morwitz 


The design patent for the LUCKY STRIKE STEEL 
BALL of February 1932 by Meyer Horwitz of Balti- 
more, Maryland, shows an adaptation of WHIFFLE 
with a new playfield. The first model LUCKY 
STRIKE of January was a dead ringer for WHIFFLE. 
—United States Design Patent DE. 87,748 


tors have never seen anything like it before, 
which proves that anything can happen 
even in this business.”?2 Only in retro- 
spect can their effect be analyzed. 

It wasn’t the game as much as it was 
the times. With unemployment rife in the 
land, and a seemingly new amusement 
device that would take you away from all 
that for a few minutes for only a penny, or 
even a nickel, the games filled a void. 
They also filled unproductive floor space, 
so they went everywhere. The operators 
didn’t care if the games lasted or not. 
Right now they were more than paying 
their way, and there was money to be 
made. So the fools rushed in. 

So did game makers. 

As long as those fellows in Youngstown, 
Ohio, were making all that money with a 


Attocer< 


“Kong 
Kong’”’ 


REGISTERED 
THE MARBLE GAME 
WITH AUTOMATIC \ 
LOADING DEVICE, | 


FOR FAST PLAY. 
ATENT APPLIED YOR 


OUR OWN a ites 
MAKES DOUBLE 
PLAY IMPOSSIBL E 
ATENT APPLUED FOR 


BEAUTIFUL WALNUT {BR 
FINISH 


STURDILY BUILT 
OUR SAS TON 


450 MACHINES, 


FAC’ TORY C: CAPACITY 
25 MACHINES A DAY 


RE MA 
FACT! URING, MAR: 
TING, AND BACK 
OUR MACHINES 00% 


“Kong Kong” is not an experiment but a 
proven money maker... made to stand up 
under hard public use . . . yet blends with 
the finest of store fixtures. 
References) furh furnished up- 
on request from opera- 
tors of our product, our- 

411 selves and the profitable 
experience of operators 
we are serving. 


aces F. O. B. Factory 
$100 Each 
85 Each 
75 Each 
Inquiries From Salesmen Welcomed 


50% Cash with Order, Balance C. O. D. 
American Mill & Manufacturing Co. 


3006 Monticello St. Dallas, Texas 





A double copycat game. The February 1932 KONG 
KONG by American Mills @ Manufacturing 
Company in Dallas, Texas, copied WHIFFLE and 
borrowed most of its name from the movie thriller 
of the great ape just then being filmed, and released 
the next year as KING KONG. A smaller counter 
version was made in March as KONG KONG JR. 
—Automatic Age, February 1932 
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Is this the original patent for BAFFLE BALL? 
Applied for by Jack Keeney on October 6, 1931, before 
BAFFLE BALL was in production at either Gottlieb 
or Keeney, it depicts the oversize KEEN BALL 
version of the game introduced by Keeney & Sons 
at the February 1932 Chicago coin machine show. 
The graphics and mechanism are virtually the same 
as the smaller game. —United States Patent 1,966,862 


game that seemed easy enough to repro- 
duce, why couldn’t they do it too? Hundreds 
of them tried, with WHIFFLE clones 
suddenly overspreading the country to 
lead the way for newer games to follow. A 
center line of four pin ringed holes, the basic 
characteristic of the British CORINTHIAN 
bagatelle game of the 1920s that was copied 
by Automatic Industries for the WHIFFLE, 
and the largely unaltered 16 by 36 inch play- 
field, were dead giveaways of a copycat 
WHIFELE, no matter where the game was 
made or what it was called. 

While Automatic Industries valiantly 
tried to police the spreading counter- 
feiting, and failed miserably in doing so, 
they continued to claim that it didn’t 


affect sales. Company sales manager 
B. P. Higby, former owner of the Ford 
automotive dealership in Youngstown 
that had once hired company pres- 
ident Earl Froom as a salesman, and 
who himself became a WHIFFLE 
salesmen when cars weren’t selling, 
claimed as late as the summer of 
1932 that things were going swim- 
mingly for their games. 

“B. P. Higby of the Automatic 
Industries, Inc., Youngstown... 
expressed himself as being very well 
pleased with the business they are doing on 
WHIFFLE and JINGLES, the two DeLuxe 
games made by this firm.”?? The facts were 
far different. The imitation games killed 
the growth of WHIFFLE sales, and newer more 
interesting pin games administered the final 
rites. Not long after that Automatic Indus- 
tries creditors sought recourse in court and 
the firm, as was so often said in the long 
depression years, ended up “in receivership.” 
In November 1932 the latest WHIFFLE 
DELUX and AUTOMATIC WHIFFLE full 





A Box, Some Marbles and a Shooter 


j Yq i a 
y os { C— 
i> ag) 


i 





_ sh ~'f sisi 
Above: Pin games often picked up a bad name by asso- 
ciation. The Hercules Novelty JOY GAME of February 
1932 at far right is smashed along with counter games and 
payout slot machines in a police gambling raid in 
Minneapolis, Minnesota, circa 1933. JOY GAME is a 
copycat version of the Gottlieb PLAY BOY card game. 
—Dick Bueschel Collection 


Below: Locations that never before allowed coin 
machines on their premises took to the new pin games 
once sold on the idea by operators. This barber shop 
in Bristol, New Hampshire, makes use of its wall 
space at the far right with a World Manufacturing 
Company SPEED BALL of February 1932. SPEED 
BALL was a copy of the Automatic Industries 
WHIFFLE. —Richard Wiley Collection 
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size pin table games were being dumped 
on the market for $35 each, or only 
$25 apiece in lots of ten.%4 

The WHIFFLE copycat game 
makers ultimately faced the same 
problems, but until time caught up 
with them they churned out reams 
of games that looked almost all alike, 
no matter where they were produced 
from the eastern shore to the Pacific 
Northwest. But when things turned 
sour, many of them skipped out on 
their bills. Typical was Meyer Horwitz 
of Baltimore, Maryland. Setting up his 
Lucky Strike Manufacturing Company to 
make copycat WHIFFLE games called 
LUCKY STRIKE for the Moseley Vending 
Machine Exchange, Inc. located in Rich- 
mond, Virginia, one of the largest coin 
machine distributors in the east, he even 
took the next step of improving the looks 
of the game. 

In February 1932 he applied for a Design 
patent for an improved LUCKY STRIKE 
game that utilized snappier playing steel balls 


Buckley Manufacturing Company in Chicago made 
a BALLYHOO clone in their April 1932 FAVORITE. 
The game has a horse race theme with a cabinet and 
colorful playfield that almost matched BALLYHOO. 
The bottom paper is practically a duplicate. —Dick 
Bueschel Collection 
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A $50,000 Favorite 


If you’ve ever experienced the thrill of picking a ‘winner 
youll go wild over FAVORITE. the race horse pin game. 
Besides being the best built machine of its kind that has ever 
been offered to operators it has a dual personality with its 
horse race “odds” and high score feature. Quality is dis- 
played throughout in the FAVORITE. That is why this 
unique machine has become a favorite with all who have seen 
it or experienced the thrill of playing. FAVORITE ma- 
chines, before shipping, are tested by a staff of experienced 
operators who will not permit a machine to leave the factory 
without first being thoroughly tested. FAVORITE machines Above you see Twenty-grand, tl 
NEVER give trouble. EVERY metal part is GUARANTEED PRL i RS ie 


for one vear. 
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Thar’s Gold in Them Hosses ! 


F avorire has that irresistible race horse appeal. If the player waits 
to bet—it’s the gold ball that counts. All one has to do is pick the horse 
and shoot. The odds appear on the playing boards. The high score fea}\ sUN BEAU 
ture is there with more flash and speed than has ever been shown before. 
The HOT TIP of the hour is FAVORITE. Order yours TODAY. It's s 


a surefire winner for you. 
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Built for Dowr permit yourself to be touted off a winner. FAVORITE ie es- 
Pennies tablished an all-time record as a money maker. It might have been called 


the MINT—it makes money that fast. FAVORITES have a low price 


7 Balls Ic but they are always the BEST BET of the day. 
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the FAVORITE, winning the $50,000 Kentucky 
1931. FAVORITES will win just as easily for 
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Balance C. O. D. $14.00 


Modernistically designed 


Collapsible wooden stands 
$2.50 extra 


Folding, non-wobbling steel 
stands $1.50 extra 


A FASTER PLAY 
IN EVERY WAY 


L CONFECTION COMPANY 
- NATIONAL DISTRIBUTORS Only $1 b 50 
VITT STREET CHICAGO, ILLINOIS . 
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Supreme Offers Two Big Money Makers 


It is an outstanding fact that the members of 
the Supreme Vending orgsnization are now re- 
garded by experienced operators as the leading 

j jobbers and distributors of all merchandise, anp- 
plics, machines and noveltics in the country. 


Dandee Vendor Brings 
Operators Record 
Profits 


A Tried and Tested Producer 


LY LEBALE BUHLER 


More than 20,000 Larks 
Already Sold 


RUNABOUT 


NOT AN EXPERIMENT 


On the market over a year and going stronger than ever—this machine used by successful operators 
to hald their high-class locations. , 


This was made possible because Supreme realized 
from the very first day that the customer comes 
FIRST in ALL transactions. Start dealing with 


GET YOUR SAMPLE NOW 


the Supreme organization today and you will 
guickly realize why our motto iss SUPREME 
ALL WAYS—PRICE—QUALITY—SERVICE.” 


Get Your Name on Our Mailing 


Latest Improved Model List for Specials 


SUPREME NEWS LISTS 14 ITEMS 


with high speed lift—tricolored 
pins makes playing board beauti- Write for a free copy of the new Supreme News, 
which we are now publishing monthly to keep our 
customers informed as to the latest in coin oper- 
ated machines. The current issue lists 14 desir- 
able items. 


ful and silent—cheat-proof coin 


ot} 
slot—beautiful walnut cabinet— $1750. BACH Onavthind’ Depeatt RARE Cinee 

patent leveling device on bottom Balance C. O. D. One-fourth Deposit—Balance C. O. D. 
Looks and plays like the bi ighest priced 
ell m ree ines and i is absolutely legal wher: 
ty ball tel alter each 


of each leg—detachable leges. Pennies, nickels and dimes roll into 


e 
the LARK all day long. A game which § y d ( 
¢ . : No 

will never dic for it has all the fea- upreme él Ing 0. Jor a, Sot ont other Srcatrimeabinnes 
tures every operator wants in a ma- y s wi ines. Not a fad 

chine. You should have a route of these HEADQUARTERS a machine which has 


yoing now. Buy some today and see 
if we're wrong. Fully guaranteed and | 557 Rogers Ave. Brooklyn, N. Y. 
WM. BLATT, President 


a givc-away at thia new low sale price. 


Many other improvements, 
Be conservative at first if you 


Buy the on for years and has ane 


hee! i 

record collections Ca every one of 
operators. Try your first one today, wh ‘it 
thank us many times. 


wish, but don’t delay. 
best and eliminate competition. 
Replace your old equipment with 
neW Runxbouts. We make liberal 


trade-in allowance. 


Play 


Reg. U. S. Pat. Office. Copyrighted 1932. Pat. No, 1630098 Others Pending. 


‘ft Plays Just Like the Big American Pastime” 


Sample 


Lots of & 4 GAMES IN ONE i?" Play pally High Score, Low 


, Color Ball 


Eotsof 210 Special Features: Long Play Board, ae 


Registers, Side Elevator, Feather Touch 
Plunger, Large Color Macbles, Walnut Fin- 
ished Cabinet. 
Operators write for quantity pricea 
PRICE $20.00 
WOOD STAND $2.50 
Play Fits your present machines. 
Ball Complete, ready to install. No 
holes to drill, Size 28% by 
Board 1234. PRICE $4.85. 


es Terms: One-third cash; bal. C.O.D. 
10 Balls 5c—Size 18x37 Inches 
Shipping Weight 80 Pounds 


Jabbers and operators write for special prices on all the popular machines, such as Daisv, Monte Carlo, 
Bally-round, Fan Tan, ete. Coin slots, mints, mint venders. We buy and sell all kinds of used ma- 


chines. Write us for money-saving souvenir. 


ESTABLISHED i920 


HOT CHA! 
“FITS THE COUNTER” # 33 in. long 
TOURNAMENT OF I 14 in. wide 

wt. 50 Ibs. 
ie one machine. Ball ele- with stand 
ator and feather touch 
alsin Be at features of 
all the expensive xmcs. 
15 inches by 32 inches 
Weight 12 Pounds 


~"PRICE $17.50 


Operatora write for quantity prices 


EXHIBIT SUPPLY CO. 


Novelty Sales Co. 


923-925N.W. Sixth Street Oklahoma City, Okla. 
Largest Distributors in the Southwest of Coin Operated Machines 


4222-30 W. Lake Street 
CHICAGO, ILL. 





ACE HIGH and ACE HIGH 
SENIOR models. It was a 
scramble to sell as many pin 
games and replacement boards 
for the Gottlieb originals as 
you could, and then take a 
chance on production quan- 
tities to meet the orders. 
“The way the pinball games 


instead of the earlier colored 
glass marbles.” By the summer 
of 1932 the bloom was off the 
game, and Meyer took off. 
Creditors complained to the 
press: “Numerous complaints 
have come to Automatic Age 
against Lucky Strike Mfg. Co., 
Baltimore, Md. A man by the 


Left: The “Latest Improved Model” of RUNABOUT was one of the longest 
WHIFFLE copycat survivors, with a SILENT RUNABOUT model introduced as 
late as May 1932. Maker was Boyle Amusement Company in Oklahoma City, Okla- 
homa. —Automatic World, March 1932 


Right: The Exhibit Supply Company of Chicago came out with their own version 
of a BALLYHOO in May 1932, a baseball themed game called PLAY BALL. It was 
available as a dedicated game or as a replacement board to convert Bally originals — 


Automatic World, May 1932 


name of Horwitz was connected with this 
institution and according to reports from 
manufacturers he stung about everybody and 
everything.””° 

D. Gottlieb & Company had the same 
experience with their small countertop 
BAFFLE BALL, although the replications 
of some of the larger versions were self 
imposed, or may even have led the Gottlieb 
product. Imitators included the producers 
that were making pin games before Gottlieb 
entered the field, with the almost iden- 
tical playfield and colors showing up at 
the Chicago show on the Hercules SPOT- 
A-BALL, Bingo Novelty PLANET BALL 
and the Field Manufacturing Company of 
Peoria, Illinois, GOLDEN COMET, the 
latter being displayed at “One of the busiest 


booths at the show,” a demonstration of 
BAFFLE BALL’s endurability.?? 

Even Gottlieb’s new small countertop 
PLAY BOY card game, not to mention the 
Keeney & Sons version of the same game, 
had imitators, with Bingo Novelty showing 
a superficially modified game called BINGO 
PLAY CARDS at the show. Hercules 
Novelty, sharing a booth with Flatbush 
Gum, showed off their almost exact copycat 
version called JOY GAME, and Field 
Manufacturing brought out another virtual 
duplicate in March as a conversion play- 
field kit called PLAY POKER to slip into 
BINGO and BAFFLE BALL cabinets. In 
April Ad-Lee took over the Hercules JOY 
GAME as their own private label product 
and Pierce Tool brought out their similar 
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went, you’d make some samples, and test 
them. If they’d go, you’d make 500 and 
sell them. And then go and make 1,000 and 
sell them, and then make 2,500. That’s 
how that worked.”?° 

Big size BAFFLE BALL take-offs were 
more related to the initial Gottlieb efforts, 
with an enormous 2 foot by 4-1/2 foot 
Keeney & Sons game called KEEN BALL 
enlarging the playfield to gargantuan 
proportions. KEEN BALL was even bigger 
than the pioneering WHOOPEE GAME 
of the year before. Jack Keeney got the 
workings of the game and its playfield 
patented (something Gottlieb never did 
for BAFFLE BALL, quite possibly relying 
on the Keeney patent and suggesting that 
the game was actually a Keeney original and 


m Get Wise, 
Boys! It’s A 


Our Price: 


146 


a a8 more $33.59 

more $12.50 

Optional exer or 
penn: 


* foe 
Wire or Phone the Factory: 


Royal Novelty Co. 
8 E. Mt. Royal Ave., Baltimore, Md. 
Telephone, Vernon 8777 


and sta 
same fine wa atau as cabinet. 





not Gottlieb’s), filing for it 
on October 6, 1931, before 
production of the smaller 
version of BAFFLE BALL got 
underway in both plants.”? 

It wasn’t until February 
1932 that the oversize Keeney 
& Sons version showed up at 
the show, making some news 
of its own when a location model was 
robbed. “The KEEN BALL game in the 
Sherman House lobby, made by Keeney 
Bros., took in so much money some hoodlum 
got an idea he could get away with it. At 
three o’clock in the morning he made the 
attempt with a crowbar, but got caught, 
with over $100.00, representing three days’ 
receipts. What a machine to have on loca- 
tion!” 100 

Keeney & Sons came back a month later 
with another oversize BAFFLE BALL table 
adaptation, this time somewhat smaller 
than KEEN BALL with seven scoring holes 
instead of the original four with a similar 
diamond design playfield, calling it 
DIAMOND BALL. Gottlieb made their 


own larger version in January 1932 called 


WHIZZARD! 


WHIZZARD STANDS $3.58 them linger to play by the hour. Is 
e 
od Bent to Jastand priced mint 1 {o¢ ste io It’s solaris overy mine 
eokne it oish 


A Box, Some Marbles and a Shooter 


SIZE 
Width 15% in, 


; Length 30% fn. 
Hel eight with 
stand 3§ in, 


and finish, the ‘ 


stop the play. 


market 
® fiashy, Gr Sty prbse 
ays cul that you'll recog- 
most popular seller of 


7 WHIZZARD % a big machine! 
t lures the players in—and ma 


ir money—on 


we—Piing 
partmo 


re in ! here 
place ea He jay eaten; 
Gone e tpi 


Left: Almost a dead ringer for the Bally BALLYHOO, the Royal Novelty Company 
WHIZZARD uses a similar colorful harlequin pattern playfield and a virtually iden- 
tical cabinet and bottom playfield paper. At first glance it can easily be mistaken for 


a BALLYHOO. —Automatic World, April 1932 


Right: Countertop square-circle games were a rarity as they took a lot of table space. 
The Specialty Manufacturing Company SHOOTING STAR was practically all 
alone in the market. It was featured in the company booth at the Chicago show. — 


Automatic World, April 1932 


BAFFLE BALL SENIOR, only to have it 
all but duplicated by Jimmy Johnson at 
the Western Electric Piano Company of 
Chicago in a game called LOOP-A-BALL 
which was displayed at the show. After 
that the BAFFLE BALL format dissipated 
quickly as newer games entered the market- 
place, resurrected once more by Gottlieb 
when they made a modified version as the 
“Model A” playfield for their conclusive pin 
game family of WHIZZ-BANG games of 
April 1932. If the fad was going to even- 
tually end, and probably end soon, Gottlieb 
was going out in glory with the playfield 
that brought them solidly into the business. 

If the copycatting of BAFFLE BALL 
was sporadic, the aping of the Bally 
BALLYHOO was an epidemic. It happened 
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Large cnough to get attention—Sma. 


Attractive—Durable 
Just as fine mechanically as it is attractive in desiga 
‘Shooting Star” is fool proof in con- 
struction. Nothing to get out of order. Nothing to 


Blazes The Way To Profits! 
The “Shooting Star” 


Sar Vf 


Ye eae 
5 hele rip i ~ 
“bil (| Moh hi Mt i 
aT 
Strictly 
Legal 


Size: 16 inches by 16 inches jase 
1 enough to be easily placed. 


Action for the Player——Profit for the Operator 


Immediate popularity greeted the “Shooting Star” at the Coin Machine Show. It proved to be a 
“natural” hit with both players and operators. 

Variation of play is the seeret of its popularity. The balls may be shot at different speeds, and can 

be made to circle the board five times if desired. They can be in play one ata time, or all five at 

the same time, This fascinating and intriguing variation of play gives the player plenty of action— 

keeps his interest—and keeps him playing. 


No Selling to Merchants 
We do not compete with operators by selling to store- 
keepers. We protect you in your territory. Every 
merchant is your prospect, not ours, Get busy and 
reap your profits now. 


Astounding Value! 


Here is an astonishing price—so low it cannot fail to bring a generous return. 


I “Shooting Star” (le or Sc) 
10 “Shooting Stars” (1c or Sc) 


$15.50—1 Stand $2.50 
$14.00—10 Stands $2.25 Each 


QUICK ACTION WILL REPAY YOU WITH IMMEDIATE PROFITS. SEND YOUR ORDER TODAY. 


Specialty Mfg. Co., Dept. 11 “zn 





innumerable ways, from 
sticking new names over the 
old to suggest an updated game 
in order to charge an oper- 
ator or location more, to 
making virtual duplicates from 
scratch with different names, 
making similar format games 
with entirely different play- 
fields and names, and finally to provide a 
landslide of replacement boards to convert 
BALLYHOO and any number of its clones 
to yet other games. 

The phenomena also lasted longer. 
Where copycat WHIFFLES and BAFFLE 
BALLS lasted less than a year apiece and 
then all but ended, the BALLYHOO better- 
ments went on for two years or more, with 
replacement tops still being sold into the 
early electromechanical era. Countertop 
though they were, the games had legs. 

There was another early pin game format 
that came and went in a hurry. They were 
called “Square-Circle” games, and both 
started and stopped in the period of a year. 
Going in, their promise was high. High 
enough, in fact, to have Bally join the 





aet on TODAY. 


NEW MECHANICAL 
FEATURES 


I NEW PRINCIPLE, 3 sets of 7 col: 

ored packets and ono gold pocket; 
five polished steel balls; and a whirling, 
7-polned, varicolored mar disc give 3 
gaming elements and uatinited ean 
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ep SCIBNTIFIC DESIGN, Scientific. ored, numbered 

ally designed, on roulette principles, 7-pointed, colo 
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steady play, 


3 STURDY CONSTRUCTION, 
©? Cabinet of polished walnut finish, 
Motal parts heavily nickeled, Coin slot 
for pennies or nickelseeslug detector en 
nickel slot, 


At FOOL-PROOF OPERATION, 

Mochaniam concealed, sturdy. Coin 
slot automatically dropa balle for next 
Play. Balls may be pur in play in rapid 
succession, or at intervals by ball shooter, 
Nothing to get out of order, 


dlown through the 


and profits. 
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5 ATTRACTIVE APPBARANCE, 

Beautifully finished, Whole design 
made to set off color combinations, which 
are used oxcluslvely to give eyevalue to 
the gaming elenonts, 


lt out. 





lacatlons?” 


genre with BALLYROUND. The 
bad experience with the Bally 
game wasn’t unique, although 
the severe problems with BALLY- 
ROUND in the summer of 1932 was the 
instrument that all but killed the square 
games for all the other manufacturers. 

In 1932 alone, over 30 different “Square- 
Circle” games were introduced, and there 
were less than 5 in 1933. The game format 
started in February 1932 and the Chicago 
show with the WHIRLPOOL produced 
by Skilgames, Inc. in Alliance, Ohio, and 
marketed by The Whirlpool Sales Agency, 
Inc. located in Youngstown, with Whirlpool 
Sales having the booth at the show. The 
trade press started out with favorable 
coverage of the games, but altered their 
view as the operators turned against them. 

In the beginning they reported that “A 
number of automatic games are getting 
‘on the square.’ Most of them are still pin 
games, but there are notable efforts to use 
the square type cabinet with circular playing 
field without using ‘pins.’ The square cabi- 
nets with circular playing board is said to 
permit a more scientific layout of the 
gaming idea using marbles or balls. It will 


eThe Game of 


A NEW GAME...and NEW PROFITS 
FROM AN AGE-OLD PRINCIPLE 


Ts man who makes the real money in the cain machine business is the one who gives the 
publie what it wants, Just offering a new game is not enough... is too costly. But giving 
your customers a NEW game, that is a legal form of an old game that has fascinated peaple 
and produced profits for centuries, is something else. It means long life on location, It moans 
fewer purchases of new machines, And it means steady, growing prefita for you, That's why the 
GAME OF 1000 CHANCES, and our “NO-RISK OFFER” is a sure-fire bet that you should 


An Irresistable Appeal 
of 1000 Combinations 


You soon tire of a game of skill, OLETT-O, with unlimited cant 
nations, holds lrvesistible fasctnation, You knew cards. You know 
Roulette. And you knew how they peralat and grow tn pense 

. e+ because of the variety of p ‘s 
why the GAME OF 1000 CHANCES grips you. Ita three sets of col. 
kets; Ite five whirling balls; and tts revolving, 
stareliso, give an unlimited vartety of cambina- 
Hons that tuen passing Interest Into feverish excitement, steady play, 


A Variety of Play that 
Builds Steady Profits 


It's this large number of winning combinations that gives this game a 
lonting apueel-celuiough the percentages are definitely -known-and 
red for the operator. Remember, this game Is strictly legal. But, 
when you figure combinations on a 
merchandise mwardenyoe Instantly grasp the basle principles and fas- 
cination of this wonder Eze Many of the 
ian Card” shipped FREE with cach machine. 
ake advantage of the offer helow, and sea far sere! how this 
game hullds profits. Send far a sample machine TODAY, 


ACCEPT THIS OFFER - 
YOU CAN’T LOSE! 


Here Ila your chance to examine a sample machine without risking a 
penny, Simply plu a 85 hill or mone 
will ship the machine the same day, 

Tren, if you're satlsfied-—when you see for yourself what a 
ie fs yee need al quantity rlees. 
thin 


percentage basis, with prizes or 


balance C, 


money-maker tt ls—order as ma 
If not, just return the machine w 
money at ones, Remember, there ls ne obligation: All you need think 
of te: “Wil the GAME OF 1000 CHANCE: 


Encyclopedia of Pinball, Volume 1 





SZE 

16"x 18” x 64” 

Can he placed on 
counter, table or stand, 
Stand: 30” high. 


ay. That 


ACCEPT THIS 
“NO RISK” OFFER 
TODAY!! 


thle combinations are 


will vofund entire deposit at once. 


order to your request, and we 
dp. eeaaiue i. Try: 


days and we'll refund your 


A DIVISION OF 
pay bigger profits an my 


Another of the scarce countertop square-circle games, the O-Lett-O Novelty 
Company O-LETT-O was introduced in June 1932. The game was made in 
Chicago. —Dick Bueschel Collection 


appeal to merchants also who want a greater 
economy of floor space. The WHIRLPOOL 
game which led off in this square movement 
is still here in full force. SHOOTING 
STAR came forward to a surprising record 
in the low-priced field of this type of game; 
Peo’s DAISY, and the STEVO-BALL, from 
Kansas City, were among the next most 
prominent entrants into the square circle. 
Now there is an unusually impressive list 
of this type of game just recently announced. 
The makers of BALLYHOO have 
announced their new BALLYROUND; 
the Field Manufacturing Corporation (and 
Hercules Novelty) announces its BIG 
SHOT; Northwest Coin Machine Company 
announces SKIPPY; Watling Manufac- 
turing Company has announced its BLUE 
SEAL game; T-N-T is the explosive name 
for the new square type announced by Ad- 
Lee Company, and Tangent, Inc. announces 
its game called TANGENT. Square cabi- 
nets with circular playing fields and new 
adaptations of balls, holes, pins, wickets, 
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1000 Chaneese 


Without obligation or risk on your part, send $5 
wlth your sample order, and we will ship sample 
machine same day, balance C.0.D, Pat it on loca 
tion, Then, If you aro satlsfled, order at quantity 
prives. If not, return sample within 7 days, and we 


O-LETT- 


ILLINOIS 
7519 to 7577_S. GREENWOOD AVE., CHICAGO 
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$18 Sample Machine 
$17 ea., 5 Machines 
$16 ea., 10 Machines 
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etc. (are designed) to 
provide skill and luck in 
varying proportions.” !0! 
Time would alter the 
perception. “A tour of the New York jobbers 
recently revealed conflicting views about 
the new ‘square-circle’ games, some of 
which were quite amusing. One man would 
be crazy about the ‘square-circle’ games 
and another would say they are thru.”!° 
By the fall of the year, the kill was in. 
“The original WHIRLPOOL game in 
this field made quite a record. Then there 
was an attempt to revive the popularity 
of this type of game in the spring of 1932, 
but the mechanical defects in a widely 
advertised machine in this group tended to 
give the square-circle game a black eye. 
There are many who say that this type of 
game really has no special virtue of its own 
to merit extra attention. They are appar- 
ently difficult to build and there is likely 
not to be many models on the market. 
There are perhaps only two or three makes 
being given consistent promotion at this 
time, such as the Watling BLUE SEAL 
machine. Most of the square-circle games 
so far have made use of pins. It may be 
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en we ran our 
first ad on Joyball a 


few weeks ago we did 
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whether the game 
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ery day fet Joy- f 
is the most § 
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maker cee the day! 


Width, 25 i in. 
Depth, 25 i in. 
Height, 3614 in 
Nickel or Penny 
Play 


Z 
JOBBERS 


possible to break away from 
pins and develop an entirely 
new principle for these games, 
as was undertaken in the 
TANGENT. Otherwise, with 
a black eye in the beginning 
of their history and apparent 
manufacturing difficulties, 
they may have difficulty of 
maintaining their place as a 
distinct type in the trade.”! 

It’s not that they weren’t 
given a chance. They, in fact, 
got some of the best test loca- 
tions in the industry well into 
1932. “The LaSalle (Hotel) 
Studio Room is making good 
progress. The square-circle 
games are given prominence 
in this studio room, including 
the Watling BLUE SEAL, the 
Northwest SKIPPY and a 


A. beautiful machine. 
striped figured walnut. 


chute. 
construction . 


test—and only 


Charles E. Santos 
Sales Co. 
Royal Bank Chambers 


Cabinet: of eee 


Playing board 
of selected curly maple. Triple dog coin 
Front money drawer. 
lutely iol Bree! mechanism. 


Owl Mint 
Abso- Machine Co. 


¢ _¢ y 245 Columbus Ave. 
Rigid Beaton! Mase 


. But don’t judge Joy- 
by Bopearances alon 
worth-while test—isNapoleon Trudell 
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98 Rose Street 


MAKE FOR YOU!—and JOYBALL Burlington, Vt. 


has already proved a record breaking 


oney maker in hundreds of locations. 
At a Remarkably Low Price X. L. Sales & 
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COMPLETE 
WITH LEGS 


Service Co. 
306 Cranston St, 
Providence, R. I. 


5 to 10 Machines, $17.50 


10 or More, $16.50 
plus tax 


Get in touch with 


nearest jobber 
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RICHARD MFG: 


WINOOSKI -VERMONT: 


The Vending 

Machine Co. 

209 Franklin St. 
Fayetteville ,N. C. 


Rock-Ola 
Mfg. Co. 


Coin Operated 
Machine Co. Machines Co. 
17 S. Charles St. 217 W. 125th St. 
Baltimore, Md. New York City 


Oriole Coin 


Above: The Richard Manufacturing Company of Winooski, Vermont, was a late 
arrival with their June 1932 square-circle game JOYBALL. It was their first pinball 
game, and the first of many. —Automatic World, July 1932 


Below: Emergency time at the Chicago coin machine show. R. FE Doyle, president 
of Skilgames, Inc., makers of the square-circle WHIRLPOOL, rushed games to his 
distributor’s Whirlpool Sales Agency, Inc. booth in Chicago using the company 
plane. He was accompanied by “his private secretary, Miss Ruth Belle Fonda, 
and factory supt. D. M. Knoch,” leaving from Alliance, Ohio. —The Coin Machine 
Journal, March 1932 
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in February 1933, although a 
final trailer game came along 
in October called ROLL-A- 
POINT SR. introduced by 
the Biscayne Manufacturing 
Company in Miami, Florida. 
Attempts were made to bring 
the idea back over the years, 
but they never took hold. 

The mad rush for product 
didn’t abate. But where there 
were two or three available 
games that everybody wanted 
at the end of 1931, by April 
of 1932 there were hundreds. 
Competition entered the 
arena, and operators could 
finally pick and choose. That 
meant that some games would 
prosper while others would 
die. It also changed the way 
of ordering. 


WHIRLPOOL game.”!%% But it wasn’t 
enough, and the games died. After unsuc- 
cessfully attempting to market his square- 
circle BLUE SEAL of March 1932 and its 
jackpot payout PROFIT SHARING PIN 
GAME in January 1933, the situation so 


annoyed Tom Watling of Chicago’s Watling 
Manufacturing Company he saw to it the 
company never made another pinball game. 

The last significant game in the “Square- 
Circle” format seems to have been RACE 
TRACK introduced by A.B.T. in Chicago 
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“Pin games have become so universal 
in acceptance that many of the jobbers 
tell me they are not ordering advance stock 
anymore. Orders (from their operators) 
must be bona fied, which means, they must 
be accompanied by a cash deposit and a date 





of shipment before even the 
jobber will order the machine. 
They also gossip that very few 
manufacturers are making any 
money at all. Most of them, so they tell me, 
are lucky to get the tooling cost out of 
their product.”! 

That put a whole new complexion on 
things. If the operator now had to advance 
the money to get some games, and they 
had to ante it up out of pocket anyway, 
wasn’t there some way they could put it to 
better use and not pay the enormous profits 
the jobbers and pin game makers were 
making? Absolutely! Make their own games! 
All they needed was a box, some marbles 
and a shooter. They could hire a couple of 
girls to bang nails into a board and they’d 
be on their way and would never again 
have to wait for oversold deliveries. 

Literally hundreds of operators took the 
option, led into it by the pinball and 
component makers themselves. In order 
to find plus markets for the new castings 
and assemblies they were making for their 
own games, A.B.T., Buckley Manufac- 
turing Company, Amusement Device 
Company and others offered these parts 


The name is different; so’s the playfield, but the BALLYHOO influence shines through. 
This is HORSESHOES by the Jay Screw Products Corporation in Chicago some- 
time in 1932. —Dick Bueschel/Fred Fried Collection 


on the open original equipment market 
and encouraged local operators and small 
shops to make their own pin games. Even 
Ray Moloney reached out for this new 
market by offering the proprietary 
BALLYHOO coin slide to other manufac- 
turers through his Lion Manufacturing 
Company so that Bally wasn’t tarnished 
with the back alley business. Add to that the 
cabinet shops, and commodity suppliers, 
such as fastener and lock makers, and the 
whole world of industrial supply was avail- 
able to the operators. All they had to do was 
come up with their own games and the 
capability to produce them. 

While a very few of the budding operator- 
manufacturers got creative and made games 
with some unique features or graphics (which 
were usually picked up just as fast by major 
machine makers on a royalty basis) most just 
copied existing games, and often did a poor 
job of it. Sometimes the results were disastrous. 

“Very often we have all read reasons why 
it is not only folly, but expensive and 
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useless as well, to build your 
own pin games, but it 
remained for operators in 
Seattle, Washington, to find 
the real reason for sticking to games manu- 
factured by responsible concerns. During 
October the police arrested a merchant 
in Seattle for ‘operating a gambling device.’ 
This merchant had in his store a home-made 
contrivance that came under the general 
term of being a ‘pin game’ and upon which 
he was following the practice of awarding 
prizes for high scores as were all other 
merchants of the city in whose stores these 
games were located. 

“At the ensuing trial, which was defended 
by an attorney hired by the local associa- 
tion of operators, an attempt was made to 
show that the game was one of skill rather 
than one of chance. The owner of the 
machine who was likewise the builder, was 
called upon to demonstrate that it was a 


game of skill. In spite of all his bragging that 


it had a sensitive plunger, that he could place 
his shots at will by skillful manipulation and 
control, he failed dismally when attempting 
to demonstrate the point before the court. 
A. L. Young, storekeeper at 532 Queen 
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S on! BIGGEST MONEY MAKER OF TODAY rere’ <De 
The Pin Game With The Interchangeable Top £4 


Every Skill Ball Table covered with complete insurance for 1 year 
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| MEN! OWN YOUR 
Specifications | OWN BUSINESS 


© We Bt Sea 
; The Combination! Here is the op pustonity of 3 life- 
’ 1> i time to get mio a business of your 
v 5 i Pin and roo! ae own—to be your own boss. Skill Ball 
at hashed Hilt! my be operated as a iull or part 
Wer from solid walnut} ume business, You can start in this 


OPERATORS 
DON’T MISS THIS 


Here's a pin game that wil} make 
you more money per dollac invested, 
And not only Unat--it protects your 
myestment as well, Our exclusive in- 
terchangeable top feature enables you | 
to change from one pin game to an- } 
other at a very AAs expense. Wei 
have a farge selection of tops available j 
at all times. When the game on aj 
certain top scems to lag—pep it up j 
and make it an entirely new game | 
by inserting a uew top, i 


and carefully finish-} profitable business with au investment 
ed as a piece of} of as little as $ We finance you 
for the balance, allowing you to com- 


high grade furni- plete the reruninder of your invest- 


pin table in a few! ating their own Skill Ball Lables. 


SKILL BALL has multitudes of | 
new foot proof featurcs—features thar | 
climinate tienps and service calls. | 
Extremely simple in operation, Simply j 
Place the coin in the coin plunyer— | 
push ine-ind the board is cleared and 
the balls are ready for play. Pull 
back the pluuger--a ball is fed auto- 
auarics aye fet s€ xO and the ball is on 
play. Nothing could be simpler. Take 
a look nt the sturdy plunger--not 2 
spring im it to xer out of order, so 
raugred i: stand all kinds of abuse, The 
new simplified pos itive com action ts 
as foolproof us is possible to con- 
struct--rejeets 90% of all slugs. Veed- 
er couriters, register all coins played. 

The cabinets theniselves are rea) 
pieces of furniture, They are built to 
the highest standards of precision. 

We have an unusually attractive 
proposition for operators, Skill Bo alt 
Tables may be purchased on conveni- 
ent time payments, a small deposit in- 
sures debyery and the balance may 
be pind ont of carnings. Our financing 
plan is the most unusnal in the in- 
dustry. Write or wire at once for our 
plan or if convenient call at our office. 

SD > OX Greer 

We take pleasure in announcing the | 
appointment of a new diatributor for 
fowa and Nebraska, 


GRUND NOVELTY Co. 
421 E. Walnut St. 
DES MOINES, IOWA 


They will be glad to answer any in- | 
quiries from their territory. 


Distributors Attention!! 


We have an unusually attractive 
proposition to offer distributors sell- 
ing merchundise to cigar stores, res- 
taurants, hatels, clubs, drag stores, 
ete. We have a special exclusive states 
rights proposition still available for 
certain territories, 
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COMBINATION 


SENIOR 


PIN TABLE 
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KG 3 Sneath 


PIN & POOL TABLE LY AV cceaeeton 
$89.50 yA fav" haf i 


5 | 
/ Reet | Saver ma! | 


STANDARD GAMES DEPT. 


4th Floor Randall Building 


$69.50 JUNIOR 
SESE j PIN TABLE 


Offices - 729 So. Wabash Ave. 


a a m e O f a m e S ie r ture. Inte rchange- | nient out of earnings, We are putting 
able from pool to! new men in business every day oper- 


STANDARD TABLE CO. 
oS General 


prospective purchasers of our cquipment. 
Our advertising is producing thousands of 


Telephone: Harrison 2760 - Extension 122 


CHICAGO, ILL. 


Reports, from operators indicate that 
minutes. Co MCS) the minimum carnings per table from 
complete with all) tye average location are about $5.00 
accessories, — balls,) per week net. On the other hand we 
cues, ete. } hear numerous reports of tables that 
farc domg $65 and up gross business 

Top Size 23 by per week, We have a table placement 
40 inches. service and if you wish we will place 
the tables for you in good moncy 

The Senior Pin making catns. nels if your op- 
qn portunity to get in this fase money 
Foble has a top Ze) snaking business and secure your 
2394 x 42% inches} share of the millions of aickles being 
and the = Janior! played in the pin games, Wire or 
Table 18 x 38} Write for a definite proposition for 
inches: your territory, As we protect our 
operators’ territories, all offers are 


All tables may be) *biect to aa ot 
eset) Locations Welcome 
ct dat woss| Skill Ball as a 
boxes. All four | source of extra 
profits 


table legs are equip- | 
ped with adjustable : 


sever so cha the The field is unlimited. Hotel lobbies, 
¥: Ciubs, Railroad Stations, Restaurants, 
on the most umeven : : Drug Stores, Bowling ‘Alleys, Dance 
floor, i Halls, Cigar Stands, Bus Stations, 

Markets, and all other places where 
Interchangeable j | people go or congregate, ~The Skill 
tops are available Ball plan reatly : puts pee location 

exact in partnership with the opera- 
for all tables in| (i Roth fake more money than by 
numerous designs at ite old methods, Location Owners—if 
$5 each. All prices | you haven't Skill Balt in your place 
F.O.B. factory. i let us know, and we will have our 

} nearest operator show you the way to 
imore pin game profits. 


Salesmen Wanted 


We want salesmen in every part of the 
United States not now covered to contact 


inquiries that must be handled by personal 
call, Only high type men of larger earn- 
ing capacities will be considered. Please 
give complete history in first letter. 
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Avenue, was fined $25.00 by 
acting police judge Jacob Kalina 
yesterday, when Kalina held 
that the ‘pin and marble’ game 
he had in his store was a game 
of chance and not skill. If Mr. Young 
had only been fined and the rest 
forgotten, Seattle operators would 
not have any grudge today, but as a 
direct result of the conviction, the city 
authorities ordered every pin and 
marble table in Seattle removed or 
destroyed. This was stopped only 
when the association secured an 
injunction restraining the police from 
destroying their property until a 
proper hearing could be held. 

“It is conservatively estimated that 
there are more than 3,000 games 
being operated in Seattle with an 
average gross weekly income of $10.00 
each. One-third of this is paid out 
in premiums, one-third goes to the 
store owners and one-third to the 
operators. therefore it is easily seen 
that Seattle operators, about 100 in 
number, suffered a net loss of more 


than $7,000.00 a week because of 


A Nationally Kowa Organ- 
ization Offers Coin Machine 
Operators Sound Security 


Plus Amazing Profits 


Made possible thru the Standard Games Dept., 729 S. Wabash Ave., Chicago, Hl. 
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proven 
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builder 
and profit 


maker! 


All our resources with plants + 
in Chicago, Ill; Crawfords- 
ville, Ind.; and Peru, Ind.; 
are back of this amazing offer 
to give you additional con- 
fidence and security. 


SALESMEN, 
OPERATORS, 
DISTRIBUTORS! 
INVESTIGATE 
OUR PROPOSITION © 


You do 
not take 
any chances 
when you 
invest in 
our 


Product. 


Wee it has already 


been proven. 


Let’s prove 


it to you. 


SALESMEN, 
OPERATORS, 
DISTRIBUTORS! 
INVESTIGATE 
OUR PROPOSITION 





New pin game makers came and went as fast as they could run an ad, not even 
recouping their tooling expenses. The Standard Games Department of the Stan- 
dard Table Company division of A. L. Randall Company of Chicago introduced 
six games and boards in February and March 1932. They never made another 
game. —Automatic World, March 1932 
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the greed of ONE operator 
who believed he could build his 
own machines cheaper and 
better than he could buy them. 

“Many games that have 
appeared in the past have had all 
the elements of success but for the 
most important feature—the ball 
plunger or shooter. Far too often 
we find games almost absolutely 
worthless because these plungers 
are anything but precise and in 
many instances operators are 
compelled to purchase new plungers 
from reliable manufacturers that 
will permit greater skill being exer- 
cised by players.”!% 

The matter was finally resolved, 
with the operators allowed to keep 
their games in place as “amusement 
games,” eliminating the prizes offered 
for top scores. In any event, the 
message had been made, and the 
home made manufacturing tapered 
down. One reason was the uncounted 
expense, and risk. “The manufac- 
ture of coin machines represents 
one of the greatest gambles of modern 
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Now Available 
To All Manulacturers 


TRIPLE-TUMBLER 





Encyclopedia of Pinball, Volume 1 





Coin Chutes 





Finest Made 


Slug ejecting, magnetized coin 
chute GUARANTEED FOR 
ONE YEAR. Cannot be played 
with toothpicks, washers or other 
spurious coins. Provided in 
either five or one cent type. 
Finest made chromium plated 
housing. 


Previously Priced at 
$2.50 Each 


Now! 
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BALL SHOOTERS 


Most Sensitive 
‘BALL SHOOTER 


Ever devised for this type offn ma- 
chine and enables the player to 
develop a high degree of skill. 
Made of nickle aluminum highly 
polished drill rod actuated by a 
spring of the finest music wire 
which will NOT lose its tension. 
The knob is chromium plated, 
fiber tipped, penned into shaft 
so that it locks and cannot loosen 
or come oft. GUARANTEED 
FOR ONE YEAR. 


Can be used on Favorites, Bal- 
lyhoos, Rainbows, Oh Yeah and 
practically every type of pin 
game in the amusement line. © 


Thousands and thousands of Ballyhoo machines have been placed on location... and 
there has not been a single complaint about the coin slide with which this popular game 
is equipped. 

That's because the coin slide on Ballyhoo was especially designed to reject everything 
except genuine U. S. coins. It cannot possibly be operated with matches, toothpicks, 
cardboard, cellophane, metal shims, wire, slot machine slugs, iron slugs or by any other 
popular cheating method 

The magnet on this pertectu’ coin slide is twice as heavy and twice as powerful as that 
used on other coin slides . .. this means a positive rejection of all iron and steel slugs. 
Even brass and aluminum slugs will not pass through this improved coin slide unless 


Reduced to 


$1.50 


(In Lots of 10 or oars) 


they are of the exact thickness of a coin. 


This triple-tumbler, cheat-proof coin slide . . 
be cheated in any manner. 


tors at a much lower price than is usually asked for ordinary coin slides. This new coin 
slide may be had for either penny or nickel play. Write today for lowest prices. 


Write for Amazing Low Prices 


Lion Manufacturing Co. 
Chicago, Hil. 


BOB. Il W. Erie St. 
@ 








business. Hundreds of operators who were 
under the impression that the coin 
machine manufacturers were making a 
lot of money were sadly disillusioned and 
learned the expensive truth after a fling 
of their own. The percentage of successes 
in the coin machine manufacturing busi- 
ness are very low. The causes of failure are 
many. Even if an operator has a machine 
which will meet public approval the prob- 
lems of finance, development and compe- 
tition are prohibitive. Operators who 
nurse the hope that some day they will be 
manufacturers had better think twice 
before entering the manufacturing busi- 
ness, as the field is overcrowded. A good 
operator can make more money operating 
than he can experimenting with the 
mysteries of production.” !°? 


. the only slide we know of that cannot 
. may now be had by manufacturers, jobbers and opera- 





Chicago, Ill. 








Left: The Coin Machine Journal, May-June 1932 
Right: Automatic World, May 1932 
Center: Automatic Age, July 1932 


The economy wasn’t getting any better, 
and if anything by the spring of 1932 the 
Great Depression had only deepened. 
Bankruptcies climbed to almost 20,000, 
and even California’s Lockheed Aircraft 
Company went into receivership, with 
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$1.00 | 
"75 cach (Lots of 50) 


SOc each (Lots of 100) 


Buckley Manufacturing Co. 


2156-58 W. Washington Blvd. 
Telephone West 1306-1307 


U.S.A. 


the whole corporation picked up by 
investors for $40,000. Automobile sales 
dropped to just barely over a million, 
down from five million in 1929. The 
average weekly income, for those that 
were working, dropped to $17, and the 
stock levels for the Dow Jones Industrial 
Average plummeted to 41.22 on July 
28, the lowest it would ever go. 

But for some 1932 was a year of hope, 
if not prosperity. With luck it would 
continue, provided pin games weren’t a 
brief passing fad. Most thought they were. 
But some didn’t: “Of course the great 
pell-mell spell that pin games have been 
enjoying will simmer down to some extent, 
but the pin game is here to stay. Why? 
Listen, brother, you know why. It’s real, 
it’s different and it affords that some- 


EXTRA STRONG 
MAGNET E@cTS 
STEEL SLUGS 


“ON 


it 


Quvanvis 


SHAPED STAMPING 
SCREWED AND RIVETED 
TO MAIN FRAME 


A Box, Some Marbles and a Shooter 


THIS UNBR ABLE STEEL 
DOG PREVERTS USE OF 


“STEEL OR BRASS WASHERS 


SIZE OF COIN 
HOLE MADE FOR 
PENNY, NICKEL, DIME 
OR, QUARTER, 


CHUTE CANNOT BECOME LOOSE 


DIE CASTED 


FACE PLATE. 


TRIPLE TUMBLER 
PROTECTION. 


MADE FOR PENNY INDIVIDUAL 


NICKEL OR. DIME 
TUMBLERS 


thing which the boys are 
always seeking and have 
been seeking for 1,932 
years. Pin games are not 
what we should or would 
term a ‘passing through 
amusement game.’ Not by 
a long shot. Operators 
should stop talking death 
for any game. Pin games 
have been so good operators think it 


just can’t last. Sure they will last. Why 
not?”108 
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95 United States Design Patent DE 87,748, DESIGN FOR A 
COIN CONTROLLED GAME APPARATUS, Meyer Horwitz, 
Baltimore, Maryland, Application February 10, 1932, Patented 
Sept. 13, 1932. 
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Above: A.B.T. Manufacturing Company of Chicago, 
a major pin game maker, offered a full line of coin 
chutes and shooters for do-it-yourself pin game 
builders in this March 1932 mailing stuffer. These 
components had been developed for their own 
games. —Courtesy Eric Hatchell 


Below: The Coin Machine Journal, May 1932 
The Coin Machine Journal, July 1932 
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THE WATCH DOG 
of Your Coin-Operated Machine 


A.B.T. MANUFACTURING CO. 


3311-19 CARROLL AVENUE 
CHICAGO, ILL. 
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FIVE STAR not so FINAL 


A good game was merely the 
price of admission to the pin 
game business. It took a lot more 
than that to be a successful manu- 
facturer, requiring the manage- 
ment skills to provide assurance 
that you can come up with a 
desirable game, make and market 
it, deliver in the quantities ordered 
on time and make a profit in the 
process. If any one of these steps 
is missed or misapplied, the whole 
pyramid tumbles. And each one 
branches. Producing the game 
alone requires knowledge, design, 
production engineering, space, 
staff, the right machinery and 
raw materials, assembly, packing 
and shipping and the people skills 
to make every employee want to 
do their job well. Every other 
step is just as complicated. 

Wherever he gained his acumen, 
David C. Gottlieb was a genius 
at putting all of these pieces 
together. “David Gottlieb’s father 
was the original Sam The Tailor, 
in Milwaukee, in the Lithuanian 
neighborhood. Dave and his four 
brothers were in World War I, so 
their father had 5 stars in the 
window. Dave went to the University of 
Minnesota. He started in the family busi- 
ness, then went off on his own and moved 
the family to Dallas.”! 

Most likely his management skills were 
picked up at the U. of M., which he left to 
become a salesman, as well as at the knees 
of his cloth measuring and cutting father 
who got the most out of a yard of mate- 
rial. They were to be finely honed in the 
college of hard knocks in Dallas, Texas, 
where he was operating a string of counter 
games and slot machines. Just as Texas was 
closing down on the slots, Dave bought 
the rights to a counter grip machine. He 
checked with his boyhood friend Al Walzer, 
from Milwaukee and their college days, at 
a time when AI was just beginning to make 
it big with a large amusement machine 
called HOOT MON GOLF 

As the story goes, “When 25 years of 
age Al sat one day in the lobby of the 
Radisson Hotel, Minneapolis, and...listened 





David C. Gottlieb, the man that started a pinball boom. Twice. First 
with BAFFLE BALL in November 1931, revitalizing pin games with 


FIVE STAR FINAL when it was announced in June 1932. Gottlieb is 
the leading figure in pinball history. —Courtesy of Alvin Gottlieb 


to the jingle of silver coins in the pockets 
of the hotel guests as they paced back and 
forth across the lobby. One year later a six- 
figure fortune had dribbled into the pockets 
of Al Walzer, siphoned there from the 
pockets of thousands of guests of...famous 
hotels...and transatlantic Cunard liners.”!!° 

Walzer applied for a patent on the 
machine, with the first example placed on 
location in August 1927, at which point the 
money started to roll in to his Popular 
Games, Inc. company in Minneapolis. By 
late 1927 HOOT MON GOLF was being 
sold out of a sales office in Chicago. When 
he was consulted Walzer suggested that 
Dave move north to Chicago and make 
the grip machine himself. As an added 
incentive to make the move Walzer advanced 
a loan to his friend to get him going, and 
lined Dave Gottlieb up with the suppliers 
he needed in town to start making machines. 

So in 1927, “Dave Gottlieb came to 
Chicago when he decided to make machines 
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because all the major tool, and 
die makers and casters were in 
Chicago. The game business moved 
so fast that it was only in Chicago 
that they were able to get the 
(constantly changing) parts they 
needed.”!!! Gottlieb first subcon- 
tracted his grip test to a machine 
shop owned by Charles Chizewer 
located at 652 West Lake Street 
just across the Chicago River a 
few blocks to the west of Chicago’s 
downtown business district. “We 
made anything, and if people 
wanted something they would 
come to us. One day a man walks 
in off the street, and he was Dave 
Gottlieb. Gottlieb made his money 
in oil in Texas. Then he came up 
here. He had a coin machine, a grip 
tester. He wanted to make a 
hundred machines, and asked if we 
could do it. We had to engineer 
everything that came in, and we 
never charged for engineering. 
We figured we’d make it up as we 
went along. So we said yes, and had 
to do a lot of work on it. We made 
a hundred, and they went real 
good. So he came back, and then 
we made another hundred. We 
kept on making them in 200 and 300 
batches. It looked like a real good busi- 
ness, the coin machine business. 

“One time my father and mother went 
on vacation, to South Haven in Michigan, 
or somewhere, and Dave Gottlieb came 
over to the plant while they were gone. 
He had free access to our floor, he was such 
a good customer. He convinced our foreman 
on the grip tester to join him and he opened 
up a little manufacturing place himself and 
he made them after that.”!!2 

Gottlieb started out with a sales office at 
19 South Wells Street, about half a mile away, 
and being a great believer in distribution, 
advertising and merchandising, he lined 
up jobbers with his connections in Chicago, 
Minneapolis and Dallas, as well as San 
Francisco, and started to promote his grip 
machine. One of his Chicago distributors 
was the Lion Sales Company, better known 
as the Midwest Novelty Company, headed 
by another young man his same age (they 


were born only months apart) named Ray 
Moloney. They became, and remained, life- 
long friends. 

Gottlieb soon relocated to 2,000 square 
feet of industrial loft space at 159 N. Jefferson 
Street, just around the corner and a little 
over a block away from Chizewer. In reac- 
tion to Gottlieb, Chizewer modified the 
hand grip machine and brought it out as his 
own HERCULES grip test in February 
1929, having renamed his company the 
Hercules Novelty Company after its first coin 
operated product. 

It was at Jefferson Street that D. Gottlieb 
& Company first began producing their 
own machines, starting with the HUSKY 
GRIP GAUGE, and adding the MAJESTIC 
MOVING TARGET counter gun game at 
the end of 1929. They soon needed more 
space, so in 1930 the move was made to their 
own building at 4318 West Chicago Avenue, 
just in time to greet a worsening Great 
Depression with 5,000 square feet of produc- 
tive space that needed to be filled. Hard work 
and aggressive promoting did it, with D. 
Gottlieb @ Company having a line of six 
items by the summer of 1930; the HUSKY 
erip gauge, MAJESTIC MOVING TARGET, 
a universal machine stand, and the JIFFY 
PENNY COUNTER, LITTLE JACK and 
TRIP-L-JACK payout jacks machines, 
although the latter two or three items may 
have been made elsewhere to be jobbed 
by Gottlieb. 

On January 17, 1931, Dave Gottlieb 
made a bold move when D. Gottlieb & 
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Above: Gottlieb’s first factory building and second 
manufacturing location. Located at 4318 W. Chicago 
Avenue in Chicago, D. Gottlieb @ Company occu- 
pied it in 1930. It provided 5,000 square feet of factory 
space, more than double the 2,000 square feet available 
at 159 N. Jefferson Street. —Courtesy of Alvin Gottlieb 


Right and following two pages: The game announcement 
to end all announcements. FIVE STAR FINAL was popped 
on the market by media advertising and direct mail on June 
1, 1932. Two models came out at the same time, JUNIOR 
and SENIOR. The ball lift, Gottlieb’s first, ended high ramp 
shooting and gave the player more control over ball speed 
and placement. The Figure-8 playfield was widely copied. 
—Dick Bueschel Collection 


FIVE STAR not so FINAL 


Company entered into an agreement with 
the Peo Manufacturing Company in 
Rochester, New York, to produce a game 
called MINIATURE BASEBALL, utilizing 
Howard Peo’s patented WHIRLWIND prin- 
ciple. By late 1931 Gottlieb was making 
CHUCK-0-LUCK, another WHIRLWIND 
style game with five interchangeable fronts. 
It was at the height of this success when D. 
Gottlieb & Company, by now well funded 
with a proven track record, reached an 
agreement with the Bingo Novelty Company 
in Chicago in September 1931 for the 
production rights to Nathan Robin’s pin 
game BINGO, a current fad machine. It 
was exactly the same kind of deal he had 
made with Howard Peo eight months before. 
Pin games were just games like any others, 
and they had no special significance to 
Dave Gottlieb other than the fact they 
seemed to provide good money making 
potential for his firm. 

The immediate and enormous success of 
BINGO, and Gottlieb’s opportune switch 
to BAFFLE BALL in November in order 
to avoid potential legal difficulties over the 
game once Nathan Robin took in new 
partners, changed all that. In company 
with Keeney & Sons, who also made 
BAFFLE BALL, Gottlieb finally had his 
own game that would make use of the raw 
materials he had advance ordered for 
BINGO production. By the end of 1931 
BAFFLE BALL was the hottest game in the 
industry with the small Gottlieb factory 
working around the clock in shifts to turn 
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out up to 400 games a day. 

“So great was the demand for BAFFLE 
BALL that Gottlieb had to look about for 
a new method of production. For the first 
time they applied the mass production 
methods of the automobile manufacturers. 
The coin machine industry had taken a 
great step forward.”!!3 In a mere ninety 
days Dave Gottlieb had become the first mass 
marketer of pin games. The fallout also 
gave him money to invest in the future. 

Only superior management of resources; 
models, money, materials and men could have 
made that possible. That was the Gottlieb 
gift. Plus his willingness to tackle anything 
with vigor. “He was short, and very dynamic. 
He moved fast.”!!4 This trait could be seen 
first in the boy and later in the man. The 
caption under his high school annual picture 
says “Little. But, oh my!”!!° It could hardly 
have been said better. 

In the middle of the pell mell maelstrom 
of the coming of pinball, Dave Gottlieb 
established an unmatched direct distribu- 
tion network, cleaned up his small factory 
and turned it into an efficient production 
unit, made the product decisions and directed 
his marketing activities. He made five of his 
direct sales facilities—Pittsburgh, Los 
Angeles, Minneapolis, Dallas and of course 
Chicago—factory branch offices supported 
by a warehouse to insure immediate order 
processing and rapid game delivery. “The 
Gottlieb firm is shooting for the very latest 
methods of modern business into its orga- 
nization by expanding with direct factory 


THE LAST WORD 
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branches, and having these branch managers 
come to the home office at regular inter- 
vals. This close contact between the home 
organization and the field force is having 
its results in sales.”!16 

Time and motion studies were conducted 
to get as much out of the factory as possible. 
An industry reporter noted that “Three 
years ago I visited D. Gottlieb © Company 
when the firm had just moved to the new 
building out on Chicago Avenue in Chicago. 
That was a big step to get more room for a 
step up in production on the newest Gottlieb 
machines at that time. Last week I called again 
(and) found Dave the same quiet man, busy 
and keeping himself in the background 
while he takes pride in pushing the prod- 
ucts of his plant to the front. The advances 
in the plant and equipment are quite impres- 
sive. A building that three years ago seemed 
like a lot of extra and unused space is now 
systematically filled with modern machinery, 
and it is evident there has been careful 
planning to make good use of every bit of 
space without crowding. It was especially 
noticeable that some of the very newest 
drill presses and other massive machinery 
had been installed to produce the best type 
of machines at a good rate. 

“Dave himself is ‘one of the boys’ to all 
the employees who work in his plant. He 
is on the floor a good deal to help super- 
vise the production of Gottlieb prod- 
ucts.”!!7 In product decisions, he was always 
careful to stick to his own engineering, 
and have clear licensing agreements in 
the case of outsourced machines. “Dave 
Gottlieb had a saying: ‘Never bite on 
anything that can talk.’ We were always 
worried about lawsuits.”!18 Yet this conser- 
vative approach to product did not restrict 
the firm to conservative products. D. 
Gottlieb & Company seemed always willing 
to take a chance. 

Gottlieb went into the massive 1932 
Chicago coin machine show, where pin 
games virtually took over the exhibit halls, 
with a strong hand in BAFFLE BALL. They 
would have had a strong show even if they 
had shown nothing else. But Dave Gottlieb 
was willing to step out in front with other 
firsts to his credit, which the entire industry 
soon followed. “With BAFFLE BALL he 
introduced the ‘Senior’ and ‘Junior’ idea. 
A counter or stand size for locations that 
preferred the smaller size; and a big, jumbo 
size for more profitable locations.”!!9 PLAY 
BOY, a card playing pin game, was quickly 
copied by others. 

Gottlieb even reached beyond coin-ops 
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The Game of Swift 
Dynamic Action! 


T’S OUTI—FIVE STAR FINAL... the most remark- 

able pin game the coin machine industry has 
ever seen! Brand new! Startling and original! Snap! 
Speed! Intensely fascinatingi—That’s FIVE STAR 
FINAL in a nutshell! 


FIVE STAR FINAL action is new, dynamic and breath- 
takingly swift! It has an inherent power that 
sweeps all amusement games aside ... an ava- 
Janche of thrills that compels steady play and 
builds up unheard of profits! 


The Last Word in Coin Machine Thrills! 


Drop a nickel or penny into the cheat-proof coin 
slot... touch the Ball Lift and up comes the ball 
right on the level of the playing field! Release the 
precision, sensitive plunger and zoom goes the 
ball! Watch it sweep around the field... revolv- 
ing! ... rotating! ... 


kneed and satisfied! 


The Last Word in Quality and Beauty! 


Words are inadequate to properly describe FIVE STAR FINAL! You have to see the NEW Triple 
Dog Magnetic Coin Slot that makes slugs, tooth picks, cardboard, wire, matches, etc., strictly 
taboo! You have to touch the NEW Ball Lift to appreciate its simplicity and its gaming 
advantages! You should release the NEW smooth-working, finger-tip control Plunger! You’ve 
got to see FIVE STAR FINAL to grasp its long, beautiful playing field of rich colors and brilliant 


aluminum track! 


Why not see FIVE STAR FINAL and be convinced? It will be sent you on a7 day guarantee! 


Rush your order today! 


reversing! .. . trickling! .. . bouncing! . . 
themselves! Rousing excitement studded with electrifying sensations leave the player weak- 


WE MARKET 


_ Ee, 


~ 2 oe 
v - 


. rebounding! Thrills unreel 


at a price that is 


SPECIAL OPERATOR’S PRICES 


FIVE STAR a | 50 LOIsiOt Si es tate ee $15.00 
LOts:OF (Oro ieee cioesc cise 14.00 
Fl N A L ° J rf. Sample eae. Se with order—certified check. Balance C.O.D. 


searching for new marketing opportuni- 
ties, showing JUNIOR and SENIOR models 
of his BAFFLE BALL HOME GAME of 
December 1931 at the show. “He made up 
a small pin game for home sale which was 
sold through the department stores in 
Chicago and other cities. At Christmas 
time the price was $7.50 and the buyers of 
two of the largest stores in Chicago stated 
that it was the most popular game that 
they carried before Christmas and that they 
could have sold twice as many had they 
been able to get them.”!2° 

He also had the audacity to offer an elec- 
trical game years before this power was 
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considered for moving pin game features. 
The game was called NERTZ and was devel- 
oped by the Geordan Corporation of 
Milwaukee, Wisconsin. Through his close 
Milwaukee connections, Dave Gottlieb 
was able to obtain the national distribu- 
tion rights, and showed it at the Chicago 
show. It may have been ahead of its time, 
but it made an impression. “This NERTZ 
game was the ‘nurts’ alright in the opinion 
of hundreds of operators. Players shoot the 
ball at the time they think they have it 
timed properly with a revolving motor- 
driven dial. This dial has two large parti- 
tions labelled ‘Nertz’ holes which do not score 


FIVE STAR FINA 


Junior 


Sample 


Wood Stand $2.0 
Metal Stand $2.06 


FIVE STAR FINAL, Jr.—The game that 
Includes many desirable features of Se 
dog magnetic coin slot that accepts 
sensitive plunger that encourages ski 
which brings ball to playing field lev 
10 steel and 10 marble balls. ic or 5c¢ 


exceptionally low! 


MACHINI 


SATISFACTIO 


Test FIVE STAR FINAL in your toughest 
time you are not pleased for any rea: 
us, express prepaid, and your compl« 
keep all profits that the machine ear, 


Length 45” 
Width 22” 


FIVE STAR not so FINAL 


As New As 


Tomorrow’s 


Newspaper! 


‘ill soar to new profit heights! 
nior model such as NEW triple 
only legitimate coins; NEW 
| development; NEW Ball Lift 
el in an instant. Two sets of 






FIVE STAR FINAL, Sr—A magnificent game for 

choice locations! A knockout in every sense of the 

word! Tamper-proof magnetic slot. Extra long play- 

ing field that packs in dynamite thrills! Polished 

aluminum track encloses a pattern of rich colors. Each game is fur- 

nished with 10 steel and 10 marble balls. Use either kind. 1c or 5c 

play. Double thick plate glass. Handsome walnut finished cabinet. 

slay. Quality in every detail— Chromium-plated hardware throughout. Level adjustment legs. Built 
Choice of 5, 7 or 10 balls. like a skyscraper. A great value that cannot be duplicated anywhere! 

Terms: 34 with order—certified check, balance C.O.D. 


Se 


67 JOE 


N GUARANTEED 


MERIT CONEY = 


1 BOS 





if the ball enters them. Smaller portions 
of the revolving dial bear scoring numbers. 
‘It’s quite a trick to score very high on this 
one,’ says Dave.”!41 

Subsequent games after the February 
show revealed a strangely cautious atti- 
tude, almost as if Dave Gottlieb thought it 
would all end any day now. The trade media 
didn’t help the situation much; “Manu- 
facturers and operators are getting scared 
of pin games before the public begins to 
show any real tired feeling about them. It 
is a wise idea for the trade to begin looking 
about for something to take the place of pin 
games in case a sudden decline in public 


SPECIAL OPERATOR’S PRICES 


if at th nd of th 
docatien tor 7 days: atthe “enc of tint FIVE STAR $ 50 Lots Of 955 cco lrecteciaiest $35.0 
ite purchase price will be refunded. You FINAL. Sr Sample rots ol Ww SE OOTLC PRES ree Lie 
. S erms: with order—ce check. Balance C.O.f 


patronage shows up.”!?2 


The games still didn’t have a class name. 
In the beginning they were called marble 
tables or bagatelles, with the names whif- 
fleboards and bagatelles remaining in 
common use by the press and local taxation 
units well into the 1930s. The industry 
seemed to stabilize on the nomenclature 
pin games by the beginning of 1932, but it 
would be a year or more before the appel- 
lation pinball would take hold. 

At Gottlieb PLAY BOY SENIOR and 
MASTER PLAY BOY extended the sizes and 
models of the PLAY BOY card game, 
somehow leading to WHIZZ-BANG of 
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April 1932, a counter game about the size 
of BALLYHOO that could also be had with 
cabinet matching squared wooden legs. It 
was the Gottlieb concession to the domi- 
nance that Bally had achieved with their 
first game, and marked a turning point for 
the company. While Gottlieb tipped their 
hat to the current Bally success with WHIZZ- 
BANG with its three wildly colorful convert- 
ible tops, all with playfield bottom paper that 
closely approximated the BALLYHOO 
look, they never did it again. WHIZZ- 
BANG was the last “old” Gottlieb game, 
and what was coming up would be the 
beginning of a wholly new look, immedi- 
ately leading to an industry dominance 
that endured for almost 40 years. 

While it was out with the old and in with 
the new at D. Gottlieb & Company, the 
industry and the operators didn’t realize it. 
So when almost two months went by before 
advertising broke for the next new product 
with the word “FINAL” in big block letters 
on the front page of its flyer, and the copy 
block “The Last Word In Pin Games,” you 
could hardly blame them for thinking Gottlieb 
was turning his back on the games and the 
boom was over. What they didn’t realize 
was that for Dave Gottlieb this wasn’t an end, 
but an aggressive new beginning. With one 
game D. Gottlieb & Company would give 
the business another leap forward, taking 
the games on an even bigger jump than the 
last time around. The age old adage (that 
survives to this day) was still true: all that 
is needed is one good game. 

The announcement started as a ripple 
with small space teaser advertisements in 
the May trade media that said only “Coming 
June Ist. FIVE STAR FINAL. D. Gottlieb 
& Co.” mostly inside a big star. And that 
was all. The ads broke in the June issues of 
the trade press, and in The Billboard on 
June 4, 1932. Both countertop FIVE STAR 
FINAL JR. and FIVE STAR FINAL SR. 
table models were introduced at the same 
time, with careful avoidance of the 
BALLYHOO size, with even the countertop 

JR. version larger. It was an immediate hit. 

“On June 4th...the coin machine world 
was startled by an elaborate advertising 
campaign, heralding a new type of coin 
machine, a new playing principle that 
multiplied fascination and suspense, a new 
design of playing field. It was FIVE STAR 
FINAL! A radically different game with a 
new double field, figure eight action. It 
‘clicked’ instantly with operators, locations 
and playing public. It swept everything 
before it, earning new profits from opera- 





The two center production lines at Chicago Avenue are turning out the HUSKY GRIP 
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GAUGE circa 1931. 


The MAJESTIC MOVING TARGET line is along the far right side. Shop foreman Joe Srodulski is going 
over drawings in the foreground. This is where BAFFLE BALL was produced over the winter of 1931-1932 
working night and day shifts to produce 400 games a day. —Courtesy of Alvin Gottlieb 


tors and so widespread became its popu- 
larity that soon foreign distributors in 
England, France and Germany clamored 
for the game that made such a hit with 
Americans. Establishing continental jobbers, 
D. Gottlieb & Company’s exports became 
an important phase of their business. In 
numerous locations both here and abroad, 
FIVE STAR FINAL is a top-notch profit 
earner and receives a good portion of play 
in spite of newer games alongside.”!29 

From FIVE STAR FINAL forward export 
sales took a major portion of Gottlieb pinball 
production. Arrangements were also made 
to have the game produced in Canada under 
license by Canadian Games Manufacturing 
Company in Winnipeg, Manitoba, with 
production starting in October. 

It was strange that the “FINAL” name 
would suggest an end to something when 
in reality it was intended to indicate some- 
thing new, and the very latest. William 
Randolph Hearst had two “yellow jour- 
nalism” newspapers in Chicago—the Chicago 
Herald and the Chicago Examiner—with 
the Examiner having a last “5 Star Final” 
edition in the evening containing the latest 
sports news and stock market reports. Even 
the Gottlieb FIVE STAR FINAL adver- 
tising and flyer shows a newspaper in the 
graphics and carries the subhead “As New 
As Tomorrow’s Newspaper.” The 1931 
movie version of the hit play “The Front 
Page,” written by the playwright team of Ben 
Hecht and Charles MacArthur, both former 
Chicago newspapermen, showed that the 
rush to get news into the 5-Star-Final was 
an absolute necessity of newspapering. 


At least one publication captured the 
significance of the name when they wrote 
“Have you ever noticed the excitement 
around a newspaper office when that news- 
paper beat its competitor to the street with 
the first final and complete edition covering 
some special event. Boy, what a commotion. 
People in the streets jam and crowd around 
to buy their copy and get in on the dope. 
Well, Dave Gottlieb and his crew...were at 
the same pitch when the first edition of 
his newest game hit the streets, and Dave 
promptly christened it with the name he 
thought most appropriate—FIVE STAR 
FINAL. And now Dave says ‘Wuxtra! Here 
it is. Get the dough.””!24 But the industry 
experts and operators, probably already too 
busy with their pin game locations, missed 
the meaning and the rumors began. 

As for that fabulous figure-8 playfield, 
the moment news of it hit the street, before 
the game was even delivered, it was copied 
everywhere. Almost instantly. New games, 
and replacement playfields, all aped its 
inventive ball movement. The first June 4 
advertisement in The Billboard said FIVE 
STAR FINAL was “The Game of Swift 
Dynamic Action!” By June 18 the head 
had changed to “Original Idea! Swift 
Action!” and by June 25 copy had been 
added to say, “Buy The Original. ‘They 
copied all they could follow, but they 
couldn’t copy my mind, and I left them 
sweatin’ and stealin’, a year and a half 
behind.’ Brains Originate. Parrots Imitate.”!?° 

After that the advertising urged opera- 
tors to buy the original double-field game. 
Because of its shape, many operators swore 
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Joe Srodulski, shop foreman, left, and David C. Gottlieb, 
the boss, at right. Working closely together, these two 
men worked production wonders inside of the small 
Chicago Avenue plant. —Courtesy of Alvin Gottlieb 


that Gottlieb made a game called FIGURE 
8, but they never did. With FIVE STAR 
FINAL Dave Gottlieb regained the high 
road, and he was just getting started. Others 
tried to tag along, and this time Bally copied 
Gottlieb, bring out their figure eight play- 
field SCREWY the same month. So did 
Butler Specialty of Chicago with their 
FIGURE 8,; Atlas Manufacturing Company 
of New York City with SQUIRLY; A. & M. 
Vending Machine Company of Brooklyn 
with an exact duplicate, playfield stars and 
all, with JAZZY; Bingo Novelty with SIX 
STAR BINGO the next month to be followed 
by others. One of the copycat game makers 
was the Hercules Novelty Company, making 
both a game and a BAFFLE BALL replace- 
ment board called FIGURE-8 by July 1932. 
“We made new faces to put on other games. 
We made one called the FIGURE 8. Gottlieb 
was making a FIGURE 8, so we copied his. 
We even used the same name. He did us a 
dirty trick with the grip tester, so we thought 
we had the right.”!26 

FIVE STAR FINAL lasted longer than 
any game that Gottlieb ever made. It 
remained in production for the rest of the 
year and into the next, and was shown in 
both models along with newer games at the 
1933 coin machine show in Chicago. Sales 
surpassed that of BAFFLE BALL and also 
held up other games in the production 
queue line. In the fall of 1932 they had to 
admit to the delays: “The truth of the 
matter is that the last several days have 
shown such a widespread increase of interest 
in the FIVE STAR FINAL that we have 


been swamped in trying to get those orders 


FIVE STAR not so FINAL 


=. SCOMPANY 
polled MACHINES 


The 4318 W. Chicago Avenue plant all spiffed out 
for the introduction of FIVE STAR FINAL with the 
factory name on the front. It is actually the same 
factory photo as on page 49 with the windows 
cleaned up, the telephone pole removed and the name 
added by retouching. —Courtesy of Alvin Gottlieb 


filled. If such interest continues we may 
delay the official announcement of 
CLOVERLEAF. According to the antic- 
ipated schedule, the new game is to be 
in the hands of our branch houses and 
jobbers October 1.”!2 It wasn’t. Strangely, 
it may have been the economy that helped 
FIVE STAR FINAL sales. Where the deep 
Depression brought the penny play BAFFLE 
BALL and its contemporaries into the 
limelight, FIVE STAR FINAL was a better 
piece of production made for higher class 
locations. 

By the spring of 1932 the Ford assembly 
plant in Oklahoma City was opened with 
a projected schedule of 100 cars a day. 
Ford plants in Dallas and Houston also 
opened, and the Otis Steel Company in 
Cleveland relighted four of its open hearth 
furnaces to resume production. It wasn’t 
much, but it was a beginning. And a 
national election was coming up in 
November with some guy named Franklin 
Delano Roosevelt pitted against Herbert 
Hoover. It promised to be a grand show, 
with the future of the country at stake. 

Meantime Dave Gottlieb was beginning 
to feel a little financial comfort in his life. 
When he went to the racetrack that summer 
he took some FIVE STAR FINAL money 
with him to bet on the horses. “He watched 
the races for a long time and none of his 
favorites was doing any good. Cold shivers 
were also beginning to chase up and down 
his spine. Right at the end of the card was 
a horse called BALLYHOO, which smacked 





WHIZZ-BANG of April 1932 was the last “old” 
Gottlieb game. Operators had a choice of three 
playfields for this virtual BALLYHOO clone. This 
is the “Model B” striped top. Cash box entry is at 
the back. After WHIZZ-BANG the D. Gottlieb & 
Company took off on their own, never looking 
back, to become the dominant pinball maker for 
almost forty years. —Howard Norfolk Collection 


so familiarly like a certain coin machine that 
Dave got up and left before the races were 
over. The sad part of the story is that the 
BALLYHOO horse paid $64.”!28 It was 
the one chance that Dave Gottlieb could 
have made money on BALLYHOO, and 
he missed it. 

But he didn’t miss with FIVE STAR 
FINAL. It’s greatest accolade came from 
one of its top distributors, Eddie Ginsburg 
of Atlas Novelty in Chicago: “I liked the 
concept of FIVE STAR FINAL, and I liked 
what it was doing on location. It was the 
first pinball that made money.”!2? 
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D. Gottlieb & Company was the national distributor of 
NERTZ, a game with an electrically driven spinning score 
drum. It was displayed at the February 1932 coin machine 
show in Chicago. Maker was the Geordan Corporation in 
Milwaukee, Dave Gottlieb’s home town where he had a 
lot of business connections. —Courtesy of Alvin Gottlieb 
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LETS LOOK OWER THEIR SHOULDERS 


IKE the crack of the starter’s pistol the 
E click of a nickel dropped in the slot of the 
starts the game. 

The lever in the corner releases a ball into the 
field. Both players tense—ready—left hand on the 
button that controls the electric current, right hand 
gripping the guard. 

Before the game starts, notice the four round 
metal discs through the center of the playing field. 
These are electro-magnets — and when the players 
press their power buttons these magnets transform 
the steel ball into a leaping, shooting, scurrying, 
zipping streak of action. 

The game? Simple to play — but hard to master. 
It requires as much of you as tennis or golf. While 
you try (by the use of your sliding guard) to keep 
your opponent from entering his goal, you attempt 
to shoot the ball into your own goal— naturally 
into the pocket opposite bearing the highest num- 
ber. This is a game where high score wins just 
as hockey or football. 


SPEED 





Eye and wrist have to work together perfectly! 
You must be quick as a flash! For, while the ball 
observes the same mathematical banks that a 
billiard or pool ball does, there are thousands of 
these angles —and the ball comes shooting at 
you with the speed of a bullet. 

Fast? Split seconds decide the fate of a ball. 
Some experienced and skillful players can hold 
it in play longer —~ but then it is only a matter of 
a second or two, 

Ten balls constitute a game. A game takes only 
a minute. But, in that minute, both players ten 
times have had the opportunity of putting all the 
precision of eye, the skill of wrist, the quickness 
of mind and muscle into it that a Sarazen or Wills 
or Rath put on the ball. 

Watch players around a game of >iffic Re”! 
Click! There goes another nickel! Hat goes 
back on the head. Wil get you this time! Eyes 
flash. Wrists are tense, then swift streaks of 
motion! Zip! Zip! Zip! A split second more and 
you would have won that one! Another nickel 
drops! I'll not be caught that way again! Action! 


SKIL 





Excitement! Intense interest! Fever heat! The 
thrill of competition! Get away and let me play 
him! Another nickel drops. 

Everybody recognizes that the game is skill 
absolutely —- that winning or losing is the player's 
own fault-—- that ic all lies in skill of wrist and 
keenness of eye. 

One person will play it alone to practice. The 
neighborhood will develop its sharks. But never 
will the crowd get tired of it, for like tennis and 
bowling and polo the perfect game is always just 
out of reach-~they get better and better but 
never perfect. 

The D*bificPePY” . with its beautiful cabinet 
of Jacobean Oak, its electrically operated mech- 
anism, its unique method of play, its strength of 
construction, its absolute appeal to the exercise 
of skill steps gracefully, proudly and quickly into 
that select field of beloved American sports — and 
to those who offer the thrills of >i ep” 
to their patrons will come those inevitable profits 
that the American sportsman freely pours into the 
thing that interests him. 


This diagram attempts to show the un- 
certain path and the many angles that a 
ball may take between the time it is re- 
Jeased and finally shot into one or the 
other player's scoring pocket. 
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Manipulating The Ball 


Permanence. It’s 
something pin games 
didn’t have before 
the Gottlieb FIVE 
STAR FINAL. But 
from that day 
forward pin games 
were part of the 
medicine kit of any 
broad line coin 
machine manufac- 
turer. Out of three 
centuries of devel- 
opment, the spark 
of European and 
British bagatelle 
games driving into 
the 19th century, 
leading to the more 
sophisticated and 
colorful American 
bagatelles, and then 
leaping to coin 
control in the 20th 
century, an indige- 
nous American coin 
operated machine 
was born. The pin 
game was the only 
truly American 
contribution to coin 
machines, and once 
established it flour- 
ished both in the 
Americas and over- 
seas. By the middle 
of 1932 pin game 
playing was a world 
wide event, and recognized as Amer- 
ican. 

It was obvious the Mills Novelty 
Company couldn’t stay out of the action 
much longer without a major commitment. 
In July 1932 they made it, and very clev- 
erly at that. One of the business adages 
of the country, once the Automotive Age 
had taken hold, was that General Motors 
didn’t pioneer. The small auto makers 
did, and once something showed promise, 
GM jumped in with all of their resources 
and ran with the idea. That way they 
would never make an expensive mistake 


Left: The four circles in 
the center of the play- 
field are electro- 
magnets that send the 
steel ball flying all over 
whenever one of the 
“power buttons” is 
pressed by a player. 
Automatic Industries 
WHIFFLE-ZIP is a 
two-player 10 ball game 
that brought multiple 
play, electricity, ball 
control and movable 
rebounds to pin games 
in the summer of 1932. 
—Dick Bueschel 
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g The Reward 


and could always 
profit from an estab- 
lished demand. The 
Mills Novelty 
Company saw them- 


selves as the GM of 


Paying Pin Game 
At last it's here! — the reward peying pin game! — the game thet will — 
bring dead locations back to life and make your best locations better! 


m = =—s-3-RING CIRCUS will cause more excitement than your locations have 

ever seen. It's a thrilling, rousing game — a carnival of fun — a 

carousel of sport and hilarity — and everyone has twenty-six 
chances to win a prize! 


____ Imagine it! There's no waiting till the ond of the week to see 


who made tho highest score] There's no doubts or sus- 
picions that the prize may not be given to the 
rightful winner. When a porson plays 3-RING 
CIRCUS he knows at once whether he's won 


or not, 


the coin machine 
industry, and once 
Dave Gottlieb estab- 
lished the pin game 
as a viable machine 
and a rewarding 


than a certain number. Even this unscienti- 
fic method produced results! Imagine then, .°| 

is what 3-RING CIRCUS will do! ees 

Y  3-RING CIRCUS is a scientific game. The numbers © | 
on the cerd were not taken at random. They wero - 


The score card on 3-RING CIRCUS 
carries twenty-six prize numbers, 
both high and low scores. The 
player tests his skill — he tries to 

one of the numbers posted 

on the card. The fascination of 

the game makes him keep on try- 

ing again and again. If you're an 
operator, you know that it takes 
prizes to stimulate game 

play. That's why location owners 

have offering rewards for high 
score or low score of for scores higher 


investment for an 
operator, it was time 
for MNC to jump in 
and stake their claim 
to the market. They 
did it, and became 


the OFFICIAL 


solected with mathomatical accuracy. These num- 


a bers will win often enough to keep the 
/ <> frenzy of excitement but not 
ete, to materially lessen the 
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SHUFFLE BALL 


“>, 
100% Skill Ss 


New! Sensational!!! 


Fascinating! ! 


Player Controls Ball Throughout Entire Field 


The ‘Shuffle Ball" reaps tremendous 
profits for the operators because it's 
new and different. The game is so 
fascinating that it is played again and 
again. 
It’s the skill that keeps them playing. 
The novelty does not wear off. The 
results of test machines in vari- 
ous localities have been so sen- 
sational as to create a demand 
before we were ready to 


market the "Shuffle Ball.” 
Sample 
Machine 
$16.50 


FO. B. FACTORY 


. $2.50 
Steel Stand 2.00 
{Add 10‘; Federal Tax) 
ine-third cash, balance 
Cc. O. D. 


For your approval we allow you 
7 days’ free trial with money 
chearfully refunded if not com- 
pletely satisfied. 





FEATURES 
1. Playing field has 8 arms which advances the ball, 
2. Two levers control all the arms, 
3, Elimination of the plunger. 
4, A beautiful, artistic playing board. 
5. A new and perfect mechanically operated elevator. 
6. Walnut cabinet 32” long, 16!” wide, 9” high, 
7. Either tc or S¢ play easily interchangeable. 


123-125 N, Jefferson St. 
Chicago, Ill, 


Western Manufacturing Co. 
Designers and Manufacturers of Vending Machines 





Center: The same basic idea as DOUBLE SHUFFLE, 
the Western Manufacturing SHUFFLE BALL of 
September 1932 was based on the original March 
1932 Gravat game from North Carolina. Signif- 
icant improvements were added, including push- 
button operated playfield flippers and a colorful 
playfield. —Automatic Age,September 1932 
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yers in a 


pinball maker. 

That’s just what 
they wanted to 
accomplish, and in 
large measure did. 
From the very begin- 
ning they called 
their machines “pin 
ball” games, and 
introduced the Mills 
OFFICIAL with the 
suggestion that if 
you wanted to play 
pin ball you should 
play “Official” pin 
ball, and the only 
people that made 
OFFICIAL pin ball 
was Mills Novelty. 
Brilliant marketing! And it finally gave 
pin games, bagatelle, whiffleball, marble 
tables or whatever they were being called 
a popular class name. It wouldn’t stick 
immediately, with the other appellatives 
still in fairly common usage until the 
middle to late 1930s. But the definitive 
name of the game had been assigned, and 
it was the Mills Novelty Company that 
staked the claim for what they finally 
recognized as a permanent game. 

In their introductory material, Mills 
Novelty detailed their philosophy of the 
game. “We gathered together all the best 


$0 offen as 





Above: The panel at 
the back of the game 
told players what they 
would earn “In Trade” 
for high and low 
scores on the July 
1932 Bally 3-RING 
CIRCUS. In point of 
fact, the locations paid 
off in cash. This Bally 
game owes much in 
format and playfield 
graphics to the 
Gottlieb FIVE STAR 
FINAL of a month 
before, including the 
ball lift. —Dick 


Bueschel Collection 


REELS 


PUBLISHED MONTHLY BY THE MILLS NOVELTY COMPANY, CHICAGO 


VOL. XIV 


MILLS 


“Orr CIiIAL* 


JULY, 1932 


NO. 7 


PINS BALL 


All the Best Qualities of All the Best Pin Tables Are Embodied in This 
New Board, Which Is Startling in Its Richness — Not Because It Is 
Freak, Fantastic or Funny But Because It ls OFFICIAL 


Pix TABLES have made 
money in hundreds of thousands of lo- 
cations throughout the U.S.A. Why 
were so many different types, sizes, 
styles, and models successful? Simply 
because they were ALL ALIKE in one 
respect they had the same_ basic 
attraction: sKILL. Immediate Skill — 
a child or a blind man could play 
and get results; imaginary skill, the 

Jayer believing thar what was really 
tie was duc to his own powers; and 
- pure Skill—abibi<y gained through 


experience and practice. Leave any one 
of these points off a pin table and it’s 
2 flop. 

We gathered together all the best 
points of all the best pin tables. We 
threw out all features nor immediately 
connected with the basic working prin- 
ciple of the Pin Table. ‘Then we added 
several absolutely new original im- 
provements. Finally we built the per- 
fect table with all parts precise, stand- 
ard and permanent and here it is -~ 
Mills Official Pin Ball. 


} [3] 
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The Mills Official Pin Table 
A Powerful Money-Maker! It’s Beautiful! 
It’s the Official! 


KKK: KK IK KK KOK Kk Rk wk 
{4] { 
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SPINNING REELS 


A\n Engineering Accomplishment! 
MILLS OFFICIAL MECHANISM 


Well built, nothing complicated. Notice smooth unobstructed ball-runway, it cannot clog. The 

delivery ball assembly is just a piece of metal, always works. Rigid long plunger, easy to 

handle, it cannot wobble. It is equipped with new Cheat Proof Coin Slide. Thewhole assembly 
has been carefully engineered --there is nothing to get out of order. It's dependable! 


After first series is played, player 
merely pushes in slot for free second 
play. 

The 2 for a nickel slot takes in just 
as much money as the nickel slot but 
gives the player twice as much amuse- 
ment. On a high class table this fea- 
ture is absolutely irresistible! 


Other Features for Busy 
perators 

Leveling device on all four legs; the 
table will stay Jevel on any kind of floor. 

Legs are rigid, strong, graceful. Can 
easily be fastened on from the outside 
in a few minutes’ time. 

Playing board easily accessible. 

The Official accommodates the Bell 
cash box; huge coin capaciry. 


A Tremendous Value — 
Write for Prices 


This new table has all the value ot 
the highest priced tables ever offered 
to the coin machine fraternity. More 
professionalism, more player appeal, 
more beauty, more money-making 

wer than any Pin Table ever built. 
Vet the price is easily within your reach 
Replace all your old tables, cheap 
tables, penny tables, big cumbersome 
tables with the Official! 

Use this beautiful, authentic, valu- 
able table as a means of securing your 
pick of all the best locations in your 
territory. This is the chance of a life- 
time to clean up with a sure-fire 
money-maker. Write for prices. 


(6] 





The Mills Novelty Company finally made a commitment, and in so doing staked out their claim as the makers of OFFICIAL Pin Ball, suggesting that only 


the Mills game was “Official” and establishing the class name pin ball for the game. These are the announcement pages from the July 1932 issue of the Mills 


Novelty external house organ Spinning Reels. —Spinning Reels,July 1932 


points of all the best pin tables. We threw 
out all features not immediately connected 
with the basic working principle of the 
pin table. Then we added several 
absolutely new original improvements. 
Finally we built the perfect table with 
all parts precise, standard and perma- 
nent and here it is—Mills OFFICIAL 
Pin Ball. The OFFICIAL is merely a big 
league ball park, a professional billiard 
table, a championship golf course—in 
other words, it’s simply OFFICIAL. It’s 
the perfect table for playing pin ball! A 
designer of world repute designed Mills 
OFFICIAL Pin ball. We asked for some- 
thing flashy, striking, attractive. He said, 
‘Fine! You don’t have to use all the colors 
of the rainbow to get flash. Contrast is 
the idea. Let’s consider the background.’ 
So he designed a beautiful ebony black 
cabinet, the most unusual and distinc- 
tive pin table ever offered to operators. 
The OFFICIAL’s ball lift is a triumph of 
engineering. By far the simplest device of 
its kind. Simply push a button right under 
the plunger and you have the ball instantly, 
all ready to shoot. ”!3° 

“Pin Ball is permanent. In presenting 
the OFFICIAL, all we are giving you is 
a better table on which to play the most 
popular and the most sensational game that 
has ever struck the country. We are not 


GREATEST VALUE IN COIN MACHINE HISTORY 
1 


N 
NEW AND USED MACHINES 
ACT QUICKLY! 


GOOFUS 
The Season’s 
SENSATION! 


Gorus is the poofiest thing you ever saw 
or played. It grips you and thrills you 
because it gets away from all other actions 
or movements. It has many original play- 
ing features, which we cannot describe 
here. 


Playing field finished in modernistic de- 
sign in black, silver and Chinese red. 


In addition to this entirely original 
and play impelling game you have 
an artnictive machine built into a 
strong and sturdy unit, all ready 
to play the minute you open 

it up. 
Fach machine comes to you 
equipped with ten marbles 
and cen stcel balls so chat 
you can take your choice. 


PRICE WAS $12.50 
NOW 


$928 


Metal Stand $1.00 
Plus 10% Tax 


(USED MACHINES $4.00) 
No Tax 


¥, Depomt in form of Money Order, balance 
Ege: NOTE: NAME OF THIS GAME HAS 
BEEN CHANGED ‘TO SPOOFUS. 
NORTHWEST. COIN MACHINE CO. 


4321 NORTH WESTERN AVENUE 





CHICAGO, ILLINOIS 


Northwest Coin Machine Company of Chicago 
made GOOFUS in October 1932, a partial game 
and virtual name copy of GOOFY. A Bally court 
injunction made them change the name to 
SPOOFUS, noted in overprint copy at the lower 
right corner of their game flyer. Same for their 
International Amusement Company sales divi- 
sion. —Dick Bueschel Collection 


trying to change the game; we are simply 
trying to do justice to it.”!3! 

While Mills Novelty took the road of 
elegance and simplicity, and instantly 
became a major player in the pinball 
industry, others tried more radical and 
play compelling ideas. One approach was 
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to make the pin game a gambling machine. 
It wasn’t a completely new idea, and 
went back to the beginning of the games 
late in 1931. 

“Perhaps the greatest incentive to play 
a pin game lies in the premium prizes 
offered by most operators for high and low 
scores. Quality electric clocks, fountain 
pens, boxed candy, brilliantly colored 
ash trays, silver table lamps, watches and 
even small movie cameras are being sold 
to operators in ever increasing numbers 
to promote play on the pin boards. The 
premium idea in particular is catching. 
Certain wide-awake operators started 
giving away prizes and their remarkable 
successes have made the practice infec- 
tious. Now everybody is doin’ it. Doin’ 
what? Trying to win prizes on pin games! 
The opportunity to win a valuable prize 
and have one’s name chalked up for high 
score, for all to look at, has proven too 
much for even the regular penny squeezers. 
For, as one advertiser in The Coin Machine 
Journal puts it, ‘The game literally picks 
their pockets.’ In some rural towns where 
pin games are collecting pennies at high 
speed, operators are busy getting the 
pennies back in circulation. Retailers are 
finding it difficult to keep a sufficient 
number of pennies in the cash drawers.”!97 

The moment a player was shooting for 


@ This 


Game Is 
Permanent 


Manipulating The Ball 


LIES 


OFFICIAL 
PIN “TABLE 


Solid black cabinet, chromium trimmed; sides set back like 3 

skyscraper. It’s by far the most beautiful cable on the marker. 

Rich playing board; a 2000, 2 1600, and a 1000 hole, 24 holes 

in all. High scores easily possible. 

Flip spring made of finest music wire; soft, easy, elastic. 

Plunger is 844 inches lang; no side wobble; steady, sensitive, 

accurate. 

Push a button to lift ball. Simple; absolutely nothing to get 

out of order. 

Leys are rigid, strong, graceful, Fastened on in a minnte. 
> Leveling device on all 4 Jegs, 

Cash box of huge coin capacity, 

Made for Sc play, 2 for Se play, and penny play. Specify 

which slot when ordering. 

10 balis on nickel slot, two plays of 10 balls each on two for 2 

nickel slot, 7 balls on penny slot. 

Size of playing field 30” long by 1314" wide. 

Cabinet. Length, 3814"; width, 1919"; front height, 38"; back 

height, 4014", 


$-332 7-42-32 5M 


Play the Game as 


It Should be Played 


Pin Banu is permanent. In presenting the 
Official, all we are giving you is a better table 
on which to play the most popular and the 
most sensational game that has ever struck 
the country. We are not trying to change the 
game; we are simply trying to do justice to 
it. All parts on the Official are built with the 

utmost precision — every- 
thing about the game is 
professional, authentic, Or- 
FiciaL! When you play Off- 
cial Pin Ball you know 
yowre playing the game as 
it should be played. 

Operate a table which will be just as goed 
a year from now as it is today. Stick to a game 
which is steadily gaining in popularity! Look 
ahead now and prepare for the wonderful 
play of the fall and winter months. Don’t risk 
your good money, good locations and valuable 
time in fooling with tables and so-called 
games Wich Can’r Succeep PEeRMa- 
nentLY! The biggest money is yet to be 
made in the pin business. The Mills Official 
Table is the open door to these profits. 


Mills Novelty Co. 


4100 Fullerton Avenue, Chicago 





“This Game Is Permanent.” Mills Novelty Company established that fact with mailing stuffers it sent to its enormous operators list. This folder was printed 
in a quantity of 5k on July 12, 1932 at the Mills Novelty print shop within the factory. —Dick Bueschel Collection 


a prize, the games came under the scrutiny 
of local law enforcement. Some commu- 
nities saw the prize giving as a harmless 
adjunct to an amusing game. Others saw 
it as gambling, and brought legal action 
against the owners and operators. It was 
up to them to prove that pin games 
required skill and weren’t just based on 
the luck of the ball. With straight shooting 
to playfield objectives the only possible 
test, and with the players depending on 
unreliable or difficult to control plungers, 
it was sometimes hard to prove. 

By early 1933 things were even more 
hard core. Some operators began to offer 
cash awards in the form of “trade” for 
high and low scores. It became such a 
popular form of award the manufacturers 
finally responded to the demand. In July 
1932 Bally introduced a small countertop 
called 3-RING CIRCUS which they 
called “The Only Reward-Paying Pin 


Game.”!33 The game has a built-in 
marquee at the back, a forerunner of the 
backglass, that tells the player how much 
between “5¢ In Trade” to “$3.00 In Trade” 
they will receive for a score of 1900 or 3100 
respectively, with other scores indicated 
for 25 possible rewards for play. 

Bally claimed that 3-RING CIRCUS 
was “...the game that will bring dead 
locations back to life and make your best 
locations better! Imagine it! There’s no 
waiting until the end of the week to see 
who made the highest score! There’s no 
doubts or suspicions that the prize may not 
be given to the rightful winner. When a 
person plays 3-RING CIRCUS he knows 
at once whether he’s won or not.”!34 

Bally was actually following a trend 
and only claimed to be first. Operators had 
been buying printed award cards for 
existing games and mounting them on 
the back, either by brads or in matching 


pod 


frames. The moment the Mills OFFI- 
CIAL hit the streets it became a favorite 
for the “In Trade” awards, and local 
printers set up formats for their pin game 
operator customers to utilize, add their 
names, and put on their machines. Finally 
even Mills Novelty printed up award 
cards, but didn’t advertise the fact. But 
the distributors knew. 

The advent of over-the-counter “trade” 
award paying pin games led to machines 
that flashed actual cash and purported 
to make the payoffs by themselves. A few 
were automatic; most weren’t. Numerous 
jackpot attachments that were paid off by 
the location when a player made special 
playfield features were marketed by small 
producers to fit most games, with the 
Field Manufacturing Corporation in 
Peoria, Illinois, introducing their J ACK- 
POT ATTACHMENT and JACK-POT 
PIN TABLE in June, and the A. J. 


Stephens & Company of Kansas City, 
Missouri, announcing their STEVO 
JACKPOT, or STEVO-BELL 600, 
the same month. 

“A. J. Stephens, president of A. J. 
Stephens & Company...announced 
its JACKPOT 10-ball game, which 
is automatic and has an invisible prize 
arrangement built into the machine. 
The pins on the board are rubberized 
to make for silence and rebound. This 
is still another field of expansion in 
the pin game market and promises 
to be sensational. Mr. Stephens is a 
manufacturer of long experience, and 
while he is still a young man, he 
entered the rubber business about 20 
years ago. His first venture into the 
amusement field was during the days 
of miniature golf, when his firm did 
an immense national business. It 


introduced STEVO-BALL and now 


the new type of pin game.”!3° 


In spite of all of the payout 
approaches to pin games in the summer 


and fall of 1932 it fell to D. Gottlieb 
& Company to be the first major 
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The late September 1932 JUGGLE BALL announcement 
flyer and advertising insert that literally broke the Rock- 
Ola bank for a game that didn’t sell. As a flyer it was passed 
out and mailed. As an ad insert it appeared in virtually 


all the media in one form or another from October through 
December 1932. —Dick Bueschel Collection 





Length 33% inches 
Width 17 inches 
Weight only 
37%, Ibs. 
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game maker to introduce a dedicated 
automatic payout pinball game, a 
countertop model called CLOVER- 
LEAF that was scheduled for volume 
deliveries in October but was stalled 
by the huge success of FIVE STAR 
FINAL. 

It would be another year before 
the payout pinball became an estab- 
lished format, almost overwhelming 
the industry and the playing public and 
bringing new governmental forces to 
bear to threaten game placement. It 
was an image that attached itself to 
pinball in the early 1930s, and took 
decades to erase to allow the later 
placement of the novelty pinball 
game played for amusement only. 

The other approach to stimulate 
play was to permit the players to have 
some control over the movement of 
the ball, thus making pinball strictly 
a skill game. The logic ran that the 
more ball control players were offered, 
the more they would want to play a 
game again and again in order to 
master its intrinsics. This approach was 


PROFIT-PROOF GUARANTE 
JUGGLE BALL Must Pay for 
Itself in 3 Days 
Or Back Goes Your Money 
Like all geod Usage iewtn prove sto 


infinitely more complicated as it required 
a high level of design creativity expressed 
through articulated mechanical features 
that weren’t necessary in a simple high 
score payout game. Many ideas were tried, 
but few of them were commercially 
successful. 

An early effort was the March 1932 
game SCRAM made by the Hutchison 
Engineering Company in Nashville, 
Tennessee. Game developer Thomas S. 
Hutchison was born in 1875. He served 
in the Spanish-American War, returning 
home to become the ranking officer in 
the Tennessee National Guard, ending 
his service as a Brigadier-General, 
(Retired). Known as “The General,” he 
volunteered for command service in the 
Greek Army during the Balkan Wars of 
1912-1913, a prelude to World War I, 
moved by stories of Turkish atrocities 
against the Greeks and Serbs. Wounded 
by shell fire in the Greek siege of the Turk 
forts at Bezanie, he returned home in the 
spring of 1913 to a hero’s welcome and 
received honors from the Greek govern- 
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ment and the local Greek community. !3° 


Hutchison was already in his fifties 
when he began to experiment with a wide 
variety of coin machines in the late 1920s, 
and developed a close association with a 
number of Chicago manufacturers. He 
created a marble game referred to as a 
“See-Saw” in his patent application in 
the spring of 1929 that didn’t get off the 
ground.!3/ He did better with ZIG-ZAG, 


PRIZE 


FOR HIGH SCORE THIS WEEK 










TOP SCORE TO DATE 


Weekly prize announcements were posted on the 
wall, or on the game. This 10” x 7-3/4” panel was 
mounted on a Mills OFFICIAL. Players were often 
suspicious of the weekly winner, assuming it to 
be a friend of the location, or the location owner 


himself. —Dick Bueschel Collection 


an arcade game that allowed a number of 
colored counters to roll down a series of 
intermittent ramps, making it impossible 
to determine which one would be first 
to the finish line no matter in what 
sequence they started, with the next 
play lifting them all to the top again to 
run another race.!38 The game was 
produced by Keeney And Sons in Chicago 
in volume in the summer of 1932 as 
STEEPLECHASE. 

While living in Chicago to pursue his 
coin machine interests during the Great 
Depression, Hutchison formed his 
Hutchison Engineering Company in 
Nashville primarily to give employment 
to his relatives.!5? It was here that he 
decided to have his next game produced, 
a countertop marble game to which he 
gave the name SCRAM, just as Bally 
was naming their second game which 
they quickly re-named BALLYROUND.!4° 

With his excellent industry connec- 
tions, Hutchinson got not one but two 


Chicago game makers to handle the distri- 
bution of the game. “SCRAM is here! It 


It’s all in the shooter with SCRAM of May 1932. The playfield slopes downward, away from the player. The idea is to shoot a captive ball into a lever that 
smacks another ball to make it go up the up ramp at left to come around into a scoring trough. Tricky game. Made by Hutchison Engineering Company in 
Nashville, Tennessee, and sold by A.B.T. and Seeburg out of Chicago.—Dick Bueschel Collection 








as no game ever 
did before ! 


CRAM is as fresh and new as tomor- 

row’s newspiper—yet ic has bebind 
ic che most careful research and convin- 
cing proofs of earning power that ever 
wene before the announcement of any 
game. 





logical ourcome of careful study—of 
combining every clement that will make 
a game successful after proving by ac- 
tual test, cach principle before finally 
adopting it. 


A Tested and Proved 
Earning Power 


direct proportion to his 


ic stands apart. Jn tests, conducted through- 
out representative parts of the country, it 
has shown ability to charm people of all 
ages and classes. 


“SCRAM” stands alone. Competing games 








rival, les quick, hghting-like play is all 


full action, its beauty, its power to draw 
the player. and sure, 






for BIGGER Profits ! 


Manufactured by 


A. B. T. MANUFACTURING CO. 
3311-19 Carroll Avenue 
CHICAGO, ILL. 





Grips em- 





EIGH these points carefully— 

and remember only “SCRAM" 
can have them because ic is fully pro- 
cected by United States patents. 


. oSeelp ile : Faster play—meaning also faster profits. 
This result didn’t just happen. Ic is the 1 There’s nothing slow about “SCRAM.” 
A_ game of positive skill, No jungle of 
pins and trays wo detract or worry ie 
player. The player gets a action in 

skill, 


3 Simple, trouble free mechanism, ‘The 

A. B. T. Multiple Coin Chute says “No” 
w slugs, toothpicks, ce. There are no 
mechanical “Ifs"” abouc “SCRAM.” 


SCRAM" therefore is a game so different— 4 Alluring beauty—builc to last. The play- 

ing ficld is pay vermifion set off by silver 
edges—a happy senting for the powder 
blue marbles. The cabinec is of Seebury 
craftsmanship, designed in a five, mod: 


ernistic pattern of silver, black and con- 


placed beside it do not interfere with its teasting tone of red. Plated metal corners 
power to attcsce and carn profius, Because complete the unusual and beaudful color 
“SCRAM" is fully patented, it recognizes no scheme. 


upon the-board. No slow-acting clevator or 5 Revoludionary type of pluoger—faster 
lifting device is used. Scram is different— than any method known. Extremely sen- 
new-—unique, Yer no words can describe its sitive to the touch and ac all times abso: 


Juccly uniform in action. Swift, silenc 


You Will Eventually Come to It--Act Now--Buy 


SCAM ¢ 













“SCRAM” has corralled 
all the features woo many 
games lack, Plenty of 
varicty—exactly che right 
action and just cnough of 
that clusive appeal that 
grabs into your game 
playing instince and won't 
turn loose, Fast play— 
continuous play—big pay 
—~thav’s “SCRAM.” 





Pisce 














Terms: Vy Down—Balance C.O. PD, * 
Prices Net {. 0. b. Chicago 
U.S. Excise Tax Extra 





































OVER-ALL 

DIMENSIONS: 
22” long x 104,” wide 
x 6” high 






| 420 I's00 |, 





Stand unnecessary because 
of size. If desired, black 
enamel metal stand $1,50. 





Shipping Weight 16 tbs. 







QUANTITY PRICES 


Lots of three $44.00; Lots of ten $140; Loe of fifty $62 








is the invention of, and is patented by, 
General Thomas S. Hutchison, a man 
whose engineering ability is respected by 
the United States and many foreign 
governments. Hundreds of principles were 
combined, tried and discarded by General 
Hutchison before the final achievement, 
SCRAM, emerged from his laboratories. 
You would expect such a masterpiece to 
command the respect of two firms of 
tremendous facilities and resources—the 
J. P. Seeburg Corporation and the A.B.T. 
Mfg. Co. SCRAM (is) a game of posi- 
tive skill. No labyrinth of pins and traps 
to cause a marble to flop aimlessly around 
and bewilder the player. Player gets action 
in direct proportion of his playing skill. 
He sees and feels this at once—is fasci- 
nated—can’t stop—so profits roll up at a 
dizzy rate. The A.B.T. Mfg. Co. is famous 
throughout the world as a master builder 
of the best coin chute and other skill 
devices; the J. P. Seeburg Corporation 
brings to SCRAM the same high standards 
of workmanship that you would expect 
from a concern that has built the finest 
of pipe organs, pianos and phonographs.”!4! 

A.B.T. and Seeburg may have taken 
the play, but the industry knew where 
the games were made; “General William 
Hutchison is president of the Hutchison 
Engineering Company with headquar- 
ters in Tennessee. This firm is manufac- 
turing the new game called SCRAM, 
which is not a pin game and has some 
patented features making quite an attrac- 
tive counter-size game.” !42 

An even more impressive approach to 
ball handling and manipulation in a more 
conventional pin game was attempted 
by three other young old hands in the 
business. “SEE-SAW is made by the 
Success Games Company, a firm that has 
put 12,000 feet of floor space to use in 
making the machine alone. Harry L. Krass 
is president and general manager and will 
be remembered as sales manager of the 
Popular Games Company, which manu- 
factured the HOOT MON GOLF game, 
very popular about four years ago. Karl A. 
Yellick is the designer and engineering head 
of SEE-SAW; Claude Oesau is the super- 
intendent of production.” !43 

Krass was the sole owner of the company, 
and promised to revolutionize pinball with 
SEE-SAW, “...a game which provides 
player-controlled action” by altering the 
angle of the playfield. “After the ball is 
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shot, the player can control it with a lever 
in front. There have been a number of 
inventive attempts in the past several 
months to put a new element of skill into 
pin games and other devices by making it 
possible for the player to have some control 
over the ball after it is first put into play.”!*4 
But the Milwaukee based Success Games 
Company was out of business almost as 
fast as it got in. When the trade media 
billed the firm for advertising space in 
their publications their invoices were 
returned marked “Refused” with the firm 
no longer located at the advertised address. 
Harry Krass, and the game, disappeared.!# 

Automatic Industries, Inc. in 
Youngstown, Ohio, the creators of 
WHIFELE, also came up with a company 
ending game, although they went out in 
a blaze of creative glory. Their amazing 
WHIFFLE-ZIP was introduced in June 
in both the United States and Canada 
and was available only through the firm’s 
own captive sales offices in both countries. 
A two-player ten steel ball game, each 
player takes a side with their own sliding 
guard protecting five scoring pockets, 
and a red “power button” at their fingertip. 
When a ball is shot onto the playfield, each 
player trys to maneuver it into a scoring 
pocket on the opposite side. ”The four 
round discs through the center of the 
playing field...are electro-magnets—and 
when the players press their power buttons 
these magnets transform the steel ball 
into a leaping, shooting, scurrying, zipping 
streak of action.”!46 

The feature is a primordial “Power” with 
almost the same name as used on the 
Bally/Williams ADDAMS FAMILY some 
60 years later, with the magnets sending the 
steel balls off in a multitude of directions. 
It is an incredibly fast game, with all ten 
balls entering the playfield one at a time 
and completing their scoring in a minute 
or less. But for all of its charm and ball 
manipulation, as well as a fancy flyer and 
advertising program, the game died almost 
instantly, and its maker was thrown into 
receivership before the year was out. 

A somewhat more conservative approach 
was taken by Bally in the face of Gottlieb’s 
FIVE STAR FINAL competition, with 
clever playfield design and ball movement 
the appeal to draw in players. The first of 
these new games, coming after SCREWY 
and 3-RING CIRCUS, was GOOFY of 
late August 1932, with its larger GOOFY 
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SENIOR table version following in October. 
The designer was Jack Firestone, a New 
Yorker and contract designer for a number 
of pin game manufacturers. It is an asym- 
metrical playfield game that offers a lot of 
opportunities for high scoring, with a hole 
worth 1000 in the top center of the play- 
field, and a “Free Play” hole that returns 
the ball right below it. Careful shooting can 
make the unguarded “Bally Hole” at the top 
to double whatever score you get, and a 
gated channel at the far right allows scores 
up to 300 provided the ball doesn’t whiz 
through all five gates, in which case it 
drains. 

GOOFY construction is unique: “Instead 
of a jungle of metal pins, nineteen resilient 
wooden pegs are used. These pegs impart 
to the ball a peculiar action that greatly 
adds to the suspense.”!*? 

GOOFY brought something else invalu- 
able to Bally; Herb Jones, a man who 
would be the company spokesman for 
the next forty years or more. In later years 
Jones would say he joined Bally right out 
of college, but he had far more practical 
experience than that. “Herb B. Jones has 
recently become the advertising manager 
of the Bally Manufacturing Company. 
He was formerly a newspaperman, writer 
of fiction and special articles, and for 
many years an advertising writer who has 
planned publicity for a wide variety of 
products. ‘This Bally job,’ he says, ‘...is 
more fun than any job I’ve ever tackled, 
especially writing copy for the wonderful 
game of GOOFY.”!48 

Jones wrote the GOOFY flyer, adver- 
tising, PR releases and peripheral promo- 
tion, but if he thought that’s all he had 
to do he quickly learned different. GOOFY 
inspired almost as many copycat games as 
FIVE STAR FINAL did, only quicker. 
By the time the advertising broke in 
September and October there were over 
half a dozen other games on the market 
that had copied the playfield as well as vari- 
ations of the name. 

Northwest Coin in Chicago, and its twin 
marketing arm International Amusement 
Company at the same address, had a similar 
game on the market the same month called 
GOOFUS. By October Ace Novelty in 
Chicago introduced WHO’S GOOFY, and 
Colonial Specialty announced a WHO’S 
GOOFY replacement board soon after- 
ward; Richard Manufacturing Company 
in Winooski, Vermont, brought out 
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Player controls the pitch of the playing board by manipulat- 
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MILWAUKEE, WIS. 
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The lever on the front of the Success Games SEE-SAW lets the player manipulate the tilt of the playing field to help maneuver the ball into scoring pockets. 
Cross section on the right shows the adjustable playfield options. A clever idea introduced in summer 1932, but it flopped. —Automatic World, June 1932 


LOONY; and another game called GOOF 
UP was brought out by a back alley shop 
that had it off the market in weeks. 

Other copycats included the Universal 
Novelty KU-KU made in Chicago; the W. 
J]. C. Vending Company of New York 
City GOONA-GOONA, and the most 
damaging copy of all, JIGGERS by Genco 
Incorporated in Chicago, with this firm 
finally making a move for greater visi- 
bility in the pin game field. 

Herb Jones suddenly found himself 
helping the lawyers, with Bally obtaining 
“...an injunction against a concern alleging 
unfair trade practices in the production 
of a machine similar, or alleged to be a 
duplicate, of the new GOOFY machine. 
The Bally people have issued a warning 
to the trade, including jobbers, sales 
agents and users informing them that all 
infringers will be held accountable for 
any violation of the injunction. The 
restraining order carries with it the sting 
of contempt proceedings where viola- 
tions of the injunction are concerned.” !49 

The legal hassles that would lead to the 
upcoming Patent wars had begun. The 


results weren't a clear cut victory for Bally 
and GOOFY, but Northwest Coin and 
International Amusement Company did 
change the name of their game to 
SPOOFUS, and imprinted their remaining 
flyers with the shift. Ace Novelty wiggled 
out of the complaint by dropping WHO’S 
GOOFY and then copied the almost iden- 
tical Genco JIGGERS playfield as 
JIGGOLO, making them double copy- 
catters and clear of the injunction. 
Genco was untouchable when it came 
to the injunction for the very simple 
reason that they reinvented the game. 
The Bally reliance on a wooden play- 
field and playfield features with the balls 
bouncing off wooden pegs was their 
starting point, from which they went to 
cast aluminum. Genco had made some 
big moves to position themselves as major 
players in the field of pin games, starting 
by taking on Harvey Heiss, their former 
foundry supply rep, as a game designer. It 
wasn’t full time. Yet. He’d be called in to 
do a game, and was then sent back home 
for a matter of months until they needed 
him again. Then they moved into a larger 
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plant in the summer, and went to work 
to keep it busy. 

““We have manufactured a number of 
games, but JIGGERS is the first one that 
we get really fascinated in playing ourselves.’ 
That is the sentiment of the brothers that 
head Genco, Inc. as they get into produc- 
tion on the new game. The new plant 
into which the firm moved the past summer 
is well equipped with modern machinery 
and assembling arrangements for turning 
out quality games in any quantity. JIGGERS 
is a junior type of game with both pins and 
aluminum blocks on the playing board. 
Wire swinging gates are also well arranged 
as hazards here and there.”!°° By December, 
and the arrival of JJIGGERS SENIOR, 
the game was oversold. “Meyer Gensburg 
of Genco, Inc....tells us the demand has 
been so great for JIGGERS they are 1,500 
behind in orders. He also says they are 
now speeding up production and are 
meeting all demands.”!?! 

Game designer Heiss remembers 
JIGGERS well; “See, it has a big casting. 
That was because of my experience in 
the foundry. If you made the pattern you 
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could get the casting the next day. I’ll 
never forget the Swede in the plant. They 
always played the machines at break time, 
and he always said he was playing 
‘Yiggers.’”!>2 

JIGGERS was also produced in Canada 
by Canadian Games Manufacturing 
Company of Manitoba, as “The most 
beautiful, most thrilling game on the 
market! A blaze of colors and trimmed with 
solid aluminum! Front panel accessibility 
and other new features,” an honor not 
accorded to its precursor GOOFY.!>3 

But as the General Motors marketing 
adage acknowledged, the conservative 
approach taken by the leading game 
manufacturers didn’t need to apply to 
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Operators made existing games award models by 
attaching printed cards to the end of the play- 
field to create a marquee. This is a 14” x 6-3/8” 
panel placed at the head of a Mills OFFICIAL, 
circa summer and fall 1932. —Dick Bueschel 
Collection 


Another version of the high/low score Mills 
OFFICIAL 14” x 6-3/8” panel placed at the head 
of the game. Payouts were theoretically made 
“In Trade” as indicated, except normal practice 
was for the location to pay in cash or issue chits 
redeemable for goods or cash. —Dick Bueschel 
Collection 


the upstarts. They could experiment. 
And experiment they did, with one manu- 
facturer and game coming up with the 
long sought for solution to make pinball 
a true skill game and, as would later 
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develop, a valid indoor sport. And they 
did it 15 years before Gottlieb put the 
first flippers on their electromechanical 
game HUMPTY DUMPTY. 

The game designer was Joseph W. Bailey 
of Louisville, Kentucky, who knit bagatelle, 
baseball, pin game play and electrical 
circuitry into one spellbinding game that 
was years ahead of its time. The patent 
description could have described a game 
made a dozen or so years later: “This 
invention relates to an electro-mechan- 
ical manual-automatic baseball game 
apparatus. The main object of the inven- 
tion is to provide suitable apparatus by 
which a baseball game can be simulated 
with electro-mechanical apparatus orga- 
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nized to be played on an inclined board 
representing a playing field, provided 
with holes, lanes, runways, sub-runways, 
and balls to be batted thereover by manu- 
ally actuated mechanical means together 
with electro-mechanical equipment to 
assist in effecting movements of the balls, 
which after batting and rolling in response 
to gravity simulate relative plays, positions 
and progress of players, which are repre- 
sentative of action observed in a regular 
ball game.”!°4 

Bailey only ended up with a quarter 
ownership of the game, assigning half 
the patent to John L. Milton in Kentucky 
and one-fourth to Andrew E. Miller in 
Terre Haute, Indiana, assuming both of 
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At Holiday time the Mills OFFICIAL award games 
offered turkeys or other seasonal goods for the 
high score of the week. These cards were placed 
for the four weeks going into Thanksgiving. High 
score and previous winner scores were inked in. — 


Dick Bueschel Collection 


The Mills OFFICIAL came in nickel and 2-games- 
for-5¢ models. Prizes were awarded on the two-plays 
model based on specific winning scores once all 10 
balls were played. Although they weren’t advertised, 
these cards were printed by the Mills Novelty Company. 
This card was printed in a quantity of 10,000 on 
November 7, 1932. —Dick Bueschel Collection 


the latter men to have contributed finan- 
cially to the production of the game.!>> 

Miller must have been a strong influ- 
ence, because the game was named 


HOOSIER BASEBALL, and was placed 
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in Chicago’s premier test location. “This 
week a new baseball table, called the 
HOOSIER BASEBALL, is put on demon- 
stration at the Sherman Hotel, Chicago. 
It is a deluxe table with a very interesting 
mechanical feature for advancing the 
players on bases. It has automatic scoring, 
has pins and hence would be called a 
modified pin game. The movable batting 
device permits the player to develop a 
large amount of skill.”!°® 

Looking at the patent drawings, that 
batting device is clearly a flipper, although 
only a single one. John Milton must have 
an influence, also, as the game was made 
by the Hoosier Games Company, located 
in Louisville, Kentucky. Either the test loca- 
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. March 15, 1938, J. W. BAILEY 
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The electromechanical HOOSIER BASEBALL game of summer 1932 had a single flipper at the bottom 
of the playfield, simulating a baseball bat. Maker was Hoosier Games Company of Louisville, Kentucky. 


Test locations were tried in November 1932. The game went no farther. It was 15 years ahead of its time. 


—United States Patent 2,110,902 


tion didn’t go well, or HOOSIER BASE- 
BALL was swamped by the newer pinball 
games that came along at the end of the 
year. What didn’t happen is that the game 
found ready acceptance, and the electro- 
mechanical flipper had to wait many 
more years before it came back again. 

Not so for the mechanical flipper, which 
showed up in a number of guises before 
the end of 1932. It also brought a powerful 
figure and major game maker into the 
business who had been sitting on the 
sidelines waiting to see how far pinball 
would go. When it went far enough, 
signalled when Mills Novelty Company 
went OFFICIAL, another Dave went to 
work in Chicago to create a game that 
would outdistance them all. 

David Colin Rockola was three years 
older than Ray Moloney and Dave 
Gottlieb, and had an earlier start in coin 
machines than either of the other two. He 
was born on January 23, 1897 in the small 
and practically frontier town of Virden, 
Manitoba, Canada, just short of 200 miles 
west of Winnipeg and a little over 50 
miles north of the Unites States border. 
His father, George A. Rockola, a some- 
time inventor with a Canadian patent 
for a pump, worked for a small pump 
company in McAuley, another rural town 
to the north of Virden. There wasn’t 
much for a young man to do in this envi- 
ronment other than log, hunt or farm, 


so at the tender age of 12 he left home and 
“made his way to Saskatoon, Saskatchewan, 
where he found a position as a bellhop at 
the Baldwin Hotel. 

While working as a bellhop, young 
David became interested in education. 
Through his duties at the hotel, he came 
in contact with a representative from a 
machinery company who helped him 
decide on a course of study. Mr. Rockola 
then enrolled in the International Corre- 
spondence School and began to study 
mechanics. He never finished the course 
to receive his diploma, although fifty 
years later he received an honorary degree 
for his studies.” !>/ 

His life changed when he became asso- 
ciated with slot machines. “My first expe- 
rience with them was in 1914 (at age 
17). That was the year that the World 
War started in August. I had heard about 
the United States cigar companies, like 
United Cigar and some others. I wanted 
to be a big shot and run a chain of cigar 
stores. So | got started in one town, and 
moved to Medicine Hill in Alberta. It 
took two engines to push a train up a 
hill, so I was silly enough to take the 
Laurel hotel in the middle of a flat piece 
of land. I lost it all and was left with only 
$200. So I went to Calgary. And it seemed 
to me that people liked to talk to a pretty 
girl. So I hired a pretty girl to run the 
cigar store. She had the daytime shift 
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Charles Gravatt made and operated his game in 
North Carolina for six months before Charles 
Chizewer of Hercules Novelty Company convinced 
him to apply for a patent in September 1932 to 
protect the rights of the DOUBLE SHUFFLE 
game. —United States Patent 1,885,036 


and I worked the second shift. One time 
when I came in she told me, ‘There’s a man 
who comes in here who wants to put in 
a vending machine. He said it’s a trade 
stimulator and it’ll pay part of my salary. 
He'll put it in on commission.’ So | say 
to myself, ‘Somebody wants to give me 
something for nothing, so why not? After 
a month it paid her salary, and I thought, 
‘lm in the wrong business!’ | tried to 
find out where the machine came from but 
someone had scratched all the names off. 
So the next time he came in, | said, ‘I 
want a job with you.’ He said, ‘We don’t 
need anybody.’ I said, I’ll do anything. 
You don’t even have to pay me.’ He said, 
‘We don’t want anybody that works for 
nothing. But we are going to open up in 
Winnipeg.’ So I got started. Later, when 
I was on my own...] bought ten (used) 
machines, fixed them up, and started 
operating in Kenora, Ontario, across the 
border from International Falls.”!°8 
Whatever it took to earn a living, he 
did. “I was a cab driver...even in Toronto. 
I drove a taxi in 1918. I was fooling 
around during a strike in Toronto, bought 
a Chevvy, and ran a jitney. I came to 
Chicago in 1919 because I’d been in slot 
machines for years.”!°? Things weren’t 
much better in The Windy City. “He ran 
slots in Toronto, and when that turned bad 
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Drawings by Rock-Ola chief engineer William L. Nelson show three JUGGLE BALL playfields, 
and detailed work for a format that has a spell name feature at the bottom. Patent application was 


on July 21, 1932. —United States Patent 1,942,898 
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The details of the spell name feature were left 
to David C. Rockola, who worked out the mech- 
anism and defined the appearance of the game 
in a Design Patent 
filed the same date. 


D. C. ROCKOLA 
Gaus DevIcs 
Pilod July 21, 1932 


1,942,880 
All three patents were 


. OC, ROCKOLA 
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he came to Chicago 
with his wife and 
$8 and drove a cab. 
He’s a real nice 
guy.”!60 To hear 
Rockola tell it, “My 
story is a little mixed 
up. Yes, | was a cab 


driver (but) I had 
$65 in my poc- 
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Chicago Rockola 
was in his element. 
In 1922 he got a job 
as an inspector of 
slot machines at the 
recently renamed 
O. D. Jennings © Company plant, the 
former Industry Novelty Company, moving 
up to a similar job at the better paying Mills 
Novelty Company a block away at 227 S. 
Green Street at the corner of Jackson Boule- 
vard right at the new motorbus stop. 

“IT worked for Mills and I worked for 
Jennings. Jennings started to work on his 
slot machines after Mills did. He had a 
place on Sangamon. Mills was on Green 
Street, and Sangamon is the next street 
to it. National Biscuit was there, and 
there was a little metal shop on the corner 
at Harris and Sangamon. | worked in 
those places for both of those people.”!2 
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Invertor 
David C. Rockola 
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These coin machine factory jobs gave 
him a keen understanding of production 
line work and the logistics of parts and 
components assembly into a coin machine 
cabinet. 

Ever looking for the Main Chance, by 
late 1923 Rockola had formed a part- 
nership with two others to operate a route 
of machines in most of the states east of 
the Mississippi River and south of New 
England. In 1924 he invested in Watling 
big head “Lollipop” scales and set up 
widely ranging routes as the Rockola 
Scale Company. In 1925 he formed the 
Target Skill Machine Company to operate 
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Design Patent issued 
on September 13, just 
as the Rock-Ola 
JUGGLE BALL was 
being announced. The 
mechanical game 
patents for Bill Nelson 
and Dave Rockola 
were both issued on 
January 9, 1934, long 
after the game had 
come and gone. — 
United States Patent 
1,942,880 and Design 
Patent DE 87,759 
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countertop A.B.T. skill guns on his routes, 
“In 1926, Mr. Rockola organized the Blue 
Seal Mint Company. This concern oper- 
ated close to a thousand quarter and 
nickel front venders in different parts of 
the country. Their offices were then 
located at 667 E. 67th Street, Chicago, 
with a floor space of 1,800 square feet. 
With this background of operating 
experience Mr. Rockola...developed a 
ball gum vender attachment to fit the 
A.B.T. TARGET SKILL machines which 
would deliver a ball of gum with each 
play. Late in the year 1928, in order to 
consolidate his activities, which included 
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both operating and manu- 
facturing, he organized the 
Rock-Ola Manufacturing 
Company, which controlled 


the Rock-Ola Scale 
Company, the Target Skill 
Company and the Blue Seal 
Mint Company. 

At this time the first Rock- 
Ola jackpot front was devel- 
oped. Business grew so rapidly that larger 
and more centralized quarters were needed 
so that offices and factory space were 
secured at 625 W. Jackson Boulevard, 
with a floor space of 3,900 square feet. 
Enlargement...in 1931 (led to an) increase 
to 12,000 square feet.”! 

Personable, likeable, sincere and depend- 
able, in the process of this steady pattern 
of entrepreneurial growth Dave Rockola 
got to know and become intimately 
acquainted with many of the pioneers of 
the coin machine industry, including 
Charlie Fey, the inventor of the three-reel 
Bell slot machine and his son Edmund; 
Tom Watling and his five sons Johnny, 
Burns, Walter and the others; O. D. 
Jennings; Herbert S. Mills, his brothers 
Bertie and Frank, and his sons Fred and 


Left: With a Bally GOOFY flyer pasted in the window of his old Buick (in 
the days before Scotch Tape), salesman John “Daddy” Fox sets out in the 
fall of 1932 to sell a back seat full to operators in Vermont, New Hampshire and 
Maine for the Delsignore Sales Company, a coin machine jobber located in 
upstate Fort Edward, New York. —Courtesy of Guido J. Delsignore 


Right: “Del” Delsignore of the Delsignore Sales Company is bundled up for 
a New England winter at the end of 1932, all set to deliver a jumbo size 
Silver Star Manufacturing Company 8 AND 6 to an operator. The delivery 
car is a 1932 Buick with sidemounts. —Courtesy of Guido J. Delsignore 


Herbert Jr.; Walter Tratsch; Edwin W. 
Pace; Adolph A. Caille of The Caille 
Brothers Company in Detroit, a leading 
slot machine maker who took a particular 
liking to Rockola; and his future competi- 
tors Dave Gottlieb and Ray Moloney. 
These close contacts and the loyalties 
engendered would be invaluable to Rockola 
in the years ahead. 

It was about that time that Rockola 
got in over his head in a slot machine 
rebuilding and operating venture that 
could have had serious consequences. It 
was his friendships and demeanor that 
got him through the period, and he never 
forgot those that helped him. 

A fellow building tenant remembered 
the situation: “I’d been with Cummins- 
Chicago Corporation for many years, and 


p.66 


we used to be at Jackson and 
DesPlaines Street in 1930 
through 1932. Dave Rockola 
was in the same building. He 
called his place the Rock- 
Ola Manufacturing Company. 
He’s a nice, quiet guy. | 
remember when we all signed 
a petition to keep him out 
of trouble. That was before 
he made his money. We even took up a 
collection at the cigar stand in the building 
to help pay his legal fees.”!64 

The result was a situation where Rockola 
had to stay out of the daily management 
of his firm for a period of time, turning 
the direction of the company over to 
others. Joseph O. “Big Joe” Huber was 
promoted from sales manager to general 
manager of the firm as the caretaker, 
taking his instructions from Dave. In 
addition to existing inventory, Rock-Ola 
Manufacturing Company also became a 
distributor for many other lines, including 
Gottlieb’s BAFFLE BALL, the Bally 
BALLYHOO and BALLYROUND, 
Keeney’s RAINBO, the short lived Success 
Games SEE-SAW, Watling, Mills and 


Jennings slot machines, and the pin games 


and slot machines of other 
makers, and developed a 
mailing list for the distribution 
of their external house organ 
“Coin and Slot, the New Oper- 
ators Magazine.” !® 

In spite of the loss of the 
boss, the Rock-Ola name was 
a continuing presence in the 
marketplace. Early in 1932 
Huber’s loyalty and persever- 
ance was rewarded: “Throughout 
the growth of the corporation 
Mr. J. O. Huber had a direct 
and important part. Some- 
time back he was promoted 
from sales manager to general 
manager. And in March of 
this year the board of directors 
promoted him to the vice- 
presidency in appreciation of 
his services.”!66 

The cooling off period faced 
by Dave Rockola gave him 
something he never had 
before; time to think things 
out. It was in that year that the 
foundation for the future of 
the reorganized Rock-Ola 
Manufacturing Corporation, 
newly incorporated in January 
1932, was envisioned, as well 
as the firm’s future product 
lines. Regarded as one of the 
best natural mechanics in the business, 
and a planner, there was no way that 
Dave Rockola’s fertile mind wouldn’t be 
working on projects all the time, pinball 
being one of them. 

“T’ll tell you how he got into pinballs. 
He had a lot of time on his hands. He 
was sitting in the Sherman Hotel in 1931 
and 1932, and he worked out his pins.”!©? 

The first announcement of the future 
and first Rock-Ola pinball game was made 
in June, soon after Dave Rockola was 
back in place at the helm of his new 
corporation. “Rock-Ola Manufacturing 
Corporation, Chicago, will soon be ready 
to announce an automatic game made 
along entirely new principles and a new 
idea. This will be the first important 
product of the automatic games depart- 
ment which this progressive firm has 
lately organized. The management has 
recognized the big possibilities for devel- 
opment in this field, and feeling fully 
confident of the permanence of a market 
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David Colin Rockola bided his time before entering the pin game field in 
September 1932, and then did so with a breakthrough product that allowed 
the player to manipulate the ball. He is shown here at the 1931 Coin Machine 
Exposition and Convention at the Hotel Winton, Cleveland, February 23, 
1931. —Courtesy of Alvin Gottlieb 


for popular coin-operated amusement 
machines, it is taking this advance step. 
Mr. Rockola and his staff have been very 
busy for the past few days completing the 
arrangements for the new department 
and also completing the final steps on 
the new game. It will be a permanent 
plan in accordance with the new depart- 
ment to have something new for the oper- 
ator about every 60 days. Special 
experimental workers are assigned to the 
development of the new ideas far enough 
ahead so that operators may expect new 
games at regular intervals in the future.”!© 

The game was radical, and pure Dave. 
It wasn’t until the middle of July that 
engineering had drawn up the project 
and was able to apply for patents. What 
came out of this contemplative incuba- 
tion period was a large countertop pin 
game that puts a movable rod in the 
player’s hands so that the ball can be 
manipulated and flipped while it is in 
play. Chief engineer Bill Nelson worked 
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out three playfields, with one 
having a single movable 
bumper, a second having four 
with conventional scoring 
troughs at the bottom of the 
playfield, and the third having 
four bumpers and ten scoring 
holes that led to a spell name 
feature at the base of the 
game.!©? Rockola’s creative 
time was applied to the latter 
and most complicated format 
for the game. Once firmed up, 
on July 21, 1932, applications 
for three patents were filed, 
one in the name of Nelson 
and the other two naming 
David C. Rockola as the 
inventor. It was in these two 
patents that Rockola defined 
the workings of the spell name 
feature and the appearance 
of the game.!/0 

With that the most sophis- 
ticated volume produced 
pinball game of the mid-1932 
season was underway, and the 
attention shifted to promo- 
tion. Rockola had learned 
much from the launch 
campaigns of the Bally 
BALLYHOO and Gottlieb’s 
FIVE STAR FINAL. He set 
out to beat his industry friends 
at their own game, and that took money. 
So he borrowed it to make the game, and 
contracted for the space well in advance 
to pay for it as the ads ran and the proceeds 
from the game piled up. 

“On coming from a conference with 
his engineers and superintendents yesterday 
David C. Rockola, president Rock-Ola 
Manufacturing Corporation, announced 
that their new development was promising 
enough so that they would announce it 
to the trade in the biggest publicity 
campaign for amusement machines on 
record. Joe Huber, vice-president of the 
firm, immediately signed a contract order 
for 12 inside back cover pages of The Bill- 
board to run in consecutive issues begin- 
ning September 24. ‘Boy, we’ve got 
something and we are going to put every- 
thing we have into making it the biggest 
success in our long history. Every test has 
shown its efficiency and earning power.’ 
The new machine under immediate devel- 
opment is the result of long experimen- 
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DOUBLE-SHUFFLE 


The SENSATION 
of 1932 Made in 
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H: RCULES strikes the 
pace for the Fall season with Senior Model 
Double Shuffle, one of the 221 x45" 
most unique skill games ever 

developed. Thiswonder game Junior Model 
spell-binds the players and 15” x 31” 
actually baffles them in their 
attempts to play a perfect 
game. As a money-maker it 
has proven itself superior to 
any game ever developed. 


WARNING! 


Double Shuffle has been in 
operation in North Carolina 
for the last six months and 
has been thoroughly tested 
and covered with patents. Any 
firm duplicating its playing 
principle or operator operat- 
ing a similar device not of 
Hercules make will be prose- 
cuted’ to the full extent of 
the law. 


GUARANTEE 


Solidly built, these beautiful 
games are guaranteed to be 
superior in construction. 


Coin chute and other mechan- 
ical parts guaranteed for one 
year. If Double-Shuffle is not 
all we say it is—return it 
within seven days and the pur- 
chase price will be refunded 
in full. Equipped with anti- 
tilting device. 


Junior Model 


$22.50 


Senior Model 


$39.50 


{Including wood 


stand) 
Write for 
All Skill Special 
Operators 
Write for Special Operators Prices Wood Stand, $2.50 Prices 


Steel Stand, $1.50 


D ovste SHUFFLE is entirely new in principle. It is not a pin game skill can be developed by the player who is continually being chal- 


and has no plunger. Ball is brought into play b a ball lifting device. i i i i 
The player then proceeds to work bath levee Srabellin ‘se Ball or lengea “bythe machine rounerec its ie ihe eh SN aS Ri 
one pedal to the other—the pedals tossing the ball back and forth usual. Be the first to place these games in your territory. Every day 


gradually raising it up to the high score pockets. A high degree of delay is costing you money. Act quick! 


HERCULES NOVELTY CO. 


652 WEST LAKE STREET CHICAGO, ILLINOIS 


When writing advertisers mention the Coin Machine Journal. It establishes you as being progressive. 
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tation and study in the Rock- 
Ola plant under the direct 
supervision of Mr. Rockola.”!“! 

The first ad broke in Auto- 
matic Age in July 1932, even 
before the patents had been 
filed. A teaser, with no illus- 
tration, it revealed that the 
new and “entirely different” 
machine was “...originated and 
developed by Rock-Ola 
craftsmen under the supervi- 
sion of the master designer and 
builder David C. Rockola whose 
enviable record in the coin 
machine industry is the result 
of his many, successful inven- 
tions” of which this “superb 
game of skill with a tantalizing, 
compelling appeal that is a real 
‘come-on...’ and keeps them 
playing by the hour” was the 
supreme example. 

As the release date got closer 
a series of PR releases kept 
interest up as plant expansions, advance 
orders and the hiring of top salesman 
“Pick” Pickens were announced. 

September 12:“Several more men have 
been added to the punch press crew in the 
plant of the Rock-Ola Manufacturing 
Corporation here. One of these big presses, 
lately installed in modernizing the Rock- 
Ola plant, is a 15-ton monster. A night 
shift has also been added in the tool and 
die rooms. With these new additions to 
the present force, production on the game 
is speeding along on schedule time. Full 
details of the new game have not yet 
been announced, but the interest of the 
trade is well indicated by the booking of 
800 advance orders the first week the 
news that a new machine was to be made 
had been given out.”! 

September 17: “Even before the name 
of the machine was announced advance 
orders totalling 1,000 were received. The 
first order placed by the Rock-Ola 
Company for cabinets amounted to the 
record total of 10,000. Latest reports say 
that an order has recently been placed 
for an additional 5,000 cabinets. 

September 17: S. M. Pickens, known 
to the trade as ‘Pick,’ is now associated 
with the Rock-Ola Manufacturing Corpo- 
ration as field sales manager. There has 
been a lot of curiosity about the new 
game since Rock-Ola announced several 
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lifted the ball to the higher scoring holes much like a series of flippers. The 
bar across the playfield is an anti-tilt device. —The Coin Machine Journal, 


October 1932 


Above: Headquarters of the Delsignore Sales Company was the Peter and 
172 Agatha lunch counter in Fort Edward, New York. Son Guido used the 
basement for his jobber operation, including operating pinballs and a 
stock of games. —Courtesy of Guido J. Delsignore 


days ago that it had a new hit on the 
way. Now its name can be told; they call 
it JUGGLE BALL.”!/4 

When the announcement ad ran in 
the September 24 issue of The Billboard, 
36 distributors were listed all across North 
America, including two in Canada. This 
was followed by weekly ads, and the 
massive running of a colorful 4-page insert 
in all of the trade media, national and 
regional. The launch was on, the cat was 
out, and Rockola gave press conferences 
to extoll the virtues of the game: 

“What free wheeling and floating 
power are to the automotive industry, we 
believe JUGGLE BALL’ player control 
is to the game field,’ says David C. Rock- 
Ola, president, Rock-Ola Manufacturing 
Corp., when asked to tell, how this new 
idea was developed. ‘The multiplicity of 
games during the past 18 months has 
brought considerable duplication of ideas 
despite the fact that most of the games had 
some points of originality which kept 
them on the market for some time. 
However, it was our idea to produce a 
game which would embody all the essen- 
tial features which would make the game 
a permanent one,’ Mr. Rock-Ola continued. 
‘For instance,’ he said, ‘We have elimi- 
nated the factor of blind chance. No 
longer does a player have to stand idly by 
while the ball takes a helter skelter course. 
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Re 1931 
Left: Hercules Novelty Company started to advertise DOUBLE SHUFFLE in 


two sizes in September 1932. Pivoted arms operated by levers on the front 


Incidentally, the entire second 
floor of our building has been 
turned over to the produc- 
tion of JUGGLE BALL.’”! 
And the press barrage 
continued. October 1: “Rock- 
Ola Manufacturing Corpora- 
tion is contributing its share 
to increased employment. It 
reports more than 2,300 orders 
for the new JUGGLE BALL, 
and the stream continues. 
This has necessitated the use 
of a 24-hour production 
schedule, with an increase in 
the number of employees, 
working in three shifts.”! 76 
Rockola had thrown his 
heart and soul and all the 
productive capability and 
money he could muster or 
borrow into a single throw of 
the dice, with reality coming 
up somewhat different than 
the hyperbole. The seeds of 
its own destruction were built into the 
machine. “Our first machine was JUGGLE 
BALL, and it was our biggest flop! What 
was wrong with JUGGLE BALL? It didn’t 
make any money. I wanted to make a 
good machine, so I built that machine. It’s 
a really beautiful machine. It has a beau- 
tiful playfield. A guy named Thomas 
Grant did that work in Chicago, and I 
made a deal with him to continue to 
design my boards. So I made a good game 
in JUGGLE BALL. I was young and very 
ambitious, and I overordered. I bought 
cabinets in quantities of 2,500 from a 
man who built desks—he had a plant out 
on Chicago Avenue near Sacramento— 
and he trusted me like the dickens. 
“But I made too good a game. It’s lots of 
fun. If you know how to play it you can play 
for twenty minutes or an hour. There was 
no way to make money on it. So we got 
stuck. Here in America we couldn’t sell a 
damn thing. But I had a guy in England, 
a distributor named Shefras Automatics, 
Ltd., in London. I sold him ten, cheap, 
because I couldn’t give them away here. 
So he put them around all over England 
and Scotland. Soon he came back and 
gave me an order for 20. Then an order for 
100. What he was doing was sending them 
all to Scotland. Those Scotchmen knew 
a good thing for the money. They could go 
in and play that game for 15 minutes to two 
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Approved and 
sold by 
Automatic 
Jobbers 
Association 
of New York! 
Also by 
Philadelphia 
Jobbers Ass’n 


Banner Specialty 
Company 
1536 Parrish St. 
Philadelphia, Pa. 


Keystone 
Novelty Co. 
26th and Hunt- 
ingdon Sts. 
Philadelphia, Pa. 


Sloan Novelty 
Company 
1250 N. 10th St. 
Philadelphia, Pa. 


Meyer Wolf 
1212 S. Fifth St. 
Philadelphia, Pa. 


Supreme of N. J. 
441 Elizabeth Av. 
_..Newark, N. J. 


Bastern Machine 
Exchange 
360 Mulberry St. 
Newark, N. J. 


Supreme of 
Northern N. Y. 
62 Hudson Ave. 






Special fe 06—StéLLcotrs of Sj... .. . Albany, N.Y. _ 
P Lots of “10%... $37.50 “Irving Mfg. & 
Features ; Tax Included Vending Co. 






300 Irving Ave. 
Brooklyn, N. Y. 


Representative 
B. M. Y. NOVELTY 
SALES CO. 
1483 E. 5Sth St. 
Cleveland, Ohio 





F, O. B. Factory 
One-third Deposit 
Balance C. O. D. 


You won't go wrong with the 
EIGHT AND SIX—You CAN’T! 
There is no game as well designed, 
as well constructed as the EIGHT 
AND SIX. Write or wire your or- 
der today and see for yourself. 


JOBBERS: Write for Jobber’s 
Quantity Prices 






True level attachment 
by water level indicator. 
Front money drawer for 
easy collecting. Rich and 
modernistic in appear- : BEY 
ance. A. B. T. triple dog a> ee 
slot. Powerful but high- a ee 
ly sensitive plunger. Fool Pea eas 
proof ball lift. Five-day : i 
money back guarantee.. oa) aaa 

& 


eitbjuaiag «=€6©6@ @ @ and now the new 8 and 6 Junior 


3314 in.x19%4 in.x37 in.—Write for Prices 


Silver Star ™« 


Co. 


9520 Ditmas Avenue—Brooklyn, N. Y. 
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and 
maker, 


Size: 
42 in. long 
22 in. wide 
41 in. high 


Weight 107 Ibs. 
It’s colorful 


It’s fast 


It’s exciting 
It’s a real skill game— 
money 


it’s a real 


Authorized 


Distributors 


Amusement Coin 
Machines Co. 
62 Kingston Ave. 
Brooklyn, N. Y. 


Irving Bromberg 
5 Debevoise St. 
Brooklyn, N. Y. 
Budin’s 
Specialties 
174 S. Portland 


Coin Operated 
Machines Co. 
217 W. 125th St. 
New York City 


Empire Coin 
Machine Co. 
225 Fourth Ave. 
New York City 


International 
Mutsocope 
449 W. 3st St. 
New York City 


Modern Vending 
656 Broadway 
New York City 
D. Robbins & Co 
1141 W. DeKalb 
Brooklyn, N. Y. 


Supreme Vending 
557 Rogers Ave. 
Brooklyn, N. Y- 
Webster Vending 
Company 
1416 Webster Ave. 
Bronx, N. Y. 
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Intensely interested by the new DOUBLE SHUF- 


FLE game, operators everywhere are widely her- 


alding the recent announcement of this more 


spectacular amusement game. Tried on location 


over a period of six months in North Carolina, 
DOUBLE SHUFFLE has proven itself to have an 


abnormal ability to attract play and is truly a 


money-making wonder. 


DOES NOT WORK WITH A PLUNGER...... 


DOUBLE SHUFELE in no way resembles the old- 
time pin game but is based on an entirely new 
principle—ALL SKILL. The balls are brought 
into play one at a time through an elevating device 
and the player proceeds to work the ball up the 
table towards the scoring pockets by skillfully 


A NEW SKILL 
The new sensation, DOUBLE SHUFFLE, com- 


bines tantalizing hazards with an appeal that 
CHALLENGES the player to attain greater skill. 
Never before has an amusement game so com- 
pletely attained those characteristics which have 
always guaranteed an unusual income to their own- 
ers. Suspense, action, thrills, baffling simplicity, 


tossing it back and forth between the playing arms 


from one to the other. 


Players gradually become skillful in synchronizing 
the swing on both levers enabling them to get the 
balls within range of desirable scoring pockets. 


EXTREMELY UNIQUE 


DOUBLE SHUFFLE obsolctes all other amusement 
games which cannot possibly compete with its scientifi- 
cally developed playing field and playing principle, Each 
year there is an outstanding money-making game placed 
on the market taking the country by storm, .. This year, 
DOUBLE SHUFFLE will hold the spotlight of popu- 
larity. This game is THE SENSATION of 1932. 
Don’t wait too long! The season has begun! Act 


MADE IN TWO 
SIZES 
Sr. Medel 
22x45 


Jr. Model 
{5x31 


le or 


de Play 


all rolled into one. 


THE AD-LEE COMPANY 


CHICAGO, ILL. 


825 S. WABASH AVE. 


quickly and get these machines on location. Every day 
you hesitate is costing you money. 


| — Unconditionally 
/ f oe GOUBLE-SHUFFLE 300 


Guaranteed 


OUBLE Shuftle is enclosed in 

G: Fone beautiful two-tone walnut cabinet con 
taining a finely finished playing field 
All metal parts including the pedals a 
aluminum, chromium plated and tho 
oughly guaranteed against any detects. 


ANTLTILTING DEVICE 
The machine is equipped with an ant 
tilting device which automatically lock 
and prevents cheating for high score 
When the machine is tilted the bi 
across the playing surface automaticall 


drops and holds the ball back. 


The automatic scoring device is suc 
that the score can be easily seen and th 
total found at a glance. 


SENIOR MODEL $39.50 


(With Wood Table) 
Plus 10% Government Tax 


JUNIOR MODEL $22.50 
Plus 10%, Government Tax 
Write for Operators’ Prices 


One-Third Down 
Balance C. O. D. 
Wood Stand for Jr. Model......$2.50 
Iron Stand for Jr. Model........ 1.50 
Plus 10% Government Tax 


‘gperators 


NOTICE TO INFRINGERS 


Tuis machine has been on trial during the last six months in North Caro- 


lina and is fully covered by patent claims. Any manufacturer copying this 
machine in principle or otherwise or individuals operating similar machines 
will be prosecuted to the fullest extent of the law for infringement. 





Left: Silver Star Manufacturing Company was located in Brooklyn, New York. Their second game, 8 AND 6 of October 1932, was based on the Gottlieb FIVE 
STAR FINAL, with a figure-8 playfield that included a number “6” element in the lower playfield design to give the ball a final spin before making a hole or draining. 
8 AND 6 JUNIOR was a smaller countertop model. Popular east coast game that didn’t sell well elsewhere. —Automatic World, December 1932 


Above: Hercules Novelty Company made both sizes of DOUBLE SHUFFLE private label for marketing by The Ad-Lee Company of Chicago. Ball starts at 
bottom of playfield and is lifted upward on the stained wood playfield by the pivoted arms. Dick Bueschel Collection 


hours, or until they got tired of playing. Ulti- 
mately he used up all the games and I was 
out.”!?/ But not soon enough to avoid 
problems with his suppliers, who threat- 
ened to shut Rock-Ola Manufacturing 
Corporation down. 

Rockola faced the situation in his char- 
acteristic stand up fashion; “Creditors 
demanded their money or they would put 
my company into the hands of receivers. 
I called them all in and told them, 
‘Gentlemen, you can close me down and 
you'll get back five cents on the dollar. 
But if you let me stay in business, you'll get 
back every cent I owe you.’ Apparently I 
was convincing because they let me go 
ahead.”!/8 Within a year Rockola was as 
true as his word, and paid everybody back. 
And he did it with pinball games. But that 
is another story in itself, and a significant 
part of the 1933 history of the game. 

In one of those almost unbelievable 
turns of fate that happen so often in 


science and industry, there was another 
man working on a project of a similar 
nature for much the same reasons as Dave 
Rockola, to bring ball control into amuse- 
ment table games to add to their enjoy- 
ment as well as clearly establish their 
legitimacy as skill games. 

Charles Marshall Gravatt was a mining 
engineer by profession. He gravitated to 
building materials, became the president 
of The Felstone Company, a local building 
stone supplier in Asheville, North Carolina, 
a busy resort town located at the western 
end of the state. By the late 20s he was 
a salesman for another firm. Leaving 
Asheville, he and his wife Madge returned 
in 1932. She became the local librarian 
and he was unemployed. Clever and 
resourceful, he created a countertop 
marble game that used pivoted arms on 
each side of the playfield controlled by the 
player to lift the ball up to high scoring 
holes. Fabricating a number for his own 
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coin machine routes, he put them out in 
March 1932 at the height of the season 
when Northerners came to Asheville to 
get away from their harsh winters. 

One of the spring visitors was Charles 
Chizewer of the Hercules Novelty 
Company in Chicago. By that September 
the game was being manufactured by 
Chizewer in Chicago as DOUBLE- 
SHUFFLE, available as a countertop 16” 
x 32” “Junior”model with the promise of 
a larger 22” x 45” table “Senior” version. 
In announcing the new game, the 
Hercules Novelty Company advertising 
stated “WARNING! DOUBLE SHUFFLE 
has been in operation imNorth Carolina 
for the past six months and has been 
thoroughly tested and covered with 
patents. Any firm duplicating its playing 
principle or operator operating a similar 
device not of Hercules make will be 


prosecuted to the full extent of the 
law.”179 
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HERE IT IS-- 
You have been looking for a Faster Playing, 
More Fascinating Game . . . and. . 
we have it for you! Each Exclusive Feature 
means Extra Profit for You! It’s a Proven 
Money Maker! 






























it’s Better 


because the player All of the 
Controls the | Thrills of Handlin 
Ball! a “Control Stick’ o 
Speeding Plane 
Brought to Each 

Player! 


it’s Brand New 
-=be first to 
Feature this 


Sensation! 


7 
$50,00C 
Do not confuse THE PILOT with any other game on the market . .. . 
THE PILOT is developed on a brand new idea . . . Every ball is con- Been Ma 
trolled by the player through the use of the metal propellor which is one Get 


of the exclusive featurcs of THE PILOT. 
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Years of Experience backs each ~~ 
PILOT. 


wood stand . 
today. 





The Colorful 
Airport Background 
Will 
Attract 
Throngs! 


THE PILOT is more than a game! It is a real 
Test of Skill. We have known the same players to 


practice for hours in order to perfect and improve 


their game -- the same as in Ping Pong . . Golf 


or Tennis! If you ever thought that all Pin Games 
were alike -- just see THE PILOT -- and see the 


difference. 
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FREE TRIAL 
SEE 
BACK PAGE 


Buy with confidence at this special low Bais Seer 


. itis legal everywhere. A ee 
Price includes richly finished eel 8 a 
Tax paid. Send in Gur order 
Size 18" x 32”, All prices f. 0. b. Factory. 


> PROFIT Has Already 
lade by Pilot Operators 
Your Share NOW! 








Manipulating The Ball 


The National Pin Games Manufacturing Company of Detroit, Michigan, THE PILOT of November 1932 
permitted a limited degree of ball manipulation. The player had control over the “propeller” in the top 


center of the playfield by a knob on the front, making it possible to turn left or right to aim the ball at 


specific scoring holes. —Dick Bueschel Collection 


As for finding the game, it seems that “Six 
months ago, Charles Chizewer, president 
of the Hercules Novelty Company, discov- 
ered the principle used in his new game while 
traveling through North Carolina in search 
for something new to manufacture in the 
amusement line. Various tryouts of this 
new game along the eastern coast have 
revealed the money-making possibilities 
of games of this type and the initial 
announcement of DOUBLE SHUFFLE 
gives the operator some idea of what some 
of the amusement games will be like later 
in the fall. The game...has no plunger. 
The ball is brought into play by an elevator 
and then rests at the bottom of the machine. 
Pivoting pedals on each side of the playing 
board are then worked by the player to 
raise the ball toward the top of the playing 
field to the high scoring holes.” !8° 

Somewhere along the line Chizewer met 
Gravatt and convinced him to apply for a 
patent, which he did just as the adver- 
tising broke. In a remarkable turnaround, 
at a time when patents took years to adju- 
dicate, Gravatt’s was issued in less than 
six weeks, on Tuesday October 25, 1932.18! 

Chizewer, with the inside track, crowed. 
He had a patented skill game before anyone 
else in the industry. Alerted almost two 
weeks earlier, and less than a month after 
the patent application had been filed, on 
October 15 he sent out a press announce- 
ment: “Maurice S. Cayne, attorney for the 
Hercules Novelty Company, has received 
telegraphic notice from the Patent Office 
in Washington that 10 of the 11 claims 
made in patent application on the new 
game DOUBLE SHUFFLE have been 
allowed. Final papers will be received ina 
few days. The patent number is 1,885,036. 
Charles G. Chizewer, president, Hercules 
Novelty Company, is all smiles as he renews 
his efforts to speed up production on the 
new machine. “This comes as a final reward 
for long and expensive efforts to develop 
an original idea,’ says Mr. Chizewer.”!82 

It would be another month before the 
“Senior Model” showed up, and when it did 
it was considerably larger with a series of 
skill shots from the top pivoted arms landing 
in scoring holes that faced upward on the 
playing field, providing true flipper shots 
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for score. The game was immediately placed 
in the test arcade location at the Sherman 
Hotel to build up interest and location 
experience prior to the upcoming 1933 
coin machine show in the same location.!°? 
Then Chizewer made a mistake. He didn’t 
follow Dave Gottlieb’s rule, and he bit on 
something that talked. Flushed with his 
success at obtaining the rights to a wide claim 
patent, and facing the other ball manipu- 
lating games just entering the marketplace, 
including the Bingo Novelty SCOOP that 
had a player operated lever that allowed a 
scoop to catch the played ball and alter 
its direction, and the massive advertising 
introduction of Rock-Ola’s JUGGLE BALL, 
he decided to use scare tactics to promote 
his game over the others. 

After agreeing to make both junior and 
senior models of DOUBLE-SHUFFLE 
private label for Ad-Lee, he went after the 
competition in a letter dated October 12, 
1932, right after his attorney got the news 
about the upcoming patent. Sent to the 
biggest list of operators, even jobbers and 
distributors, that he could find, and signed 
by Chizewer, the letter referred to his 
upcoming patent and claimed that the 
Rock-Ola JUGGLE BALL and the Bingo 
Novelty SCOOP infringed on the patent 
rights, making all who sold or operated 
these machines liable for lawsuits. !54 

Dave Rockola had worked too long and 
come too far to be threatened by someone 
who was trying to push him around over 
a game that had an entirely different 
approach to manipulating the ball, and 
he was having a hard enough time selling 
JUGGLE BALL as it was. So he sued. 

“On October 24th, Mr. Victor H. Bloom, 
attorney for the Rock-Ola Manufacturing 
Corporation, filed a praecipe in the Circuit 
Court of Cook County, State of Illinois, same 
being the commencement of a damage suit 
against...the Hercules Novelty Company, 
a corporation, Logan Machine and Manu- 
facturing Company, a corporation, and 
Chas. Chizewer, an individual, who is pres- 
ident of the above companies...to the 
amount of $100,000.00. This suit is the 
outcome of an alleged misleading letter 
sent out by the Hercules Novelty Company 
over the signature of their president, Mr. 


Charles Chizewer, which intimidated the 
Distributors, Jobbers and Operators from 
selling, and operating the SCOOP and 
JUGGLE BALL machines.”!® 

Unmentioned in this legal debate was 
a game called SHUFFLE BALL made by 
the Western Manufacturing Company at 
123-125 N. Jefferson Street in Chicago, 
practically next door to what had been the 
old D. Gottlieb & Company location. 
Almost identical to DOUBLE SHUFFLE 
at first peek, SHUFFLE BALL is actu- 
ally a significant advancement over the 
original Charles Gravatt game in that 
the flipping levers are actuated by push- 
buttons rather than the awkward levers 
and the troublesome anti-tilt cross bar 
is removed. SHUFFLE BALL had the 
promotional advantage of a much more 
colorful playfield, and was introduced 
the same month as the Hercules Novelty 
game. In its announcement advertising it 
noted that “The results of test machines 
in various localities have been so sensa- 
tional as to create a demand before we were 
ready to market the SHUFFLE BALL.” !86 

What had happened was that the Gravatt 
game was discovered on location earlier in 
the year, and when Western Manufacturing 
learned it wasn’t a patented game they set 
to work to copy and improve it. Already in 
the vending machine business, they had 
the design and shop capabilities needed to 
work out the game. Probably discovered 
by their eastern distributor, Automatic 
Vending Machine Company in Atlanta, 
Western produced and promoted the game 
for their three distributors until the end of 
the year when newer games took over the 
market. The game even earned a mention 
in the trade press when it was noted that 
in New Jersey “The new skill games, such 
as JUGGLE BALL, SHUFFLE BALL, 
PILOT and especially the giant GOOFY 
SENIOR are going well here.”!8/ 

But for all the positive talk there was a 
chill in the air. A year before there had 
been plenty of room for everybody, and 
everybody and his brother was making 
games. But now, after an initial season of 
content and its inevitable shakeout, and 
as the stakes per game got higher in terms 
of production and marketing costs, the 
field was acting crowded. Game copying, 
and the beginning of injunctions and 
lawsuits, began to color the playing field. 
Pinball was turning ugly. 
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Ste GOOFY your- 
self and you'll know why it acts 
like a magnet on people. Once 
they see it they aren't satisfied un- 
til they play this nutty, crazy, 
goofy game. From then on they 
go for GOOFY the way a4 crooner 
goes for the microphone. And 
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too! 

















New Speed . New Thrills 
in this Wonder Game 
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Here it is, folks. Right in your lap. A new and different game . . . 
the one you have waited for to put you back on Prosperity street. 
A revolutionary game with the wallop of a pennant-winner and all 
the flash, color and zip of a bolt of lightning! Another smashing, 
scoring hit from the House that makes a habit of hits. 


GOOFY is built io stand the wear and tear of continuous play. 
It’s handsome enough to win a welcome in any location. And it’s 
a marvel of mechanical perfection. A BALLY game with a Bally 
Hole that’s absolutely unguarded. Triple-tumbler coin slide that 
——— outsmarts all cheating methods. Pick -proof cash-door lock. 


A merica’ s Gonna Go Gaofyd 
OD 


Pee Machine 


[es 


Lots of 5. ...... $18.25 each 

Lots of 10 or more $17.25 aa. 
Wood Stand. . $3.00 
Metal Stand... $2.00 


PRICES INCLUDE FEDERAL TAX 
" One-third Bepetts balsnce 
¢. 0, 0. 


VIKING SPECIALTY CO. 


632 Polk Street “ San Francisco, California 
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Crucibles 


To hear any of the 1932 game 
makers located in Los Angeles 
tell it, pinball was invented in 
Southern California. The weight 
of numbers gives some credence 
to their belief. In 1932 alone there 
were 12 pin game makers in Los 
Angeles, 3 in San Francisco and 
others located throughout the 
state. Going further back, by the 
end of 1931 there had been 4 pin 
game makers in the state, 3 of 
which were in “LA,” two of which 
survived into the early 30s. The 
California claim for game origin 
is a bit tenuous, but the subse- 
quent claim for advanced game 
development is more than valid. 
When it came to pinball, the state 
of California was a veritable 
crucible of creativity, with many 
of its original game ideas reaching 
large audiences and more often 
than not ultimately migrating to 
Chicago to become incorporated 
in the games of major makers. 

Already at the beginning of the 
1930s the cultural phenomena 
that was studied and confirmed 
a quarter of a century later was 
evident; whatever was first done 
in Southern California the rest of the 
country was sure to follow. This power of 
state, and particularly Los Angeles and its 
environs, was evident with the 1920s migra- 
tion of New Englanders and Midwesterners 
in droves, driving west with all their money 
and their worldly goods to follow. Only 
they were soon swallowed up in the Cali- 
fornia myth, started thinking about Spanish 
Mission houses and outdoor living, leaving 
their past behind them often to be sold for 
non-payment of storage fees. 

Another migrant, from New York City 
and mostly Chicago, was the movie busi- 
ness, silent but sunshine driven. The Mediter- 
ranean climate, and the fact you could 
build sets of complete towns in days and shoot 
all year long in the sunshine, made Southern 
California the Mecca of make-believe. It was 
the Garden of the World, with moviegoing 
its greatest promotional pull. 


6 





When Ray Osbrink applied for a design patent in August 1932 he dupli- 
cated the format of the Gottlieb FIVE STAR FINAL. Gottlieb had not 
patented its appearance, so Osbrink got Design Patent DE 87,938 on the 
playfield. Game is MIKE & IKE produced by R. H. Osbrink Manufac- 
turing Company in Los Angeles. —Courtesy of Alvin Gottlieb 


So when things got tough economi- 
cally, it was the place to go to avoid bad 
weather and weather out bad times. It was 
a story often told. “In the fall of 29, when 
business went to hell, my Buick automo- 
bile business went the same way. We left 
the Imperial Valley and came to Los 
Angeles. I worked for about nine months 
selling gum vending machines on commis- 
sion. While in San Jose I received a marble 
game called WIGGLE GAME from my 
factory and | set it up in the hotel where 
I stayed. And was it popular! It more than 
paid our hotel bill. So immediately I quit 
my job, came back to Los Angeles and 
corralled my resources and purchased 15 
marble games. I set these games on loca- 
tion the day before Christmas 1930. By 
New Year’s Day following, the receipts 
had amounted to sufficient that I knew I 
had found my place in the sun at last.”!88 
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of Creativity 


The game was made by the K. 
G H. Games Company of Los 
Angeles, and its designer was one 
Ernest E. Wolfe, Junior. Wolfe 
was so confident in the game, and 
his future, that he left K. & H. 
at the beginning of 1931 to make 
a number of sports themed coun- 
tertop gum ball vending machines 
and his pin game. He formed his 
own company, also in Los Angeles, 
dropping his last name and calling 
it the E. E. Junior Manufacturing 
Company. Both firms were 
exhibitors at the 1932 coin 
machine show in Chicago, with 
K. & H. showing their table game 
WIGGLES with “a novel scoring 
feature which permits skillful 
players to score as many as four 
times with each ball,” while E. E. 
Junior showed two pin games, 
THE WIGGLE and TWINS, the 
latter an early attempt at a two- 
player.!®? E. E. Junior made one 
more small countertop pinball 
game later that spring called THE 
MIDGET, but folded its shop soon 
afterward as their games got 
increasingly obsolete and the 
Great Depression deepened. 

George Miner and his Amusement 
Machine Corporation, Ltd, located in Los 
Angeles, disappointed with the reception 
awarded his BASE BALL pin game the 
two years before, dropped the project and 
concentrated on larger arcade pieces and 
other game ideas that could be sold to 
manufacturers on a royalty basis. The other 
survivor from the past was California Games, 
also of Los Angeles, headed by two entre- 
preneurs and game operators named Tom 
Wall and Joe Orcott, who kept their oper- 
ating business booming while positioning 
themselves for a major advancement in 
game design in the summer of 1933. 

Also in Los Angeles, “Automatic Vendors 
manufactured several hundred pinball games 
about 1932. These used the gravity-drain 
type of roll and a pool stick instead of a 
plunger.”!9° Soon after the 1932 Chicago 
show, William Nathanson, whose father 


ran a service station, found 
his calling and created a coun- 
tertop game called THE 
ARROW, founding the W. N. 
Manufacturing Company 
(using his initials) in Los 
Angeles to produce it starting 
in May 1932. A month later he 
took in a partner in Bud 
Lieberman and the company 
was renamed A. M. Amuse- 
ment Games Manufacturers. 
Lieberman was only one of 
the California game designers 
and manufacturers who would 
go on to great fame and solid 
positions within the industry. 
Perhaps the best known west 
coast personality in the busi- 
ness was Jack Olson of the 
Automatic Amusements 
Company, the leading Los 
Angeles game producer, jobber 
and operator. Jack showed his 
game ADUM at the 1932 
Chicago show, as well as the 
E. E. Junior TWINS and half 
a dozen other well known 
games he was distributing and 
operating in California. Jack 
had started out by making the 
CUE-PY coin operated minia- 
ture pool table in the spring of 
1931, graduating to pin games 
as their popularity increased. 
By the beginning of 1933, bored with 
game making and seeing greater opportu- 
nities as a distributor, Olson sold his Auto- 
matic Amusements Company to a young 
artist and movie set builder named Harry 
E. Williams, who promptly combined his 
artistic capabilities with his carpenter’s 
skills and produced replacement boards for 
the Mills OFFICIAL. “Harry Williams, 
president of the Automatic Amusements Co., 
has built up a nice business manufacturing 
new insert boards for games no longer 
popular. He has installed a complete 
machinery for this work and is turning out 
some very creditable ideas.”!?! 
Sometimes the California game ideas 
overlapped, or were possibly borrowed from, 
the rest of the country. When Raymond 
H. Osbrink, a Los Angeles lighting fixture 
manufacturer, decided to turn his shop into 
a pin game factory and in August 1932 
applied for, and quickly got, a design patent 
for his playfield it turned out to be a dead 


P. O. BOX 906 


HERE IS A superb game in a superb cabinet, un- 
matched for beauty and workmanship. 
say the coin mechanism is positive and cannot be 
cheated in any way we mean it is foolproof, pro- 
tecting day and night, the handsome earnings this 
type of construction is bringing its operators. 


THE POSITIVE FACTS are these—Silver King 
Twins were made originally under certain exacting 
specifications for private operatng use. Immediately 
on appearance of this machine on location we be- 
gan to receive inquiries from operators about it; 
and urgent requests backed up with substantial 
bonuses to let them operate the Silver King Twins 
in their territories. 
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THE LATEST 


DIMENSIONS 

Width 32 in. 

Length 3&8 in. 
Shipping Weight, 
(packed) 110) Why. 


i y Patents Pending 
ta Very mechan. 
+F ical feature, Name 
b) also rewistered for 

t 


Manufacture 


Silver King 
Twins, Jr. 


Built for te or 
5c play. Height 
36 in., width 
24 in, depth 
8% in., length 
28! in. 


Weight packed, 


75 Ibs. 5c—Two Games for—5c 


No Successful copy of this Machine has yet been made 


hen we 


yall over the country. 


Twns. 


Details. 
MANUFACTURED BY 


Standard Amusement Company, Inc, 
BEAUMONT, TEXAS 





First of the Texas two players, the SILVER KING TWINS was created by Texas oper- 
ator Edmund C. Clem for his routes around February 1932. He started making it 
through his Texas Novelty Company, and when demand got large it was made by his 
Standard Amusement Company in Beaumont, Texas. —Automatic World, March 1933 


ringer for the Gottlieb FIVE STAR FINAL 
of two months earlier.!?? The figure-8 
format, two star design and cup placements 
were exactly the same. He had to have 
copied the game, but claimed he didn’t. 
Gottlieb never got a design patent on the 
playfield, so Osbrink’s patent stood. He 
used it on his game MIKE & IKE, and even 
ended up licensing the design to the Lind- 
strom Tool & Toy Company of Bridgeport, 
Connecticut, for their use on a 1934 bagatelle 
game called GOLD STAR. 

D. Gottlieb & Company and Osbrink 
came to an accommodation, with neither 
firm making trouble for the other. In 1933 
Osbrink reformed his firm as the Osbrink 
Games Company and went on to produce 
a series of original pinball games while 
continuing to get design patents on a series 
of playfields. 

The most far reaching event in the early 
days of California game operations and 
design was the bringing of Fred C. McClellan 
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The Silver King Twins 


- - Brings Back Old Locations - 


1c—Two Games for—ic 


‘SO SUCCESSFUL has been this newest idea in 
doubling up play that we have now arranged to 
supply this machine in any quantities for operators 


YOU, TOO, can share in the marvelous earnings 
on our iron clad money back, seven day guarantee. 
Our reputation of long standing for fair dealing 
protects you. Reference: Any bank in Beaumont, 
or any mercantile rating agency. Beat competition 
in your territory by being first with the Silver King 


Write Today for Special Operators Prices and Full 


into the picture. Like so many 
others who entered the field, 
McClellan had an automobile 
dealership in Los Angeles. 
When business began to slow 
down before it all but stopped 
in 1931 he bailed out, and 
“ ..became an operator of 
games on a large scale. He felt 
his way first, then invested in 
thousands of dollars’ worth of 
the best equipment obtain- 
able and operated machines 
in every important West Coast 
city on a scale that only a man 
of McClellan’s dauntless char- 
acter would dare attempt. 

Like any alert business man, 
McClellan made sure of his 
purchases by testing sample 
machines quickly, then ordered 
heavily on those bringing the 
heaviest returns. He devised 
improvements in games of his 
own selection, even designed 
his own.”!93 Completely out of 
the Chicago loop, and 
depending largely on west coast 
games to fill out his routes, 
McClellan did not exhibit at 
the 1932 coin machine show, 
in spite of the fact his newly 
formed Pacific Amusement 
Manufacturing Company had 
just turned out a game that 
might have been one of the massive hits of 
the Chicago event. For all of the press on 
his behalf, McClellan didn’t have a factory, 
subcontracting his games to woodworking 
shops and acting as a distributor drop ship- 
ping from the place of manufacture. 

McClellan introduced his ball manipu- 
lating BUMP-T-BALL table pin game in 
January 1932 and advertised it in the 
national trade media during the show. At 
least half a year ahead of its time, BUMP- 
T-BALL had features “...such as movable 
shooter, and adjustable and movable ‘T” 
for regulating the ball. The speed of the 
ball can be regulated by the the will of the 
operator—it has adjustable rifle—player 
can regulate direction of the ball. Balls are 
absolutely contained in case and are not 
handled by players.”!94 Having some success 
on McClellan’s routes in California, it 
seems to have stayed there as the game was 
never nationally advertised again. 

In San Francisco, Louis E. Wolcher and 


Che Sweetheart Double 


its size is 38 inches square. Height at front, 
37 inches; at back, 41 inches. Weighs 120 
pounds uncrated. Cabinet and legs of 
mahogany, walnut or figured red gum. {We 
ship from whichever stock we are running. 
Vertical veneer five ply panels used on front 
sides and ends. Adjusters on legs. Legs 
removed when shipping and are attached 
to table with exclusive features of machine 
screws and washers entering into concealed 
angle iron construction at each corner. 
Both plungers on right of player. Coin 
side operates both marble pans at once. 
Bevators Eft one marble at a time. Ex- 
terior finished in natural colors with four 
coats high grade laquer. 


Mechanical Construction 


All action exposed to view when lid is 
raised, Adjustment features for syncroniz- 
ing release of marbles. Note—no sliding 
boards. Easy to service—nothing to get 
out of order. 


This same action used on both the “Sweet- 
heart and “Wildcat” tables. 


THEIR SHEER BEAUTY WILL SECURE LOCATIONS 


Above: The ultimate refinement of the Texas 
two player was the SWEETHEART DOUBLE 
and WILDCAT DOUBLE games made by The 
Houston Show Case ©& Manufacturing 
Company. WILDCAT DOUBLE was a summer 
1932 offering, and SWEETHEART DOUBLE 
was February 1933. WILDCAT shows an oil rig 
blowing, and SWEETHEART has hearts on 
the playfield. Both games came single or 
double. Two coin slides, two right hand 
shooters. —Dick Bueschel Collection 


his brother Harry opened up the 
Advance Automatic Sales Company 
in June 1932 to establish a distribu- 
torship serving central and Northern 
California, Oregon, Washington State 
and Nevada, filling in the holes missed 
by the Los Angeles firms. 

Wolcher was an experienced coin 
machine hand, starting out as a peanut 
machine route operator in New York 
City during World War I, moving west- 
ward with the mass migration in the 
1920s and bringing his routes with him. 
Selling them off, he became both a 
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Exclusive in the Gield of Really High- Class 
Amusement Games 


Believing that there is no substi- 
tute For real quality, these tables were designed for exterior 
beauty and mechanical perfection . . . combined with fasci- 


nating playing fields. 


The play increases ... the profits continue .. . they are 


made to last .. . in construction and earning power. 


PNEVE STM ENF 
NOT AN EXPENSE 


AN 


changeable 


Playing-Bosreds, 


AMERICAN 
TWIN offers to 


profit wih a 
double machine. 


IRI ERCHARGLARLE PtaTING- 
BOALDS 

Beware tem ok Che vet Dewey atte ptm Boneh 

fen teat be, tarde on HR Der SEE SMARRCAN 

oa BL hae nts She Hie treet Bere 


DALLAS NOVELTY SALES 68., lc. 


Wi Hrre @ 


“ eae 
AWS Cotnmmener Sa. Dadian, Tryna 
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Che Field of 
Che Sweetheart 


The field itself is finished in gold, the orna- 
mentation around holes is black. The pins 
are brass covered with white rubber. The 
field guard is finished black and the labels 
are black and gold. Note that marbles re- 
turn to numbered pockets in front of player. 
Easily counted without loss of time or con- 
froversy. 


Che Field of 
Che Wildcat 


The field is finished in silver, the field guard 
in blue. The wood blocks are finished in 
nine different colors. The transfer in center 
is a colorful gushing oil well. The labels 
represent oi! barrels in natural colors. This 
type of field is placed in same cabinet as 
the “Sweetheart” shown on opposite page. 
A game requiring unusual skill for scoring. 
Fer special locations. 


ERAT SHUAWE BEEN CLOGED  TO;CHEAP BOMES 





Left: The ALL-AMERICAN TWIN Texas two 
player by the Dallas Novelty Sales Company, Inc. 
of October 1932 offered twin figure-8 playfields or 
double 3-ring faces (or one of each) with two coin 
slides and double right handed shooters. Later 
November 1932 interchangeable boards could 
create BAGDAD or DELHI (or one of each) 


versions. —Automatic World, November 1932 


Right: Never a national game, the Pacific 
Amusement BUMP-T-BALL of January 1932 
was the first product of a Los Angeles firm that 
would become a major pinball producer in Cali- 
fornia and Chicago in the years ahead. BUMP- 
T-BALL provided ball manipulation with an 
adjustable plunger and movable “T” at the upper 
left hand corner of the playfield many months 
before any similar games were on the market. — 


The Coin Machine Journal, February 1932 


distributor and pin game manufacturer, 
starting out with an Advance Auto- 
matic counter game called CIRCUS. 
Within a few years Lou would greatly 
expand his operations, moving three 
times in four years in order to enlarge 
his quarters, with Harry taking over as 
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“BUMP-T-BALL” 


IT’S NEW-— IT’S A WINNER 








Attractive— Fascinating and Really 
Gets the Money — Investigate Now! 


i 
An improved coin machine that has made an instant hit for competitive sports and recreation and is 
making unheard of profits for operators. It has many new features such as movable shooter, and 
adjustable and movable “T” for regulating the ball. A five cent play for ten balls. Not too large to 
take up store room and not too small to attract attention and get good play. Truly a sure winner and 
gets the money. 

| 





Beautiful 
in Design 


EVERYONE 
WANTS 
TO PLAY 


Its design has an ap- 
peal that attracts 
players. The speed 
of the ball can be 
regulated by the will 4 
of the operator — it 
has adjustable rifle 
—player can regu- 
late direction of the | 
ball. Only one ball 
can enter rifle at one 
time—the traps have 
3 scoring positions. 
Balls are absolutely 
contained in case 
and not handled by 
players. 





















Just the 
Right Size 


NOVELTY 
OF PLAY 


REMOVES 
All Competition 











Get in the 


LOW PRICE 
Money 


$1 29°” 


F.O.B. Shipping Point 
Philadelphia, Chicago, Mem- 
phis, Tenn., and Los Angeles 
Compare with Games 
Selling for 
$200.00 or More 


TERMS 


$24.75 with order. $25.00 

C. O. D and balance in four 
equal monthly notes of 

$20.00 each. 
















Place Your 
Order Now 













SIZE 
41x24 Don't 
Weight Delay 


70 Pounds 


Crated for 


sudden AVERAGE 
Net Earning 
MANY NEW FEATURES—READ THEM Power from 
















BUMP-T-BALL is designed for appeal, fascination, skill and chance with many new features which make $2 5 to $ 5 O 
the game more interesting and competitive—is attractive in appearance and welcome in every place of busi- 

ness. Beautiful walnut piano finish cabinet, alluring color playing fields with its glittering metallic appoint- 

ments. High scoring operation that is so instantly appreciated. Ten metallic playing balls exert an influence Per Week 


impossible to resist. 


Mail All Orders and Communications to 


Pacific Amusement Mfg. Co. 


303 SO. HILL STREET - - LOS ANGELES, CALIF. 


When writing advertisers mention the Coin Machine Journal. It establishes you as being progressive 
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manager of the Seattle, Wash- 
ington, firm of Western Distrib- 
utors, Inc., who also began to 
make games, further expanding 
the family holdings. 

The exponential growth of 
pin game operating and distri- 
bution in California during 1932 
was fed by an eager playing public, 
plus a continuing flow of tourists. 
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“The NEW oLypic “DOUBLES” 


HOLD THE STAGE 


2 PLAYERS — 2 PROFITS 


Too Much Appeal to Ever Miss 
Tense Competitive Play 
Faster Action - Snap - Speed - Vigor - It’s All There Too 


Blast thru blase Locations and Small earnings to the best 
income Records you have ever made. 
LARGE SIZE 
41 x 22 . 


Take Any Location 


YOU WANT WITH OLYMPIC 

DOUBLES, THEY ARE BEG- 

GING FOR IT EVERYWHERE 
AND 

{S IT TOUGH peep RD 


Wainut 3-Tone 
Finish 
Gold and 3 Color 
Play Boar 
magnet | Coin 


Leg Pevelers 


BOWLING cue shot table games 
in competition with the 11 other 
producers of miniature pool table 
and cue shooter table games in 
the state. 

When the “trickle pin games,” 
as he called them, entered the 
marketplace, Wilkinson formed 
The Bridget Manufacturing 
Company to produce his own 


As one operator explained: “ 

will say my machines have 
improved 20 per cent this month, 
on account of a big lot of sailors 
coming in; also summer tourists. 
Most of the tables here are 5¢ 
play, ten shots for a nickel instead 
of five shots for 1¢. I saw in the 
paper where there were over 
11,000 pin tables operating in 
Los Angeles county and 3,500 
in the business section of Los 
Angeles. J. H. Scott, who is a 
large operator, said his machines 
are doing pretty well. The Oper- 
ators Vending Supply Company 
have moved to larger quarters 
at 1229 West First Street, as a 
result of improvement in their 
business. They also operate about 
600 machines of all kinds. I have 
been pretty busy putting out 
machines and painting all my 
machines a bright red and I have 
my route in good shape now, 
much better than ever before. I 
have 101 machines out on location. We 
are expecting good business here in Los 
Angeles during the Olympic Games in July 
and August. A large crowd is expected here 
during that time.”!” 

Yet, in spite of this frenzied expansion, 
the lingering fears of a short lived boom 
persisted. One California operator, writing 
to the Texas publication Automatic World 
near the end of the year, asked the perpetual 
question: “Please give me your honest 
opinion whether to go into pin games any 
deeper. I am contemplating adding 50 
more to my string, but before purchasing 
I am waiting to hear from you. Would like 
to know if they are going to blow up like 
Pee-Wee Golf. I can’t afford to hold the 
sack for the factories. As I have no way of 
knowing out here in the West, I am asking 
you.”!%6 Tt was a question that could only 
be answered after the fact, and the answer 
was soon in coming. But for the moment 


Plate Glass 
T 


Flatiron Bldg. _ 


SnenEe: 


from Double 
rd 


"One Cabinet 


Interchangeable 


Play Boards 


No Obsolesence 


20 Balls 
5c 
STANDARDIZE 


on 
OLYMPICS 

peruse Peders 
rompt Delivery 
If your Don’t 


Terms: $10.00 with order, 
certified check, Balance 
c. O. D. 


Jobbers 


Write for Quantity Prices 


JOHNSON and JOHNSON 


Olympic Games 
Madison and Ashland Blvd. 


OBBERS AND DISTRIBUTORS 
RRIS NOVELTY co. 
1504 5. Grand Blvd., 


eae iT AT OUR RISK 


TEXAS NOVELT 
1160 eave edt Bexumone “Tex. 
ING MFG, co. 


1922 Freawan ANG: Cincinnatl, Ohlo 


200 ams, Shicags. Ut. 
DOUGLAS: MACH 
116 S. Wells St., Ghitagc: til. 





The Texas twin playfield idea for a two player game was also copied outside 
of the state. This is the thinner and longer OLYMPIC SPORTSMAN by 
The Olympic Manufacturing Company of Chicago, June 1932. Three inter- 
changeable playfields altered the game appearance and could change it 
from double to single play. —Automatic Age, June 1932 


the age old truism of business held forth; no 
risk, no gain. 

The other creative center that promoted 
a boom in pin games, and developed 
machines that would ultimately have 
national significance, was the state of Texas. 
Its pin game roots went back to the 1930 
law that closed the doors of Texas pool- 
halls and billiard parlors, leading to the 
development of the coin operated minia- 
ture pool table for placement in every other 
possible location, thereby circumnavigating 
the essence of the law. 

Leading figure in the Texas table game 
revolution was Kenyon FE Wilkinson, making 
his ground breaking MINIATURE POOL 
TABLE in June 1930 in Pharr, known as 
“Hub City,” located at the very bottom of 
the state. By the end of 1930 his Bantam 
© Games Company in Pharr was producing 
the newly popular BANTAM POOL, 
BANTAM GOLF and BANTAM 
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ASK THE MAN WHO DOESN 
HAVE ONE 


_Chicago, IL. 


versions. Making nothing but 
table games, utilizing the same 
facilities that made the MINIA- 
TURE POOL TABLE in the 
“Largest factory of its kind in 
the south,” Wilky brought out 
WHANG, BIG LITTLE JOKER 
and WIZARD in rapid succes- 
sion in February, March and 
April 1932. The cabinets had 
the woodshop stability of small 
pool tables, with WIZARD 
featuring a payout jackpot as 
“The wonder game with a perfect 
reward system.”!?’ Later in the 
year he packed up his opera- 
tion and moved north to San 
Antonio, setting up as the 
United Amusement Company, 
making a game called PENNY 
SKILLO followed by O. K. 
TWINS, a two player based on 
a game made by another Texas 
producer. 

It was Texas game operator 
Edmund D. Clem located in 
Beaumont, Texas, in oil patch country next 
to the Gulf and the Mississippi River, right 
next to the Louisiana border, who introduced 
a whole new idea in pin games in July 1932 
by doubling up his SILVER KING table 
game to create SILVER KING TWINS. It 
was a two player game that put two play- 
fields and opposite left and right hand 
shooters in a large cabinet with one nickel 
coin slide in the middle. The game designers 
were Charles A. Toce of Houston, who 
had tried to manufacture a table game of his 
own design some months earlier, and Glenn 
D. Fleak of Beaumont, who had the busi- 
ness connection with Clem, although the 
south Texas operator wasn’t above taking 
full credit for the game. 

“E. D. Clem, prominent operator and 
manufacturer, who for several years has 
conducted his business under the name of 
Texas Novelty Co., Beaumont, Texas, has 
brought out a new double play game which 


has attracted wide attention as one of the 
outstanding constructions of the industry. 
With the announcement that these games 
will be offered to the trade through the 
regular jobbing and operating channels 
Mr. Clem also advises that in the future 
the business will be conducted under the 
name of the Standard Amusement Company. 
This game known as the SILVER KING 
TWINS was originally made up by Mr. 
Clem for operating purposes in his own 
business. The popularity of the game having 
attracted operators about the country, 
various operators prevailed upon Mr. Clem 
to sell them some of the games for their 
territories. ‘Since I began to let other oper- 
ators in on these SILVER KING TWINS,’ 
Mr. Clem said, ‘I have had so many orders 
that I have decided to produce the machines 
in quantity and give every operator an 
opportunity to buy them.’”!98 

It was almost too late, because just about 
every other game maker in Texas came to 
the same conclusion. The game was an 
absolute sensation and an idea that good 
could hardly stand alone. The moment it 
was revealed the rush was on. 

The first to jump in was the De Luxe 
Amusement Company in San Antonio, 
taking their DE LUXE table game to create 
the DE LUXE TWINS of June 1932. They 
scored with the game as well: “There is 
always a crowd around DE LUXE TWINS. 
Old time operators who have placed DE 
LUXE TWINS on location, are astounded 
at the remarkable results it has produced. 
Breaks all records for sustained play. Is the 
greatest money maker of all time.”!% In 
rapid succession game makers in Dallas 
and Houston made their own versions of the 
game and the Texas two player with two play- 
fields quickly became a generic, soon copied 
elsewhere around the nation. 

The first Texas pin game was called 
ELECTRO-BALL, made in 1930 by the 
Electro-Ball Company of Dallas out of old 
phonograph cabinets. It was so successful 
the company was renamed after the game, 
and remained in the pin game business. 
When the firm was incorporated on 
December 14, 1932 the inventory included 
185 ELECTRO-BALL MODEL C, 115 
DELUXE ELECTRO-BALL, 33 DOUBLE 
ELECTRO-BALL DELUXE, 62 TWO 
PALS DOUBLE, 13 ELECTRO-BALL 
MODEL O and 12 miscellaneous games, 
presumably including some single TWO 
PALS games, indicating that the Electro Ball 
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Company, Inc. also made Texas two players 
based on the E. C. Clem game.2°° Incor- 
poration also revealed the length and 
breadth of line of at least one of the Texas 
pinball game producers, rivalling that of 
other makers of the period, including some 
of the Chicago leaders. 

There was another Texas experiment in 
pin games that broke new ground, but 
did not lead to a trend, or even copy- 
catting. One reason may have been the 
patent protection that designer Oscar H. 
Ray wrapped around his game. The name 
of the November 1932 product is FLASH, 
produced by the R. and H. Sales Company 
in Dallas. The distinctive feature of 
FLASH is that the top of its playfield is 
surrounded by an artistically bent tube of 
neon lighting. The advertising quoted 
operators as saying “The greatest of great. 
Skillful, beautiful, marvelous. A flash. 
A flame. A new game. The most magnetic 
of all pin games. Truly the most fasci- 
nating. Now all my new machines are 
obsolete.”2°! 

Ray’s claims were distinct enough to get 
a design patent, but its exposure seemed 
to stay within the bounds of local operators 
as did virtually all of the Texas games. “O. 
H. Ray, one of the owners of the R. G H. 
Sales Company, inventors and manufac- 
turers of the FLASH, a neon-lighted pin 
game, was granted a design patent on his 
machine last week. The FLASH is reported 
to be the only neon-lighted marble game 
on the market and the patent granted to Mr. 
Ray gives him the exclusive rights to the 
neon-lighted effect on any such games. 
The game is said to be meeting with big 
success in the South and Southwest.”2° 
Lighting would come, but not just yet. 

One other cauldron of creativity opened 
up following the local success of the Cali- 
fornia and Texas activities. It was the Pacific 
Northwest, specifically Portland, Oregon, 
and Seattle, Washington. Both cities were 
major operating territories for pin games, and 
attracted distribution. That led to game devel- 
opment, and finally indigenous production. 

The Pacific Northwest games had the 
distinction of exporting their concepts to 
other parts of the country almost as fast as 
they were developed, something that didn’t 
happen as quickly or as comfortably with 
the California and Texas games. An early 
design leader in the area was the Northwest 
Amusement Company located in Portland, 
incorporated on April 26, 1932 and managed 
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by William C. Graves and George F Graves. 
They quickly built up their routes until 
they were the largest north of California. 

“This growing concern operates practi- 
cally over the entire states of Oregon, 
Washington and Idaho, and to date have 
placed upwards of five hundred machines 
in some twenty different and attractive 
styles, varying from the small counter 
machines to the six-foot machines. They 
were also the originators of the popular 
five-foot machines as well as other games 
and play boards they put out. One of the 
most attractive boards put out by this 
company is located in Harry Cohen’s Pacific 
Drug Store. It is a five-foot job enameled 
in white-ivory with gold runways, and 
outside stripped with metal bands tipped in 
red. The first thing that catches the player’s 
eye is the given names of the merchants, 
Mr. Harry Cohen and wife in tinsel, HARRY- 
ESSIE, both of whom enter into and hold 
the play on the popular board which is 
advantageously placed near the busy lunch 
counter.”*°3 Much would be heard from 
this Portland organization, and new game 
makers in Seattle, and soon. 
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The Coming Countdown 


1932 was a tumultuous 
year; politically, inter- 
nationally, economically 
and for pinballs. New 
York governor Franklin 
Delano Roosevelt was 
the Democratic choice 
for president of the 
United States for the 
upcoming November 
1932 election, picked at 
their convention in 
Chicago at the Chicago 
Stadium on July 2, two 
weeks after the Repub- 
lican convention re-nomi- 
nated president Herbert 
Hoover in the same place. 

Flying in for his nomi- 
nation acceptance speech, 

Roosevelt made a Bes aire 
promise; “I pledge you, | rreearier nies 
pledge myself, to a new @ 
deal for the American 
People.” It was more than 
needed. The work week 
was six days and almost 
50 hours, most often 
without benefits or hospi- 
talization insurance. The 
average life expectancy 
for a man was less than 60 
years, for women 61, and 
old age, if you made it, 
was a fearful thing. And 
times were getting still 
tougher. Ford Motor 
Company shut down its 
Model A line and cut its 
payroll to less than a 
quarter of its 1929 high. 

But there were also signs of light for 
1933, and a welcoming future. While over 
15 million able Americans were out of 
work, the profession of coin machine oper- 
ator was paying big dividends for those 
willing to risk the capital and put in the 
hours. Chicago, which had a worldwide 
reputation for “Rat-tat-a-tat” and gang- 
land killings even bigger than its insular 
“Coin Machine Capital Of The World” 
moniker, finally got rid of gangster Al 


STI 


it 
1 ams 
iy y =, 
LS 
hs 

“A Wie) 
TAM 

A 


EOUIPPED 
lift and A 


ws &ven the KING TUTS 
of the AmusemenWorl 
il! +> make 


A beautiful example 


skill and painstaking 
caro of a fine piece 
of furnifore. Even 
the most exclusive 
locations will be glad 


of cabinet work 


line at the Chicago 
“Century Of Progress” 


1933 World’s Fair running 
from May through 


"HIS is one game you net 
no doubt about. From the 

ment you put it on location it ¥ 
make money for you because it has 
everything a “'money-maker" needs: 
Beautiful appearance; fast skillful 
play; and long lasting qualities. - 
Get a sample and see for yourself. 


Write or Wire 


Your Order To-Day ® clos sls 
SUPREME OF NEW JERSEY 


441 ELIZABETH AVENUE 
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Initially exclusively supplied to operators obtaining their machines from the Automatic 
Jobbers Association of New York City, the Richard Manufacturing Company KING TUT was 
put on the open market at the Chicago show by distributor Willy Blatt of Supreme Vending 
in Brooklyn.—Dick Bueschel Collection 


Capone, who was sentenced in 1932 to 11 
years in prison (ending up in Alcatraz) for 
income tax evasion. 

Newly opened, U. S. Route 66 made it 
possible to drive from Chicago to Los 
Angeles on one 2,200 mile stretch of contin- 
uous highway, becoming known as the 
“Main Street of America.” That alone 
would spur car sales. 

Ford would introduce its low cost V-8, 
tooled up during the Model A shutdown, 
and Chevrolet would set up a production 
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November so people 
could see how cars were 
made, and buy them on 
the spot. 

The first suburban 
shopping mall, Plaza del 
Lago in Wilmette, IIli- 
nois, just north of 
Chicago, was doing well 
after a slow start following 
its 1928 opening, and the 
Douglas DC-1 twin- 
engine low wing mono- 
plane 12-passenger 
airliner was accepted by 
TWA who bought 25 of 
the aircraft. 

FDR got elected, 
carrying all but six of the 
48 states, and would take 
office on March 4 and 
immediately begin his 
New Deal reforms. Barely 
over a month earlier 
Adolph Hitler had gained 
control of the German 
government as Chan- 
cellor, giving many 
Germans false hope for 
the future after a disas- 
trous inflationary spiral. 
(Roosevelt and Hitler 
would both reign for 12 
years, and die in office 
in April 1945, with Hitler 
committing suicide 16 
days after Roosevelt’s death). 

Sound had solidly been accepted by the 
movies in spite of a staggering 1932 loss 
of $21 million by Paramount Pictures alone 
(and in spite of leading United Artists’ star 
Charlie Chaplin’s opinion that “Moving 
pictures need sound as much as Beethoven 
symphonies need lyrics,” as he continued 
to make silents), bringing enormously 
popular all-singing, all-dancing musicals 
to the silver screen, leading to a recorded 
music and radio vocalist boom. And yet 


have KING TUT. 





another exciting coin machine show was 
coming up. Again in Chicago. 

In looking back over the previous year 
in pin games, it was evident that an enor- 
mous amount of evolution had been packed 
into twelve short months. “The year started 


The Coming Countdown 


The pin tables, especially the larger types, 
are destined to remain in the industry for 
some years. Without any doubt there has 
been a great deal of optimism instilled 


into the business...and many are expecting 


1933 to be one of the most outstanding 


store, has felt the revival in games, and its 
stock for the Holiday season shows keen 
interest in the sales possibilities. The buyer 
for Wanamaker’s states that the interest 
in games for grownups has just about 
swamped the toy section, and this demand 
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DE LUXE 


New Idea!— Novel Double Ramp! 


HORSE RACE GAMES teach a climax with doubt! . .. Pass the Judges’ Stend and 


ip Table piecing at 
comes complete with legs—wo 
ble proof, leg adjusters attached. 

BP) Accopts coins of one denomina- 
Hion only, le of Seno cheating. 

3 Races six rsa balls ejected 
simulteneously by o brand new 
imochonical operation — entirely 
automaticfool-proof, 

Utilizes new ere Double 
Ramp as woll as pins. 

Bp Noisoloss suesiteas (Location 
will appreciate this.) 

Bp Scilliantly colored field, divided 
into 8 furlongs, « realistic ropro- 
duction of @ race track. 

op Fell aluminum ramp walls, Alymi- 
num and brass trimmings. All ex- 
posed parts nickeled, 

i Chestproot. Cannot be manip. 
wlated, vee always in doubt 


JOCKEY CLUB! A superb table model ma- 
chine resplendent in brilliant coloring and 
powessing @ playing principle heretofore 
unknown, 


JOCKEY CLUB is @ realistic roproduciion of 
an actuel race track, At the pull of the 
knob, six vari-colorad marble balls are 
ejected af one time. Speedily they dash 
down the track, At the first furlong they 
sound the bend... Down they travel on 
the inelined Double Ramp... See them 
bunch a9 the turns, just as they do at the 
track . . , Then the home streich!—Zig- 
asqging through the Pin Barriers, balls nose 


the winner is declared! 


LEGAL EVERYWHERE 

Even as a straight amusement game JOCKEY 
CLUS is the lost word for fover-pitch sus 
pense and thrills, Because of ifs oxclusive 
design JOCKEY CLUB hes no “barred loce- 
tions.” Being a splendid oemusement 
gamo, its trado stimulator feature is an 
important added advantage, 


Order your JOCKEY CLUB today! “4.4 
Gat in NOW while the game "| 

is new! Write, wire et 

ot phone at 


oul each other! . . . The winner is in 


Confidential Operating Methods 
Furnished With Each Game 


watil finished JOCKEY CLUB may be secured for either nickel or penny Ee This elim iminates oasis (es in some panied by inserting « coi 


© Walnut finish cabinet complete 
with legs. eos Box attached to 
front panel. 


10 Tred = ments — Straight 
Amusom 


with the square pin games 
predominating but they seemed 
to lose their appeal instantly, 
and were quickly followed by 
some tricky, uniquely constructed machines 
which for a time made the operators some 
handsome profits. In a short while someone 
placed the score cards on the machines and 
the novelty manufacturers suddenly found 
new life in their industry. Then, with the 
coming of prizes, the police stepped in 
and much pin game territory was elimi- 
nated. To prevent complete collapse of 
certain territories the prize cards were 
eliminated and the old high score principle 
was placed back into action. Then followed 
a score of machines and in the South the 
twin game machines. As yet the pin tables 
are still the predominant money makers. 


denomination after winner ap 


» Entire action is automatic, No elevat 


he track alternate at each furlong, giving JOCKEY CLUB a powerful flash. 


Speed and color characterize the JOCKEY CLUB game made by Stan- 
dard Manufacturing Company of Chicago and introduced in January 
1933. Game designer and company owner is S. Simonson.—Dick 
Bueschel Collection 


years of the industry.”2° 

The pin games had an influence well 
beyond their immediate exposure on loca- 
tion as they crept in to the popular culture 
of the nation. It was out with the old and 
in with the new, just as it was in national 
politics. The first generation of pin table 
games had run their course, and by the end 
of 1932 you could pick up old WHOOPEE 
and SPOT BALL games for $8 each in lots 
of ten, games that had sold for $135 and 
$97.50 only the year before.” 

Anything that smacked of pinball, even 
home game bagatelles, prospered: “Wana- 
maker’s, nationally known department 
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ators to jam. Nothing to get out of order. Ne 
Ball Ejector. Coin chute attached to front panel of cash box—instant access. Each leg rigidly secured 
Absolutely wobble-proof. adjusters attached. Unique aluminum ramp walls. Aluminum and brass t 
nickeled, The brilliant colors we) t 
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coming at this early date indi- 
cates interest for something more 
than gift purposes. ‘I don’t know 
what it is, whether it is the reac- 
tion from the depression or what,’ stated the 
buyer, ‘But the fact is that the games are 
immensely popular for home use. The pin 
games are leading in popularity; any of 
those operated with a plunger or a small cue 
are meeting with ready sale. There are 
scores of these home pin games coming 
out and some of them are very ingenious.””206 

1933 show planning started immediately 
after the closing of the 1932 event, with Joe 
Huber, secretary of the Coin Machine 
Manufacturer’s Association of America 
and vp of Rock-Ola Manufacturing Corpo- 
ration again tagged as the honcho and show 
arranger, working under the aegis of 


corporation C.M.M.A. presi- 
dent Lee S. Jones of Amer- 
ican Sales Company in 
Chicago, himself a pinball 
booth exhibitor. Not quite as 
big as the 1932 show, but better 
for a number of reasons, the 
media reported that “Once 
again this ‘Miracle Industry’ 
surprises the business world 
by forging ahead despite unfa- 
vorable business conditions— 
despite the dense fog of national 
pessimism—despite handicaps 
peculiar to the coin machine 
industry” to put on the 1933 
Coin Machine Exposition and 
Convention at the Hotel 
Sherman in Chicago between 
Tuesday, February 20 and Friday 
the 23rd.”207 

The exhibitor mix was 
eclectic, changing the 
complexion of the show from 
previous years. “Unlike the 
1932 show...there was no 
particular kind of machine 
dominating the Exposition this 
year. In 1931 it was the ‘Pool 
Table year’; in 1932 it was the 
‘Pin Game year.’ But this year there were 
sufficient varieties to prevent any one type 
of machine capturing the title. The honors 
were pretty well divided between amuse- 
ment tables and counter games with the 
tables leading in numbers. A total of 114 
booths were required by 90 coin machine 
exhibitors to display the new 1933 models 
of coin machine equipment. Last year 128 
booths were sold to 108 exhibitors. Consid- 
ering the part time manufacturers of coin 
machines who turned to this field for 
temporary activity in 1932 and who have 
since returned to their manufacturing lines, 
it is believed that there were actually more 
full-time manufacturers at this year’s show 
than in 1932. The exhibitors who are now 
regarded as newcomers to the industry are 
believed to be healthy organizations which 
will continue in the coin machine manu- 
facturing field. Last year’s show brought 
many manufacturers who were swept into 
the field by the quick ascendency of the pin 
game, many of whom have dropped out 
of the picture during the past six months.”208 

In one year pinball had become a mature 
product, promising more commitment and 
financial backing by fewer manufacturers 


dozen price is $31.20, Federal Tax paid by oursclves. 
MANY? 
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Nellie Cletro, 
Gift Shop 
Los Angeles, 


Nov., 26th, 1932. 
Calif 


Gentlemen:- _  RE:- No. 50 Pyramid Peg ge af 


Warble Game - JUST 


Attached find circular and sheet of directions 
on the new and fascinating Pyramid Peg, on which we are 
too late to go thru the usual channels of toy snows, 
periodicals, jobber or manufacturers! agent. 


trade 


Read the directions as they contain descriptive 
matter that we are unable to get in this short letter. 


, Briefly, where we have been able to demonstrate 
this game, in spite of conditions and the fact many stores 
have completed their holiday purchases, we hav been able 
to sell stores that are known all over the country, the 
largest and best. In fact, the bisger and more experienced 
the buyer, the Teast sales resistance. 


As a matter of information, in testing out the 
sales appeal, out of 16 buyers, 14 “placed orders and 2 
Said they would order after Nov., lst. ‘fe have had several 
of the large buyers tell us they consider it a year around 
game, for instance in the summer, for use in summer homes 
on rainy days and to fill in dull moments. 


Pyramid Peg combines the 3 essential qualities 
of a successful game - Competition, the endeavor of one to 
surpass another player's shot - Skill, the acquired ability 
to place the marble in the higher value soéts - Luck, that 
clement over which the player has no control, the breath 
taking , making or missing a certain spot. 


All in g@11, the unanimous opinion is, that we 
have a "real" game. We have a trial order vackage of three 
games in cartons and packed in a light erate for 32.60 each 


or 37.80 for the three, the game retailing for 35.00. Natur- 


ally we prefer larger orders, but to introduce it vy mail, 
we deom it advisable to offer the smaller quantity. The per 
HOW 


Cordially yours, 


DIV'w. The Waddell Company, Inc., 








Above: Once both location coin-op and non-coin 
home pin games became popular, everybody tried to 
capitalize on the fad. Even venerable store showcase 


and old line coin-op trade stimulator makers such as 
The Waddell Company Inc. in Greenfield, Ohio, tried. 
Their two player marble game PYRAMID PEG was 
announced with hope in November 1932 and had 
disappeared by early 1933. —Dick Bueschel Collection 


Below: “Tom Thumb” Watling, left, of the Watling 
Manufacturing Company shows his full support for the 
1933 coin machine exhibition by handing show 
chairman “Big” Joe Huber, vp of Rock-Ola Manufac- 
turing Corporation and secretary of the Coin Machine 
Manufacturer’s Association of America, sponsors of the 


event, cash for 150 banquet tickets to pass out to his 
customers. —The Coin Machine Journal, March 1933 
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in the future. It also achieved 
its first recognition outside of 
the industry as an indoor sport. 
“A hill-top view of the three 
years past shows that, despite 
the grave uncertainties of the 
times, the sporting instinct 
has reached its highest peak of 
expression. This is the Great 
Romp, not the Great Crisis. 
Miniature golf, with its fleeting 
golden boom in the real estate 
and iron-pipe business, was 
the start. Then came 
backgammon to set the 
humblest patron of the 10- 
cent store to shaking dice. 
Next there was the jig-saw 
puzzle. After that the pin game 
crowded cigar stores, hotel 
lobbies and other centers with 
eager followers of metal balls 
that bounced illogically off 
myriad little nails. And, of 
course, contract bridge, which 
needs no further comment.”2° 

The 1933 C.M.M.A. show 
was a polyglot mixture of 
success, and hope for the future. 
Existing manufacturers showed 
off the products that were doing well in the 
latter months of the year past, while also 
introducing their new games. Newcomers 
hoped that their machines would find their 
markets and endure, and that they would 
be back the year following with money in 
the bank and even newer games. Repeating 
the same floor plan as the year before, the 
Texas game makers were well represented 
by the Houston Showcase & Manufac- 
turing Company at booths 92-93, showing 
off their SWEETHEART and WILD CAT 
single and double models, with the De 
Luxe Amusement Company of San Antonio 
in booth 104 with their DELUXE TWINS, 
DE LUXE TWINS SENIOR, LUCKY 
TWINS and BLUE STAR DOUBLE 
machines which they called their Deluxe 
Sports Models. 

Early marble game makers Bingo Novelty 
and Hercules Novelty showed off their 
latest pins, with Bingo showing the October 
1932 SCOOP, their new TAILSPIN game, 
and two twin player games at booths 21- 
22 while Hercules Novelty showed off its 
notorious two DOUBLE SHUFFLE models 
and its latest countertop NEW MOON 
pinball in booth 115. Unknown to both firms 


was the fact that this was the 
last time that they would be 
showing pin games at the coin 
machine show, with Bingo 
Novelty knocked out by an 
injunction brought by a 
competitor for copying a game, 
while Hercules Novelty walked 
away from the branded game 
business to settle its scores 
with all of its competitors to 
become a respected sub- 
contractor and components 
supplier to the pinball industry 
for many years to come. 
Watling Manufacturing 
Company, primarily a slot 
machine maker, tried mightily 
one last time to sell their 
square-circle PROFIT 
SHARING PIN GAME to 
little avail in booths 25-26, 
while the Pace Manufacturing 
Company, another slot 
machine maker, brought back 
their BEN HUR and BOOP- 
A-DOOP pin games of the 
year before in booth 82. 
Eastern distribution was 
represented by the Supreme 
Vending Company of Brooklyn 


The Coming Countdown 
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Company of Kansas City, 
Missouri. Others went for flash, 
originality and colorful games. 

New entrant Prosperity Coin 
Machine Corporation of Balti- 
more, Maryland, led by 
respected game designer David 
J. White, showed a line of 
highly ornamental games with 
gold and silver trimmed play- 
fields, including PROSPERITY 
JUNIOR, NEW PROSPERITY 
SENIOR, ARISTOCRAT and 
PICCADILLY JUNIOR in 
booth 91. 

Standard Manufacturing 
Company of Chicago, in booth 
6, showed their two models of 
MAJESTIC, originally released 
in October 1932 and distrib- 
uted by Gottlieb, and intro- 
duced a colorful horse racing 
game in a pin table called 
JOCKEY CLUB, one of the 
fastest and most exciting table 
games ever made. 

Rock-Ola Manufacturing 
Corporation was back in the 
pinball business in booths 17- 
18 with a clever spinning play- 


field game called WINGS, 


in booth 88 with the well 
known Willy Blatt showing 
off the October 1932 KING 
TUT and the newer junior 
and senior FLASH games made 
by the Richard Manufacturing 
Company in Winooski, 
Vermont; and BROADWAY 
and SHAMROCK made by 
Universal Novelty in Chicago, with supreme 
distributing the games. BROADWAY and 
SHAMROCK were also shown by their 
makers, Eddie and Morrie Ginsburg of their 
just established Universal Novelty Manu- 
facturing Company of Chicago in booth 
37, along with their HANDICAP table 
and 3-LEAF-CLOVER conversion board. 
It seems their game names had origins 
beyond marketing; “Here is where all the 
boys had a (Shamrock) pinned on them. 
They were all wearing the green at the 
show. Seems that Eddie Ginsburg was born 
on St. Patrick’s day and to celebrate he 
named his latest creation SHAMROCK.”2!0 

The Mills Novelty Company, basically 
dedicated to slots and their new vending 


machines, took the five booths 29-30-31- 


UNIVERSAL NOVELTY MFG. 
1209 W. Washington Blvd. 


GET YOURS TODAY! 


Chicago distributor and separate venture game maker Eddie Ginsburg was born 
on St. Patrick’s Day, so he named one of his Universal Novelty Manufacturing 
Company games SHAMROCK. It was one of the last BALLYHOO size counter 


games to be made. —Dick Bueschel Collection 


32-33 to show off their lines, including 
two new additions to the Mills OFFICIAL 
pinball offerings, their hand crafted DELUXE 
OFFICIAL and COUNTER, also called 
BABY, OFFICIAL reward game. A game 
similar to the COUNTER OFFICIAL was 
shown in booth 12 by American Sales 
Corporation of Chicago, home firm of 
C.M.M.A. president Lee S. Jones, in TIVOLI 
JR., an award game also similar to the Bally 
3-RING CIRCUS of July 1932. 

The Mills Novelty OFFICIAL influence 
was seen to a marked degree, with a number 
of established game makers going for plain 
ebony cabinets and unadorned playfields, 
particularly Bally, A.B.T., Genco and the 
absent Field Manufacturing Corporation 


of Peoria, Illinois, and A. J. Stephens & 
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Lots of 5, $17.50 tax paid 
Lots of 10 $17.00 tax paid 
One-Third Down Bal. C, O. D. 


COMPANY 
CHICAGO, ILL. 


allowing players to pick their 
shot, either into the whirling 
disk or shooting for a high 
scoring hole by slowing the 
wheel up by means of the ball 
lift lever, with little time left 
to make the score. A 
completely new idea by game 
designer Bill Huenergardt, 
WINGS was shoe-horned into existing 
JUGGLE BALL cabinets. While it wasn’t 
a raging success, it did sell and helped 
Rock-Ola get back on their pin game feet 
while the rest of the booth was dedicated 
to their cash cow scales and counter games. 
In summing up the floor, “There were 
amusement machines in all variations this 
year. We recall that last year the pin games 
were so much alike. This year there was 
evidence that ingenuity has been on the job 
and resulted in scores of new ideas in amuse- 
ment and skill machines.”?!! 

And then there was the inevitable show- 
manship, inspired by the Bally performance 
the year earlier, all designed to bring atten- 
tion to the products in the highlighted 
booth. Curiously, Bally wasn’t the leader in 
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The Coming Countdown 





Thrilling New Skill Feature 
Gets Record-Breaking Play! 


OPERATORS REPORT HUGE PROFITS 


AIRWAY'’S thrilling new Ball-Trap feature has already started a nation-wide craze... 
giving players a thrill they can't resist ... the thrill of real sure-shooting skill! The very 
minute a ball is shot into one of the ten holes, the Trap automatically snaps shut. That 
particular hole then becomes part of the flat playing field. The next ball may roll right 
over the closed Trap ... hesitating a split-second as it strikes a pin, but not obstructed 
in any other way... and dancing on down the field to plunge into an out-hole or an- 
other open Trap. And every successful shot is instantly “chalked up" on the Automatic 
Score Recorder, showing the color corresponding to the color of the Trap... the name 
of the airport by which each hole is designated ... and the numerical value of the hole. 


+ Earning Power as Amusement Game! 


Gold Mine as 3-Way Reward Machine! 


AIRWAY is a money-maker everywhere ...in any territory ...on every type of loca- 

tion! lt is bringing back the old-time pin-game prosperity to operators in all parts of 

the country ... and it will do the same for YOU! Turn the page for complete descrip- 

tion of AIRWAY'S de luxe features. Read our UNCONDITIONED GUARANTEE. 

Then send in your order at once! The sooner you put AIRWAY on your locations, the 
sooner you start getting your share of the big AIRWAY profits! 


rien 


ra . : wi 
eae dt 
ORICLE COIN MACHINE CORPORATION 
17 South Charles Street Baltimore, Maryland 









The IMPROVED AIRWAY (just called AIRWAY) 
with tilts in the upper corners and its name in the 
bottom casting replacing named paper graphics 
came out in April 1933, replacing the original 
February 1933 shown model on the production 
lines. —Dick Bueschel Collection 


on-the-floor showmanship. That credit 
went to Gottlieb, although there were 
other efforts that attempted to provide 
hands on value added. The Bally presen- 
tation was straightforward for the simple 
reason that there was so much to say. The 
advertising dogma that if you have nothing 
to say you should say it big, but if you 
have a lot to work with the products should 
be able to speak for themselves seems to 
have applied. With only one game, one 
product and one booth to work with the 
year before, in 1933 Bally booths 19 and 
20 were crowded with games, five men 
from the factory including Ray Moloney, 
sales manager Jim Buckley, PR and ad 
man Herb Jones, game designer Herb Breit- 
enstein, salesman R. Stanley and the addi- 
tional grace of one Miss Eve Fuxzon. 
What room that was left “...at the Bally’ 
booth was an exposition in itself. Shut 
your eyes and name what kind of game 
you want—open them up and there it 
stands. Pin games, counter games, deluxe 
tables, twin tables, race games, poker 
games, etc., etc. For variety in amusement 
games at the 1933 Show, Bally wins the 
honors without much argument. MIKE 
AND IKE, the new Bally twin game 
received attention, along with JACK AND 
JILL as a running mate. The new PRES- 
IDENT and MONARCH games further 
added variety and completeness to the 
exhibit. GOOFY and 3-RING CIRCUS 
were there, and we believe a few operators 
asked for BALLYHOO. AIRWAY, as antic- 
ipated by the Bally officials, came in for 
the lion’s share of attention and acclaim. 
There were plenty of takers for this number 
among the jobbers and operators. It can 
properly be called one of the most popular 
machines at the exposition. It was nicely 
displayed with the background of the 
booths carrying out the idea of the game.”?!? 
What AIRWAY provided was scoring 
holes that automatically closed when 
made, a takeoff on the Gottlieb BIG 
BROADCAST “Toilet Seat” covers that 
snapped shut once a ball entered a hole. 
Bally was running behind Gottlieb in 
development time, and was only able to 


show the AIRWAY JUNIOR model at 


the show, with the larger 
AIRWAY soon to follow. By 
April a refined version with 
an improved tilt and modi- 
fied playfield castings made 
its appearance to take over 
on the fabrication lines. 

Another feature was its automatic 
scoring developed by designer Herb Breit- 
enstein in which the balls entering the 
holes rolled down inside channels under 
the playfield to trip tumblers that turned 
up their scoring colors and numbers on 
a cast aluminum frame at the bottom of 
the playfield. From the moment the game 
was introduced at the show it was over- 
sold, its distributors clamoring for delivery 
for months on end, with the demand 
lasting over a year. It didn’t take long 
for Ray Moloney to get the message; he 
needed a newer, bigger plant. 

There were some showmanship shenani- 
gans on the exhibition floor that gathered 
a lot of attention, particularly Miss Rose- 
mary La Be at the Dixie Music Company 
booth 47. Bill Shayne, promoting his 
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OUTSTANDING 
FEATURES OF 
CONSTRUCTION 


High Grade cabinet of mahogany finish 
Playing board with high quality piano 
finish 

Best grade of selected marbles, care- 
fully tested and sized 

Highest grade steel pins 

Extremely sensitive plunger 

Lifting device on right side that works 
accurately 

A. B. T. Coin Chute — none better 
Specially designed Tilting Device that 
works instantly when cabinet is tilted- 
prevents cheating 

9. Rubber suction feet to prevent sliding 
10, Playing Board easily accessible 

i}, Attractive Score Card in colors 

12. Basy to handle — small spare on 
counter 


eo Ne 


Fret Se 


TIVOLI JR. 


TRADE STIMULATOR 


Science and Skill Game 


THE ONLY COUNTER REWARD- PAYING PIN GAME WITH 
THE SPECIALLY DESIGNED TILTING DEVICE TO 
PROTECT THE OPERATOR 


BEWARE OF IMITATIONS 


Cheap games are being offered to the public without tilting device which 
is absolutely necessary to protect the operator and storekeeper. 


Coming half a year after the Bally 3-RING CIRCUS and at the same time as the 
Mills Novelty COUNTER OFFICIAL, the American Sales Corporation TIVOLI 
JR. status as “The only counter reward-paying pin game with the specially designed 


tilting device to protect the operator” sets it apart from the other reward games.— 


Dick Bueschel Collection 


ALL AMERICAN pinball game made in 
Miami, Florida, had Rosemary all dressed 
up in patriotic red, white and blue garb 
as “Miss All America.” 

It was reported that she “...blocked 
the aisles in the vicinity of the booth. 
This young lady was extremely easy to 
look at and proved a capable assistant in 
demonstrating Shayne’s new games. The 
ALL AMERICAN was shown in two 
models, with or without a self-loading 
jackpot feature. It is an improved pin 
table with a pay-off...deluxe in size and 
appearance.”2!3 One of the causes for 
excitement was the promise that “Bill 
Shayne says that ‘Miss All America’ will 
pay a personal visit to every operator 
who orders 100 ALL AMERICAN 
machines.”2!4 

In spite of the pulchritude, it was Dave 
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We have the Game that the Operator and Store: 
keeper have been waiting for. TIVOLI JR. has 
made a sensational record in earning power and 
is now offered to the trade for the first time. 


TIVOLI JR. get play that floor machines won't 


get. For TIVOLI JR. is built on sound prin- 
ciples of psychology. When a customer gets his 
change from the cashier, he does not have to 
look around for a game to play TIVOLI JR, 
is sitting right there on the counter, in front of 
the customer. This may sound ever so simple at 
firet, but it is one of the greatest money-making 
ideas that has come to the operator. TIVOLI 
JR. was designed and built to cater 
to that trait in human nature to play 
a machine, right at that moment when 
he has some small change in his hand, 
This is the great secret of the counter 
model machine, 


TIVOLI JR. IS A REWARD- PAYING 
MACHINE. The player invests his odd change 
in playing the game because he can secure a 
reward of 10 cents to $5.00. The challenging 
appeal of this reward card system is that the 
player does not have to wait until the end of the 
week to see who made the highest score. There 





Gottlieb who walked away 
with the biggest audience at 
the show, and the orders. He 
did it with a game and name 
that had an even more 
natural promotional tie-in 
than BALLYHOO did the year before. 
It was with radio, the hottest home enter- 
tainment and consumer product in the 
country. 

One wonders what came first, the 
promotional considerations, or the game 
and its name. Most likely they came 
together at the same time, with Gottlieb 
and his advisors having the good sense to 
recognize the exploitive potential they had 
in hand. It was the normal next step. In 
a media themed course of design FIVE 
STAR FINAL had been keyed to news- 
papers, and radio was next. The selected 
name was BIG BROADCAST, a name 
that practically matched one of the big 
movies of late 1932, “The Big Broadcast” 
by Paramount Pictures, based on yet 
another play just as FIVE STAR FINAL 
had been. 


j 
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YA CK-aN-JILL 


The Most Beautiful Game Ever Built! 


* Ebony Black Cabinet . . . Brilliant Metal Trim. 


SAMPLE MACHINE 
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The Coming Countdown 


Overall length 36°. ovorall width 
27'%". overall height ot back 40”, 
overall height af front 37/2”. 
Shipping weight 108 Ibs.--in wood 


crate. 


Length of playing ficld 30". width 
ef playing field 11247. 


SAMPLE MACHINE 


37° 


COMPLETE 
TABLE ASSEMBLY 


Including Tax 


Lots of 5, each.......... $36.00 
Lots of 10 or more, cach.. 34.00 


TERMS: One-third deposit with 
order; balance C. O. D. 


F, O. B. shipping point. 





Overall length 36°, overall wid 
18". overall height at back 40 
overall height at front 37'/2”. 
Weight 57 Pourds 


Length of pleying field 32°. wid 
of pleying field 14'/>°. 


PENNY OR NICKEL PLA 


THE MONARCH 


@ It's The ELEVATED RAIL That Gives The Thrill! 





$4500 


COMPLETE 


TABLE ASSEMBLY 
Including Tax 


H Lots of 5, each.......... $42.50 


Lots of 10 or more, each.. 40.00 


] TERMS: One-third deposit with 


ordor; balance C. O. D. 
F. O. B. shipping point. 





% Richly Grained Walnut Playing Field. 
SWAN” PLUNGER and BALL-LIFT/ASSEMBLY. 
* Super-Sensitive Feathertouch Plunger. 
* Finger-Tip Push-Button Ball Lift. 
* 20 Balls for 5c . . . 14 Balls for 1c. 

See It At Your Jobber’s! 


* FOR DETAILS SEE LAST PAGE OF FOLDER. 


HERE'S a game that brings out every bit of 
careful calculating skill a pleyor'’s got! And yet 
it hes all the thrill ond excitement of a wild 
tide on o rollor coaster! The ball leaps forward 
from the plunger ... floshes ‘round the long. 
breath-taking ELEVATED TRACK . . . and 
glides into the playing field. Tho resistance of 
the track is so slight and the speed of the ball 
is 40 great that at points THE BALL ACTUALLY 
LEAVES THE TRACK ANO JUMPS BACK ON 
AGAIN AT THE CURVE! 11's oasy to seo why 
this kind of action gois into @ pleyor's blood 
. . « holds him spellbound ond feeding money 
to the machine! 

Although an absolutely now idea, the elevated 
track has beon doveloped to the point of per- 
fection, Roils aro so sprung together that they 


cannot possibly work loose. Curves are scientif- 
ically bonked, and on the final stretch there 
is @ teasing, tantalizing “slow-up” of the ball 
thet edds @ hundred per cent to the suspense 
of the game. 


GREATEST PLAY STIMULATOR 
EVER INVENTED 


At the top of the MONARCH field is an abso- 
lutely new “progressive” scoring idee that ex- 
arts an unconny fascination on the pleyor. 2000 
HOLE CANNOT BE MADE TILL AFTER THE 
1000 HOLE HAS A BALL IN IT—AND BEFORE 
YOU CAN PLACE A BALL IN THE 1000 HOLE, 
YOU'VE GOT TO HAVE A BALL IN THE 500 
HOLE! With tho’ red, groon, and one white 
bell only, if is possible to score 8500 on those 


three top holes alone! This “progressive” scor- 
ing dovice is » never-failing ploy stimulotor for 
the simple reason that it offers @ roal incentive 
for the player to shoot for the same spot a 
number of times in succession. It hes all the 
“target appeal” of the famous Bellyhole—plus 
the added thrill of meking one good shot pave 
tho way to another! Go down fo your jobber 
to-day and see how this new idea works out. 
It alone will convince you that THE MONARCH 
is @ sure-fire money-maker. 


MECHANICALLY PERFECT 


THE MONARCH has all the improvements 
listed on the opposite page in connection with 
JACK-AND-JILL. See last. page of this foldor 
for complete details. , 





BALLY MANUFACTURING CO. +k st. CHICAGO, ILL 
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There is much more to the 
game than just a great promo- 
tional name. Gottlieb took 
a great leap forward in 
creating playfield action that 
gave players something to 
shoot for, and that auto- 
matically indicated their scores. He did 
it with ball traps; snap lids that closed 
over a hole once a ball entered. That 
meant that each time a hole was made, 
it was gone, and the shooter had to go for 
other scoring features. The better the 
player the faster the going gets tougher, 
with little question that this is a skill 
game. 

Gottlieb called the hole covers Trap 
Door Lids; operators quickly identified 
them as “Toilet Seats” based on their 
appearance. With the ball in the hole, it 
transverses the playfield on a lower level 
to trip a lever snapping up a score in the 
Automatic Tally Recorder at the bottom 
of the playfield. Everything the Bally 
AIRWAY JUNIOR offered in February 
1933 was shown on BIG BROADCAST 


Two more of the slick February 1933 games in the Bally booth at the 1933 Chicago 
exposition. JACK AND JILL is a straight swipe from the standard Texas two 
players with opposing left and right shooters and a single center coin slide. THE 
MONARCH adds a kick to the game by keeping the ball elevated on banked rails 
until it is discharged onto the playfield as it starts its second time around.—Dick 


Bueschel Collection 


late the month before as Gottlieb revealed 
the game to their distributors and tooled 
up for production. 

“Jan. 14-Announcement was made this 
week from the office of D. Gottlieb & 
Company that the newest machine in 
their plant will be called BIG BROAD- 
CAST. It is expected to become the 
rightful successor to the FIVE STAR 
FINAL. The new machine is said to be 
the result of six months spent in exper- 
imentation and of getting opinions from 
people in the trade all over the country. 
It will be announced in detail in a few 
weeks, and great expectations are being 
attached to it by the firm. Extensive 
tooling is now being done in the factory 
to get ready for production of the new 
game.”215 
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The 
brochure passed out at the 
show leaned heavily on the 
tie-in, with famous radio 
personalities listed on the 
front, opening to both the 
BIG BROADCAST (Junior) 
model introduced in January, and the 
larger BIG BROADCAST SENIOR first 
shown at the show. Then came the 
clincher. Most everybody had heard radio, 
but few people had heard themselves on 
the air. Gottlieb booths 3-4-5 gave them 
a chance to hear their own voices. The 
spread had a “special radio hookup for 
broadcasting operators’ voices as an amuse- 
ment feature of the exhibit. This stunt took 
the visitors by storm and drew a big crowd 
to the exhibit.”2!© “A mammoth sign and 
neon lights let the world know about 
BIG BROADCAST in this elaborate 
display of many types of machines. A 
special program by well known enter- 
tainers was also given in the booth every 
afternoon.”?!? 


“BIG BROADCAST was the head- 


announcement 


my, f 
ae sa. 


ay, 
gone 


dreds of talented radio stars... fo the 
rs, BIG BROADCAST is dedicated! Today 
phrow the byword of amusement game playe 


original, unique features will soar pin 
igh frequency in money-making ability! 


ASNEW KIND OF ACTION 


sased it makes a speedy circuit of the field. 
ack by a new type Kick Back Spring, if re- 
pins. If the ball lands in a pocket, the Trap 
mediately corresponding Station, Score 
onAutomatic Tally Recorder, affording 
fecurate check. Only one ball can enter 

real test of skill. 


cheat machine, the word "TILTED" 
tion. Recording Device, Tilt Warn 
d upon insertion of next coin. 


SOINT FOR POINT 


ADCAST. We want you fo com- 
Ve machine on the market. Then 
double check its earnings. We know 
; fs leading game! A high voltage, 
thing that jolfs locations into real profit- 

y OF.p af once 


liner in what might be called 
Gottlieb’s ‘show within a 
show.’ Plenty of crowds 
around these booths. The 
Gottlieb display was featured 
by electrical neon signs and 
a large poster which extended 
the full length of the three 
booths and formed a background. Dave 
did a bit of ‘Broadcasting’ himself and 
announced programs of entertainment 
given each afternoon at the booths.”218 

D. Gottlieb © Company had other 
games in the booths; CLOVERLEAE, two 
models of FIVE STAR FINAL, WHIZZ 
BANG, PLAY BOY, BAFFLE BALL and 
others going back in time. But the show 
was BIG BROADCAST, and that’s what 
culled the orders. Dave Gottlieb quickly 
got the message; he needed a newer, bigger 
plant. 

The most far reaching effect of the 
show was the vitalization of two pin game 
makers who would quickly join the ranks 
of major producers. Genco Incorporated, 
formed in 1931 to make spiral counter 
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High Skill Element 
Removes Legal Obstacles 
Because BIG BROADCAST is 
readily recognized as a game of 
shill, all legal objections are re- 
moved, And where BIG 


+ BIG BROADCAS 
SENIOR 


For those choice 
locations, the 
Senior as ma ncieasetscoremrcnemrinamantenoaens 
element of class in- 

elu: massiveness. Has 

allthe features of the Junior 

plus size. Measures 45"x22” 


BROADCAST is desired as ae 
trade stimulater, profitable use .- 


may be made of an assorimont y 


of Payoff Cards furnished: 
each game, Play may be 
on: Mo 


Radio Station Hook-Ups 
Color Combinations 


Total Scores 


Confidential — : 


Operating Sheet 


Supplied with’ Each Game nets 





When BIG BROADCAST was introduced at the C.M.M.A. show in 
Chicago in February 1932 it leaned very heavily on the popularity of well 
known radio celebrities, with their names on the cover of the game flyer. 
The full color portion shows both game models, and the radio microphone 
emblem pressed into the side of the cabinet. The “BIG BROADCAST 
Feature Log” listed the 14 specific game attributes, all of which were 
quickly copied by other game makers. —Dick Bueschel Collection 


games, was already established in the pin 
game business as a producer of econom- 
ical constructions offering features found 
on the higher priced machines made by 
others. 

Genco didn’t exactly copy; they gener- 
ally replicated with improvements. Their 
first move into larger games competitive 
with others was a May 1932 venture called 
O-K, described as “America’s fastest pin 
game” because of its circular formed ring 
at the top called a “Spiral Speedway.”2!? 

Their next major effort was to replicate 
the Bally GOOFY as JIGGERS, and the 
three brothers that owned and operated 
the firm—Lou, Dave and Meyer Gens- 
burg—instinctively knew that they needed 
a newer, bigger plant to pull it off. So in 
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June they moved from their 
loft space at 3542 
Ravenswood Avenue in 
Chicago to a building at 2621 
N. Ashland Avenue along a 
busy industrial strip. “This 
gives the firm one of the 
attractive locations in 
Chicago and also a very efficient plant. 
It is getting everything under way now to 
step up production on the new game O- 
K. The Gensburg brothers are the ener- 
getic managers of this concern, and have 
created a name for themselves with such 
games as MONTE CARLO, BUSTER 
BALL and other counter-type games.”2?° 

From modest presentations in 1931 
and 1932, the brothers Gensburg decided 
to go big time in 1933 with two booths 
45 and 46 displaying a broad line of 
pinball games. While they brought along 
their older MONTE CARLO, BUSTER 
BALL, JIGGERS JR. and JIGGERS 
SENIOR games, it was their newer offer- 
ings in ADMIRAL, TIP-TOP, SUPER- 
SPECIAL, COMMANDER and the 
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Junior Model OvAL . LEN 


$99 


Size: 22” x 39” 


Sample 
Game 


Coin Machine Manufac- 
turers Association Con- 
vention, Chicago, Febru 
ary 20-23, inclusive, and 
oo 


MIKE-AND-IKE 

JACK-AND-JILL 

THE MONARCH is 

THE PRESIDENT | 
AIR-MAIL aa aig ij 
“BALLY” 

AND OTHER 
BALLY GAMES 


i eee 
. = Hin ia , 
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Penny or Nickel Play 


Width 24% in. Length, 24% in. 
Height Overall, 36% in. 
Weight Only 40 Pounds 


MIKE .AND.. 


KE 


The Most Compact Twin Game on the Market 


SAMPLE MACHINE 


ONLY 


$947°° 


Lots of 5, 
each ..$20.00 


Lots of 10 or 
more, en, 19.00 


and other loc 


Prico Includes Tax, 
Machine comes com- 
plote with steel stand. 


TERMS: One-third 
deposit with order: 
tslance CC. EDs 
FP. ©. B. shipping 
point. 


THE FAVORITE MACHINE FOR 


candy stores, school stares, cigar stores, drug stores, small restaurants 
ations where space is at a premium. 


Order Today! Your Jobber Has It! 


Senior Model 


Sample Game 


Beautiful Walnut Cabinet and Playing Fields . . . 
Pin Layout Insures High Speed Excitement .. . . 
Now Earning Big Money for Operators ! ! ! ! 


The BALLY MANUFACTURING COMPANY cutcaco, ittinots 


promise of even later games 
called BLACK BEAUTY and 
“20th Century” that grabbed 
operator attention. 

“The builders of JIGGERS 
naturally featured models of 
this machine prominently 
all over their big display. 
Their newest pin games were 
also out for the first time, 
including the ADMIRAL, 
with pins and spiral track; 
the TIP-TOP, in small junior size; and 
the SUPER SPECIAL, a pin game in 
cedar cabinet. Here was plenty of variety 
in pin games.”2?! 

“This display had the operators guessing 
as to which machines to choose. Their new 
JIGGERS SUPER SPECIAL was a 
knockout for appearance, with flashy 
yellow composition balls. The new ‘20th 
Century,’ called the big secret of the firm 
was one of the new ones. This was talked 
about at the booth, but not shown gener- 
ally.”222 “20th Century, the new Genco 
sensation, was not shown in exhibit, but 


569 


Size: 24” x 46” 


Beautiful New Pastel Shades - Green, Blue and Maroon. 


THE MOST BEAUTIFUL GAME! 


Left:Booths 19 and 20 are promoted in this showtime media ad, one of many 
showing the products in the Bally display. MIKE AND IKE is a smaller version of 
JACK AND JILL, copied from the 1932 Texas two players. It was created to make 
use of the surplus BALLYROUND cabinets still in storage at Bally after the earlier 
machine debacle. —Automatic World, February 1933 


Right: The beginning of two big names in the pinball business. The OVAL-TEN 
DELUXE JUNIOR of February 1933 was made by a woodworking shop run by two 
brothers and their father in Aurora, Illinois, and marketed by the Chicago Coin 
Machine Exchange, a Chicago jobber. The shop became the Stoner Corporation 
and the Chicago jobber became the Chicago Coin Machine Company. —Dick 
Bueschel Collection 


revealed to visitors at factory.”223 

The decision to hold the NEW 
CENTURY back, the true name of the 
game that was described as the “20th 
Century” at the show (suggesting a late 
name change to avoid duplicating the 
name of another game), was a calculated 
risk, and one designed to get the busi- 
ness while not setting up the unrealistic 
expectations so often promoted by the 
other manufacturers. “You know what 
the secret of our success was? We would 
not take our experimental games to the 
show, only the ones that were in produc- 
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tion. That way, by the time 
the buyers got home from 
the show the machine was 
on their doorstep. We got 
them out right away.”224 
With its automatic under- 
the-playfield scoring the 
Genco NEW CENTURY had 
almost everything the 
Gottlieb BIG BROADCAST 
and Bally AIRWAY had, 
except closing holes. Genco 
made that a virtue, and positioned the 
game as being just as skill controlled as 
the others. “Many of the largest distrib- 
utors and operators in the country have 
ordered NEW CENTURY sight unseen. 
Has everything to make NEW CENTURY 
the most highly competitive and appealing 
play in history. The hole does not close 
after the ball enters, but if you are skillful 
enough and can shoot all ten balls in any 
one hole, they will all register, already 
added for you, in the new, sensational 
‘Totalizer’ on NEW CENTURY. 
Remember, NEW CENTURY is equipped 


with the new Genco ‘Feather’ plunger 
and lift. NEW CENTURY has the most 
beautiful playing board of any machine 
ever produced. NEW CENTURY is the 
automatic industry’s Great sensation for 
1933.”229 

Genco made sure that the game was all 
theirs; they patented it. Credit for the add- 
them-up scoring drums set in a row of 
six along the lower playfield, rotated to 
add up as balls directed their way by six 
under playfield runways, was given to 
company founder and senior brother 
Louis W. Gensburg, who also applied for 
a playfield appearance design patent to 
lock up the game.?2° 

Three months later the game was 
refined with a new playfield, improved 
totalizer and modernized Deco style ebony 
cabinet and re-issued as NEW CENTURY 
SPECIAL. Genco, Inc. had taken its 
place as one of the leading Chicago 
producers of pinball games. 

The other name that would quickly 
move from jobbing into the area of private 
label game distribution and ultimately 
into their own production was the Chicago 
Coin Machine Exchange located at 2200 
N. Western Avenue less than a mile to 
the west of Genco’s new plant, with only 
an industrial strip along the Chicago 
River in the way. This embryonic jobbing 
firm was run by yet another Gensburg 
brother, Samuel H., with his able part- 
ners Lou Koren and brother-in-law Samuel 
Wolberg. 

Eager to make their place in the pin 
game business, they started out in 
September 1932 by taking old games in 
trade against new Genco and other games, 
and by filling a niche with an award card 
kit for the Mills OFFICIAL and Bally 
BALLYHOO, or for any other game for 
that matter, called a TRADE STIMU- 
LATOR SET. It sold for one dollar plus 
postage. 

“The Chicago Coin Machine 
Exchange...is specializing in an exchange 
for operators to turn in used machines in 
payment for new games. Another special 
item is the development of premium and 
reward cards for the popular games of 
the past year or so. In many cases the 
manufacturers do not supply reward cards 
for these games, and the new firm is 
working out correctly matched cards for 
many of the favorites of the past season. 
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Above: Factory advertising cut proof sheet for the 


Genco NEW CENTURY SPECIAL of May 1933. 
Improved version of game has new totalizer, play- 
field, playfield castings and Deco style ebony cabinet 
along the lines of the Mills OFFICIAL.—Dick 


Bueschel Collection 


Below: Later production models of the BALLY 
AIRWAY substituted a refined lower casting without 
sharp corners and replaced the raised tilts with a 
window tilt indicator at the upper right hand corner 
only. Lower playfield free play hole was added along 


the way. Popularity and production ran into 1934. 
—Arthur Haber Collection 
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A basis of 20 to 33-1/3 per cent is being 
used for the cards. The firm has already 
completed the penny series of cards and 
will complete the cards for the nickel 
games next. Sam Wolberg and Sam Gens- 
burg are the managers. Mr. Gensburg, 
formerly a merchant in Iowa, is well 
acquainted with coin machines from the 
standpoint of the location.”22! 

In looking for areas of opportunity, 
Gensburg found brothers Ted and Harry 
Stoner and their father working on games 
of their own design in their garage wood- 
working shop in Aurora, Illinois, and 
signed them up on an exclusive U. S. 
distribution deal. By the time of the 1933 
show Chicago Coin Machine Exchange 
had lined up five Stoner games in their 
“Aristocrat” line called OVAL-TEN, 
REGENT, WALDORF, AMBASSADOR 
and an unnamed model in a red cedar 
cabinet, all available in a variety of 
junior, senior, standard and deluxe models, 
and late booked booths 108 and 109 to 
show them off. 

By summer 1933 they would reform 
their firm as the Chicago Coin Machine 
Company and introduce their first game, 
BLACKSTONE, made for them private 
label by the Stoners. 

In evaluating the 1933 coin machine 
industry show, the business leading Mills 
Novelty Company singled out pinball 
games for a review of their recent past, 
and potential future. “Did you notice the 
enormous number of semi-pin tables on 
display at the coin machine show? We 
use the term ‘semi’ advisably for though 
the tables had many of the earmarks of 
bona-fide pin tables, they also were 
adorned with various gimcracks which 
prevented them from being thoroughly in 
the pin table nature. But the trend, defi- 
nitely derived from an analysis of all of 
the various new machines on display, is: 
‘Back to Pins.’ You well remember the coin 
machine show of a year ago. This was 
almost entirely a pin table show. What 
followed the show of last year is familiar 
to every one in the business. We began 
to see tables made in square shapes, 
circular shapes, bold shapes. Tables that 
looked like a bath tub, tables that looked 
like a rattle snake in slumber. Tables 
that made you wonder whether they were 
coils of garden hose or that old brown 
wooden bowl you used to chop up hash 


Feb. 26, 1935. L. W. GENSBURG 
GAME OF SKILL 


Filed April 3, 1933 
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in. For some strange reason 
they were still called pin 
tables by the manufacturer. 
They were anything but that. 
What the manufacturer actu- 
ally was doing was changing 
the grand old game of pin 
ball into something that was 
no game at all. Pin ball, as you know, is 
a game played on a rectangular board, 
with a semi-circle runway at the top. The 
ball is shot along this runway, hits a flip 
spring and then rolls down to the bottom 
of the board and is intercepted and bounces 
among pins into or away from a definite 
layout of holes with various scores. This 
is pin ball and any table made on this 
general plan is a pin table. The OFFI- 
CIAL pin table, the product of Mills 
study and exhaustive engineering and 
manufacturing facilities, is simply offered 
to the operating fraternity as the best 
example of pin ball. But it remained a 
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The Coming Countdown 


July 11, 1933. 
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Staking their claim as a solid Genco game, both mechanical and design patents 
were taken out on NEW CENTURY in the name of company founder Louis W. 
Gensburg. The colorful playfield design was filed in March, right after the February 
1933 Chicago coin machine show. The mechanical patent was filed in April. 
Repeated scoring in the same hole advanced the drum connected to the hole by 
an under-the-board runway, advancing the score in the playfield window. — 


United States Patent 1,992,6580 and Design Patent DE 90,281 


pure pin table, no changes added and 
nothing intended. 

“It is safe to say that in the time since 
the OFFICIAL was first introduced, there 
have been more OFFICIALS sold than all 
other makes of pin tables combined. The 
permanency of the pin game has thus 
been proved two ways. First the OFFI- 
CIAL pin game has rendered obsolete 
all novelty games and fantastic creations 
that have been called coin operated 
machines. In second place the brilliant 
record of the OFFICIAL has been a 
money-making record and after all it’s 
money that we go by. The only game for 
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L. W. GENSBURG 
GAME BOARD 
Filed March 22, 1933 


Des. 90,281 


Louis VE Genshizrg. 


INVENTOR 





you is the pin game. Take 
your choice of these three 
good Mills games—Mills 
OFFICIAL, DELUXE OFFI- 
CIAL and BABY OFFICIAL. 
They all have the same 
layout, they all have the same 
action, they all have the 
same appeal. Take the OFFICIAL, supreme 
authority in the field and the best known 
example of that grand old game.”228 

The gauntlet had been thrown. It was 
the big guys against the little guys, and 
conventional pinball against the uncon- 
ventional games being poured out by 
factories across the country. More than 
anything it was to be Chicago against 
the world. There was a coming count- 
down of those pin game makers that 
would survive and prosper. By the time of 
the 1933 coin machine show in Chicago, 
only a year or two into the active history 
of the game, it had already started. 
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Size 36” long by 1614” wide 
Walnut Cabinet and 
Mahogany Playboard 
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NEW CENTUR 


The New Automatic Game that fascinates by its mechani 
coloring, feather lift and plunger. Entirely different from an 





The Genco literature passed out at the 1932 Chicago show revealed five new games, only three of which were at the booths. Visitors were taken back to the 
factory to see the automatic scoring NEW CENTURY game, due for later deliveries. BLACK BEAUTY was set up for production, although the display model 
wasn’t ready at show time. —Dick Bueschel Collection 
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The Coming Countdown 
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It started quietly enough 
with a small, innocuous 
February 1933 display ad in 
a Tulsa, Oklahoma, news- 
paper. But it sent a chill 
through the entire manage- 
ment of the amusement 
machine industry. “Notice— 
All Marble Game Operators 
and Owners: The U. S. 
District Courts in Baltimore, 
Pittsburgh, Kansas City, Dallas 
and Tulsa have sustained what 
is known as the Ellison Patent 
No. RE 17961, which is 
generally used in marble 
games. This patent covers 
the method of releasing the 
marbles thru the playing field 
by means of a sliding panel. 
Other registered patents 
owned by the undersigned 
are Rentz 1,694,691 and 
Nicholas 1,730,523. Those 
operators or owners who have 
not as yet secured a license 
under these patents are hereby 
notified to cease infringing 
or operating same, otherwise 
you will be held accountable 
for all profits and damages. 
Signed, Pajo Amusements, 
Inc.”229 

Because these patents 
covered features that were 
common to all of the current 


Patent Wars 


Here Is the Latest for 1933 


“Our Aristocrat” 


Interchangeable Playing Field 
Fits 26 Different Games 


When ordering 
state correct size 
of your old 
board. Every 
board comes 
complete with a 
sliding panel. 


Easy to Install 


Operators Price 


$ Ys oe 


Tax Paid 


No other 
charges 


1/3 Deposit 
Balance C.0O.D. 


No shipments 
without deposit. 


USED MACHINE EXCHANGE 


We buy, sell, trade all makes of coin ma- 
chines. Write or phone us your requirements. 


KOZAK SPECIALTY CO. 


‘‘The House of Winners’? 
2429 W. Division Chicago, IIl. 








accommodation with Pajo 
Amusements, Inc., and reach 
an early settlement. It was 
every manufacturer’s worst 
nightmare. 

The question was, who are 
those guys? It all went back 
to WHIFFLE, and the rapid 
demise of the game and its 
Youngstown, Ohio, makers. 
Once the newer BABY 
WHIFFLE, WHIFFLETTE, 
JINGLES and BLAC-JAC 
games were all proven to be 
old hat by the time of the 
1932 coin machine exposi- 
tion, followed by the expen- 
sively heroic but unsuccessful 
efforts by Automatic Indus- 
tries, Inc. to get back into 
the booming business of the 
year past with the new 
WHIFFLE DELUX in May 
and the final production effort 
of WHIFFLE-ZIP in June, 
the company was in trouble. 

By September the inevitable 
came: “Youngstown, O., Sept. 
17: The Automatic Indus- 
tries, Inc., one of the first 
manufacturers of marble 
games here, is now operating 
in receivership, with M. A. 
Park, one of the organizers 
of the company, and Frank 
H. Fisher as the receivers. 


pinball games, what seemed 
to be in jeopardy here was 
the rights to the profit from 
every game made by anybody. 
Then there was the very real 
possibility of back royalties to be paid to 
the claimant patent owners, the cost of 
which would hamper the growth plans of 
the pinball companies. The longer the 
situation dragged on, the greater would 
be the value of the back royalties that 
might be levied, at some point exceeding 
the net worth of the companies who 


When Chicago Coin Machine Company and Stoner Manufacturing Corporation 
got an injunction against the Birmingham Vending Company in Birmingham, 
Alabama, for illegally making ARISTOCRAT games, it shook out the other 
producers using the same name. OUR ARISTOCRAT was Kozak Specialty 
Company’s first and last game replacement board. —Automatic Age, March 1933 


made marble games before the date of the 
advertised notice, risking their very 
existence. 

By threatening operators and owners, the 
distribution and consumer level lifelines 
of the coin machine industry, the factories 
would be pressured to hold the game owners 
and operators harmless by coming to an 
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They were appointed after 
an application for receivership 
and dissolution had been filed 
by four stockholders and have 
been ordered to prepare an 
audit of the company’s financial standing, 
which must be submitted to the court 
within 10 days. Automatic Industries, 
Inc., was organized by Park, Paulin, and 
others about two years ago to manufac- 
ture the WHIFFLE BOARD, which became 
one of the early and popular successes in 
coin games. Agencies were established in 


various parts of the 
country and a branch 
was opened in Canada. 
Other manufacturers 
began making pin 
games and cut in on 
the company’s busi- 
ness, it was claimed. 
The attorney said 
that the receivership 
was a move to protect 
the creditors and that 
the company would 
continue to operate 
under receivership 
until dissolution.”2° 

With the end in 
sight, company pres- 
ident and CEO Earl 
Froom, realizing that 
the only asset of real 
value was the orig- 
inal patent on the 
game, made a deal 
with branch manager 
B. P. Higby to assign 
him the patent rights 
once the patent was issued in exchange for 
a portion of the proceeds should Higby 
win any infringement cases in court. Higby 
saw this as his Main Chance, and proceeded 
to build his case. 

“Mr. B. P. Higby was...a promoter type 
personality. When Automatic Industries 
opened an office in Kansas City, Mr. Higby 
became their office manager. Through 
many series of events, when the Auto- 
matic Industries, Inc. was forced into a 
bankruptcy situation...he acquired some 
of the stock rights which controlled the 
patents. Somehow or other he may have 
made an arrangement with Mr. Paulin and 
Mr. Park for the takeover of their interests 
and patent rights. Through his promoting 
ability, he attempted to bring enough force 
and money to bear to continue the litigation 
of the infringement on these patents.”??! 
Earl Froom had started similar litigation, 
but got nowhere, mostly because local 
judges didn’t find his case strong enough, 
an experience that may well have further 
greased the deal with Higby. San Antonio, 
Texas, was typical. 

“Marble games were released from a 
temporary restraining order Saturday, 
October 9th, in Federal District court by 
Judge DuVal West, who refused to prohibit 


the manufacture, sale and use of various 





PLAY SAFE! 


Opening Shots in the Patent Wars 


WARNING! 


On March 22nd, 1933, the Honorable Judge Hugo M. Friend 
of the Circuit Court of Cook County, State of Illinois, Case No. 
B. 265809, granted us an Injunction, restraining. the Bingo Novelty 
Manufacturing, Company. from manufacturing, producing, selling or 


advertising the Big Broadcast machine or any other machine with 


a similar atrangement under any other name. Similar action is being 


taken against other manufacturers 


4318: WEST CHICAGO AVENUE 


D. GOTTLIEB & COMPANY aco 





D. Gottlieb & Company didn’t lay back and watch while others tried to copy BIG BROADCAST. They 
got an injunction on March 22, 1933, as copycatter Bingo Novelty Company prepared to launch their 
own game with the same name, or close to it. It knocked Bingo Novelty out of the pin game business. 


—The Coin Machine Journal, March 3, 1933 


locally-made game boards, after a week 
of legal controversy over alleged infringe- 
ment of patent rights. Local companies 
who were enjoined from producing several 
kinds of marble game boards, which it was 
alleged in a suit brought by the Auto- 
matic Industries of Youngstown, Ohio, 
were violating rights to the WHIFFLE 
GAME, had argued through attorneys that 
financial loss was piling up due to delays 
in a hearing on the injunction. The tempo- 
rary restraining order was continued twice 
at the request of the attorneys for the 
Ohio company, who said that their client 
had gone into receivership and that time 
was needed to get a court order autho- 
rizing receivers as parties to the suit 
(although the plaintiff attorney argued 
that) as the WHIFFLE GAME, said to be 
the father of all recent marble games, is 
owned by the Automatic Industries, the 
patent cannot revert to the receiver. An 
affidavit from J. E. Tonahill, who said that 
he has operated coin slot amusement games 
for 10 years, was introduced by the defense. 
Tonahill said that he has been in nearly 
every city in the South in the last year and 
that each city has from 6 to 15 local manu- 
facturing plants turning out marble game 
boards. Local operators denied that they 
have infringed on anyone’s patent rights.”232 
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BUY THE ORIGINAL! 


It was a different 
story with Higby, 
because he thought 
he had the answer 
to a far stronger case. 
On November 7, 
1932 Art Paulin and 
Earl Froom, through 
Automatic Industries, 
Inc., “...assigned its 
interest in said 
(patent) applica- 
tion...to Pajo Amuse- 
ments, Inc., of Tulsa, 
Oklahoma.”2> It was 
just in time, for soon 
afterward the world 
began to close in on 
the once successful 
Ohio firm. Bills kept 
piling up, even as 
late as the following 
year: “Four more 


ILLINOIS 


judgements totaling 
$20,899.04 were 
given to local 
common pleas court 
Saturday against the Automatic Indus- 
tries, Inc., local company which manu- 
factured and operated the WHIFFLE 
BOARD marble game. The judgements 
were for $14,243.35 and $7,578.94 for the 
Warren Furniture Co. and for $2,058 and 
$6,930.75 for the Tilletson Furniture 
Corporation.”234 

Once he was the assignee on the Paulin 
and Froom patent for WHIFFLE, Higby 
proceeded to buy up the patent rights to 
all prior marble game patents he could 
find through his newly formed Pajo Amuse- 
ments. He bought out the patent rights 
of Jim Nicholas of Modern Games And 
Novelty Company in Akron, Ohio, who 
showed his game THREES at the 1932 
Chicago show, and never came back, giving 
Higby patent 1,730,523. 

Getting the rights to patent 1,694,691 
from Frank Rentz of Yankton, South 
Dakota, wasn’t too tough as Rentz had 
already licensed the game to Van Equip- 
ment Company in Chicago who intro- 
duced their version of the game as PYGMY 
GOLF at the 1932 Chicago show. 

Presumably his Washington, District of 
Columbia, attorney J. Hanson Boyden 
tracked down the Frank H. Ellison CYCLO 
patent first issued in 1918, and re-applied 
in 1930 to be reissued on February 10, 1931 


and assigned to Hackley 
Morrison, of Richmond, 
Virginia.2?> Morrison was 
the president of the Hackley 
Morrison Company, Inc., 
used machinery and patent 
rights brokers, and a deal 
was struck. 

Higby probably tried to 
track down, and buy, patent 
rights to other marble games, 
but either they weren’t for 
sale, the price was too high, 
or the owners couldn’t be 
found. It didn’t matter. With 
the three he had, and the 
fact the others existed would 
only serve to confirm his 
lock on the art, everything 
was in place. Pajo Amuse- 
ments, Inc. was now in a 
position to strike out at 
vulnerable game makers, 
with judges in Baltimore, 
Pittsburgh, Kansas City, 
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Important Notice 
To Users of Coin Chutes 


The public is hereby informed that the A.B.T. Manufac- 
turing Company is part owner of, and has full manufac- 
turing rights, under United States Letters Patents Nos. 
1,908, 380 issued May 9, 1933, and 1,908,752 issued May 
16,1933. These patents fully cover the essential features 
of the coin chutes heretofore made and sold by us. In- 
fringers will be vigorously prosecuted. 


A.B.T. MANUFACTURING CO. 
3311-19 Carroll Ave., Chicago, Ill., U.S.A. 


The Counter Size A-B-T Horseshoe 


THE BIGGEST VALUE EVER 
BUILT INTO A MINIATURE GAME 
oo Machines are pear in Demand 


§ 14.50 


Net F. 0. B. Chicago 
PLUS TAX 


One-fourth Deposit Required With Order 
A.B.T. counter size Special with Horseshoe Board (U. Ss. 
Design Pat. No. 87379-July 19, 1932) is an exact minia- 
ture of the famous MARBL-JAX, never equaled for true 
skill and the finest playing appeal. 


CEDAR FINISHED CABINET COMPLETE WITH 


Tulsa and Dallas seeing 
things their way. 

The march was on, and 
from the very beginning the 
ultimate targets were clear: 
D. Gottlieb G Company and 
the Bally Manufacturing 
Company in Chicago, 
because that’s where the 
money was. They were to 
be approached by a hop, skip 
and a jump by a growing 
number of local legal prece- 
dents around the country as 
smaller firms were sued and 
fell in line, all leading up to one big legal 
position that took the view that the prior 
rights to all pin games were in Higby’s 
patent holdings. 

Meantime Higby used his other new 
Whiffle Industries, Inc. corporation in 
Kansas City to assign production rights 
to the WHIFFLE name and game to Peer- 
less Products Company of North Kansas 
City, who proceeded to turn out an elec- 
trified version as ELECTRIC AUTO- 
MATIC WHIFFLE MODEL 34. When 
the WHIFFLE patent 1,938,495 was finally 
issued on December 5, 1933 it was clearly 
Higby’s, with the assignments of 1/8th 
to lawyer J. Hanson Boyden, Washington, 
D. C., to pay his contingencies, and 7/8ths 
to B. P. Higby, Kansas City, Mo., as the 


new owner.”236 


COST. 


TILTING DEVICE, ATTRACTIVE SCORE CARD AND 
SUCTION CUPS. 
INTERCHANGED FOR THE A.B.T. STALL DESIGN 
TOP AT ANY TIME WITH SMALL ADDITIONAL 


PLAYING BOARD CAN ALSO BE 


WRITE OR WIRE ORDERS DIRECT 


A.B.T. Manufacturing Gampatey 


3311-19 Carroll Avenue 





The patent claims, counterclaims and warnings about rights that permeated the 
early years of pinball reached into their components as well. A running battle existed 
between A. B. T. in Chicago and Monarch Tool & Manufacturing Company in 
Cincinnati, Ohio, and the many other copycatters, over the rights to the coin chutes 
fitted to virtually all pinball games. A. B. T. also design patented their games, as indi- 
cated by the patent number in the advertising copy for the HORSESHOE pinball 
game. —Automatic World, June 1933 


It was time to go after bigger game, 
but to do it Higby needed someone who 
would help fund the case, no matter how 
long it took. With the WHIFFLE patent 
in hand he found that someone in the 
second week of January, 1934, although 
the price was high. Higby was eager to pay 
it betting on the come, and once agree- 
ment was reached all out patent wars 
were about to begin. 

The fighting point when it came to pin 
games, or for any coin machines, was a 
matter of infringement, or breach of law, 
with one party doing something they had 
no right to do because another party had 
taken the legal steps to protect the integrity 
of their product and had earned and peti- 
tioned for the exclusive right to profit 
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CHICAGO, ILL. 


from their efforts. Legally, 
it was up to the wronged 
party to do something about 
a perceived infringement, 
and to prevail they needed 
a strong case, good attor- 
neys and judges who saw 
things their way. The latter 
was sometimes difficult, for 
this was new law. Marble 
shooting pin games weren’t 
around when the patent 
infringement laws were 
written, which could lead 
to a lot of loose interpreta- 
tions either way. 

Then there was the 
profundity of the subject. 
Sure, a lot of money was 
at stake over the outcomes 
of any judgements, but 
could a sitting judge really 
take the storing, lifting, 
shooting and scoring of 
small marbles on a tilted 
board seriously? Issuing 
injunctions was one thing, 
but taking these cases to 
trial was another matter 
indeed. 

What did make the 
subject serious was the neces- 
sary documentation of 
protection. It was a Federal 
matter, with the primary 
roads to product protection 
through the Department of 
Commerce and the U. S. 
Patent Office, both in Wash- 
ington, D.C. 

“A few automatic games have registered 
trade-marked names, but the general 
impression and practice seems to be that 
the popularity of a game is so short that 
there is not much need to worry about 
protecting the name of the game. A few 
original ideas have been protected by regis- 
tering the title, and for manufacturers and 
inventors who wish to take the time to 
do it the protection is worthwhile. The 
U.S. Patent Office, Washington, has a 
bulletin of information for inventors and 
would-be inventors as to the course to 
pursue in obtaining patent protection. 
Design patents are the most common form 
of protection sought in the coin machine 
business. This does not cover the mech- 
anism of the machine, of course, but simply 
relates to the design of the playing board 


or gaming principle. Another 
firm can always copy the 
idea in 
general by changing the 
design somewhat and thus 
avoid infringement.”2?/ 

Getting a mechanical 
patent made copycatting 
immeasurably more difficult 
as the patent had to go into 
extreme detail in both draw- 
ings and description to show 
how a game works, supported 
by the number of accept- 
able claims that were new 
to the art and therefore 
exclusive to that patent. It 
gives the patent holder 17 
years to exclusively profit 
from the invention, after 
which it goes into public 
domain, although patent 
holders with a profitable 
product often apply for 
another patent near the end 
of the 17 year term, using 
their original patent as a 
basis and improving it signif- 
icantly enough to get another 
patent, and an additional 
17 years of protection, and 
on, and on. 

But in the pinball game 
environment of the early 
1930s that didn’t matter 
much; the games changed 
so fast. Therefore, patent 
protection covering the short term of a 
game’s life assured the patent holder of 
getting the most benefit possible out of 
their game. Getting both, mechanical and 
design patents, made it almost impossible 
to reproduce a game without legal reper- 
cussions from the holder of the patents. 

A number of the writers reporting on the 
status of the industry in the trade media 
recommended patent sharing as a way of 
bringing better games to the pubic and 
ending what seemed to be the incessant 
bickering in the industry. A strong advo- 
cate of the idea of patent sharing was 
reporter William Gersh, who wrote for 
The Billboard under the pen name “Silver 
Sam”: “The great number of variations of 
the most popular type of pin game this 
fall are indeed interesting. It again shows 
the weakness of manufacturer co-operation 
in this industry. Just changing a few effects 
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Opening Shots in the Patent Wars 


TELEPHONE 38-4806 PIPES b 
VENDING MACHINES } 
MINTS 


Lone Star Sales Company 
JOBBERS 


819 East Third Street 
TULSA, OKLAHOMA 


Let us teil you about the A. B. T. Target equipped with 


“Callison’s Amusement Device” 





Used, Reconditioned A. B. T. Target, equipped wth Callison’s Amusement Device...........-.-.. $17.50 
Used, Reeonditioned A. B. Target, Shoots Five Steel Balls for One Cent .........0.ceeccceseeceeeeserneee 
Used, Reconditioned A. B. T. Target, with Register 

We buy, sell, lease and repair all kinds of Coin-operated Machines. 
and lowest cash price, or if for trade, what you desire to exchange for. 
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The CALLISON’S AMUSEMENT DEVICE patented by William E. Callison in 
1927 was a scoring insert that fit the bottom of an A. B. T. TARGET SKILL gun game 
that lifted to release the balls to shoot again when a coin was played. Lone Star 
Sales Company in Tulsa may have been its only jobber. —Dick Bueschel Collection 


does not produce a new game; it only hurts 
the sale of the original equipment, and 
therefore causes small sales for both items, 
where with a manufacturer’s patent pool 


better business methods would be used. 
Think it over.”2?8 


What Gersh and the other industry 
critics failed to understand was the very 
nature of the free enterprise system. By 
sharing patents, socialization would 
overcome pin game design and there 
would be no value to a unique idea or 
a product advantage. Unless a game 
producer could carve out a niche and 
gain the financial benefits of a hit game, 
if and when one came along, there would 
be little purpose to making the games at 
all. Patent sharing would reward the 
mediocre, and would penalize only the 
gifted. There was also the possibility of 
enhancement of outside ideas. 
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POCKET KNIVES 
CANDIES 


Give make, serial number 


“The established manu- 


facturers are always inter- 
ested in new ideas. 
Practically all of them have 
their own experimental staffs 
and departments, and usually 
they find it possible to greatly 
improve the ideas of the 
independent experi- 
menter.”23? An outside 
designer therefore faced the 
options of selling the game 
idea outright to the manu- 
facturer (which some of them 
demanded) or keeping the 
patent to be paid ona 
royalty-per-game basis. 

The usual outcome in the 
case of game enhancement 
was to list the inventor and 
then assign portions of the 
patent to others with the 
portions depending on their 
level of investment in the 
game, providing patent 
protection to both those 
who originate and those who 
invest in making a game. 
As inefficient as the system 
is, only the legal protec- 
tion afforded patent owners, 
and the right to go after 
those who would pilfer part 
of the profits of that protec- 
tion, truly rewards those 
inventive enough to come 
up with new games and 
produce them. 

Often an injunction alone was enough 
to chastise the competition, and end any 
attempt at infringement or bring a halt 
to false accusations, real or imagined. 
Particularly when such an injunction was 
made permanent. When the Hercules 
Novelty Company suggested that the Rock- 
Ola JUGGLE BALL of September 1932 was 
an infringement on their patented DOUBLE 
SHUFFLE game that filed for its patent the 
same month, jeopardizing JUGGLE BALL 
sales, Dave Rockola sued. “A praecipe in 
a damage suit was filed October 24 by the 
Rock-Ola Manufacturing Corp. in the 
Circuit Court of Cook County, Illinois, 
naming the Hercules Novelty Co. as defen- 
dant in an alleged misstatement regarding 
patent rights on certain well-known games 
recently introduced. The legality of various 
patents involved has been questioned by 
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and Hercules was out of the 
game making business a 
matter of months later, ending 
the action. At that point 
their business took a different 
turn, starting with making 
parts for BIG BROADCAST 
when Gottlieb’s Chicago 
Avenue plant was strained 
to its capacity. 

“We started making parts 
for Gottlieb. We got friendly 
again. Nate Gottlieb, Dave’s 
brother, would come over and 
pick up the parts to keep their 
production going, and he’d 
order more. That was around 
1933. My father and Dave 
Gottlieb became friends after 
that. He turned out to be a 
good guy. We were making 
parts for everybody: Keeney, 
Gottlieb, Chicago Coin, 
Genco, Rock-Ola, Western 
Equipment & Supply. They 
all liked my Dad.”24! 

Bally got an injunction 
against a copycat producer of 
their summer 1932 game GOOFY, which 
made one company cease and desist and 
made two others change their game 
names. Tougher action was taken by D. 
Gottlieb & Company a number of months 
later, after the 1933 coin machine expo- 
sition in Chicago. 

After seeing their game FIVE STAR 
FINAL copied and expropriated in any 
number of ways in the fall of 1932, they 
weren’t about to go through the same 
experience again after the introduction 
of BIG BROADCAST at the 1933 Chicago 
show. When the word got out that the 
Bingo Novelty Company was about to 
come out with a similar game with the 
same name, Dave Gottlieb went against his 
own rule and bit a competitor hard. He got 
an injunction against Bingo Novelty that 
restrained them “...from manufacturing, 
producing, selling or advertising the BIG 
BROADCAST machine or any other 
machine with a similar arrangement under 
any other name.”242 They also warned the 
rest of the industry against attempting 
anything as foolish by taking out an ad 
announcing the fact that included the 
line “Similar action is being taken against 
other manufacturers.”24 


Gottlieb’s BIG BROADCAST stayed 
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"REGISTERED MAIL 


“David Gottleib & Company 
4318 Wiest Chicago Avenue 
Chicago, Illinois 


"Gentlemen; 


Encyclopedia of Pinball, Volume 1 


April 8, 1933 


Amusement Device. 


Attn: Mr. D. Gottleib 


"As I have previously stated in my previous correspondence 
with you, it is not my intent to try to work a hardship on anyone 
or destroy a profitable business. 


"In regard to the correspondence with your fizmm in the past, 
I have thoroughly convinced myself that you are building, and are 
now making, using and selling, devices that constitute an infringe 
ment upon my patent rights. 


"Assuring you that it is my desire to give you my full 
cooperation in making an equitable adjustment, I am, 


Yours truly, 


(signed) W. B. Callison" 





Once this registered letter was received by D. Gottlieb & Company on or about 
April 10, 1933, there was no further questions about the intentions of William 
E. Callison; it was royalty money! And lots of it. —Civil Case No. 13,212, 7th 
Circuit, U. S. Circuit Court, Northern District of Illinois. Order filed July 31, 


clean and virtually uncopied, while Bingo 
Novelty unceremoniously went out of 
business a matter of months later. It may 
have led to a rapprochement between the 
two firms along the lines of the original 
BINGO game manufacturing agreement of 
late 1931. When Gottlieb introduced their 
race car game SPEEDWAY in September 
1933, covered by a design patent credited 
to David Gottlieb that defined the play- 
field of the game, its playing action seemed 
to have been based on a mechanical patent 
for a game with parallel racing runways 
with objects moved by making playfield 
holes as filed by Nathan Robin of Bingo 
Novelty the same month.244 

One of the more successful injunctions 
was brought against Birmingham Vending 
Company in Birmingham, Alabama, after 
they introduced their second table pin 
game in June 1933, calling it the ARIS- 
TOCRAT and basing it on the games 
introduced by Chicago Coin Machine 
Exchange at the 1933 Chicago show. The 
original games were hand made by the 
Stoners in Aurora, Illinois, to be distrib- 
uted by Chicago Coin as their “Aristo- 
crat” line. By the time Max and Harry 
Hurvich at Birmingham Vending brought 
out their duplicate game Sam Gensburg, 
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Re: Callison Patent No. 1,645,370 
Of October 11, 1927, for 


Lou Koren and Samuel 
Wolberg had reformed as the 
Chicago Coin Machine 
Company. And they were mad. 
They got together with the 
Stoners and brought suit. 
The infringement was clear, 


and the judgement went in 


their favor. “Officials of the 
Chicago Coin Machine 
Company report that on 
Friday, January 5th (1934), 
their attorney returned from 
Birmingham, Ala., with the 
news that their injunction 
against infringers of the ARIS- 
TOCRAT line of games had 
been made permanent. This 
suit was brought by the 
Chicago Coin Machine 
Company and the Stoner 
Manufacturing Corporation 
of Aurora, manufacturers of 
the ARISTOCRAT machines. 
Damages were also awarded 
these two firms.”24> The 
Hurvich brothers dropped out 
of pinball game making 
entirely, and ultimately turned to coin 
operated billiard tables, to become one 
of the leading producers of the class. 
While legal recourse offers a way to 
protect game rights, it can also provide 
an open door to possible judicial extor- 
tion. That could well have been the motive 
of one William Edward Callison of Tulsa, 
Oklahoma, who initiated the industry- 
wide Patent Wars in January 1933 one 
month ahead of B. P. Higby and his Pajo 
Amusements, Inc., also located in Tulsa. 
Callison was a confectionery jobber 
who had dabbled with coin machines in 
the late 1920s as an adjunct to serving 
his candy customers. On July 12, 1927 he 
applied for a patent on a stamped metal 
point scoring insert with a lifting arrange- 
ment that fit over the base of the TARGET 
SKILL counter gun game created by Walter 
A. Tratsch of the A. B. T. Manufacturing 
Company in Chicago, at the time the 
most popular coin machine in the country. 
He made no pretense of inventing the 
gun, or ball shooting component, and 
clearly noted that in his application: 
“My invention relates to an improvement 
in amusement devices of the type of aerial 
projectile targets with ball return and is 
particularly adapted for use with the amuse- 


projectile targets 
with ball return and 
is particularly 
adapted for use with 
the amusement 
device of the patent 
to W. A. Tratsch, 
dated September 1, 
1925, No. 1,551,858, 
in which a coin- 
controlled pistol 
may be caused to 


Opening Shots in the Patent Wars 


Something NEW.. 


TRIPLING THE PLAY IN ALL LOCATIONS! 


@ I 
The Original and Only Genuine > R E M i E R 


Five Foot Table The "Big Shot" of the Pin Ball Business 


@ Sweeping the Western States by storm, now headed East — PREMIER, the latest and most sensational 
machine of ail times, has made pin-ball history West of the Rockies . . . Sold to operators in Seattle, 


Portland, San Francisco and Los Angeles for $125.00-—-PREMIER is now being offered at the drastically 
low price of $75, F. O. B. Portland, Ore., tax paid. 


HAS BROUGHT BACK THE GOOD OLD DAYS OF OPERATING 
— PERMANENCY OF LOCATION BIG SUBSTANTIAL EARNINGS 


W HY 9 BECAUSE its size provides a new and attractive display feature for the better type of location. 
es 


; BECAUSE it insures permanency of location, since the machine does not have to be removed for new 
games; interchangeable sliding panels are available, making it possible to keep up the play of these 
machines at very small cost. BECAUSE it is built from the operator’s standpoint —so well built that it 
requires a minimum of service. BECAUSE the large 7%-inch balls racing about the broad attractive play- 
ing field provide that action, zip and suspense necessary to create player enthusiasm. If you want over- 
flowing cash boxes again operate PREMIER JUMBO TYPE GAME. 


MASTER PLAY 
BOY, CLOVER- 
LEAF, FIVE STAR 
FINAL and BIG 
BROADCAST, 
every major game 
Gottlieb had 
produced over the 
past year or so. He 
based his position on 
Claim number 1 of 
his patent, which 
states: “In an amuse- 


propel a ball toa 
target in which the 
balls, after striking 
the target, roll down 
an inclined plane 
into place to be 
loaded into the pistol 
when the reloading 
device has been 
released by a coin 
inserted in the coin 
slot. My invention 
has for its object to 
provide a stop device in the path of the balls 
as they roll back from the target so as to 
permit them to be counted before being 
returned to the pistol and to so arrange the 
stop device that movement of the reloading 
device by which the targets are reset oper- 
ates to lift the stop device and release the 
balls retained by it. A further object of 
the invention is the provision in the stop- 
ping device of pockets which may be 
numbered so that the lodging of a ball in 
one pocket rather than another as well 
as hitting a bull’s eye of the target may 
require the exercise of special skill.”24° 
His so named CALLISON’S AMUSE- 
MENT DEVICE didn’t get very far. One 
Tulsa coin machine jobber picked it up, but 
other than promotion by Lone Star Sales 
Company in 1928 the idea languished. 
Until February 3, 1932. That’s when 
Callison got an injunction from a judge in 
the Northern District Court against the 
Dean Novelty Company in Tulsa and its 
president Thomas J. Dean for making a 
pin game called HIGH SCORE because it 
shot a ball and scored at the lower end of 
the playfield in a similar manner, something 
that had been done for years. It took a 
year, but the judge finally tossed the case 
out; “...on or about Jan. 12, 1933, the Bill 
of Complaint was dismissed upon the 
demurrers of defendants, the District Court 
Judge having found that ‘The patented 
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NOTICE 


The Northwest Amusement Company, the 
largest coin machine manufacturers west 
of Omaha, are the originators of the 
JUMBO type game, which has been built 
to operators’ specifications, and has proved 
to he the most outstanding and successful 
game since pin games were introduced. 
Be sure to get the genuine PREMIER 


” MECHANICALLY PERFECT 
PRECISION BUILT 
ARISTOCRATIC IN APPEARANCE 


Write or Wire 


PORTLAND 





When the Northwest Amusement Company, Inc. in Portland, Oregon, introduced their five-foot 
“Jumbo” games in the spring of 1933 they revolutionized pinball, but the games weren’t patentable. 
You can patent a game’s design and mechanics, but you can’t patent a size. They were quickly copied 


in California, and then in the rest of the country. —Dick Bueschel Collection 


device is without utility.’”24’ That didn’t 
stop Callison. To the contrary, it gave him 
a taste for bigger game. It was this action 
that may have given Tulsa neighbor B. P. 
Higby the idea to go after the pin game 
industry, armed with as many prior patents 
as he could accumulate to avoid the prob- 
lems in making his case stick that Callison 
faced, with Higby inching his way upward 
to the main targets. Callison, on the other 
hand, would have none of that, and went 
after the major targets right away. 

After writing a series of letters to Dave 
Gottlieb at D. Gottlieb & Company, which 
were briefly considered for attention and 
then ignored, Callison sent one via regis- 
tered mail on April 8, 1933, received by 
Gottlieb on or about April 10th. It stated, 
in part, “I have thoroughly convinced 
myself that you are building, and are now 
making, using and selling, devices that 
constitute an infringement upon my patent 
rights. Therefore I am desirous of re- 
opening negotiations for the royalties that 
I should be receiving from the products that 
you are manufacturing, and therefore it 
is necessary that | demand that you stop 
making, using or selling the devices which 
you are now manufacturing and selling 
which infringe on my patents rights, and 
settle with me....”248 

Callison claimed that the infringing 


games were MINIATURE PLAY BOY, 
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Midwestern operators see the PREMIER on display at the 
Sherman Hotel, Chicago. Other territories see your jobber. 


Immediate Delivery—Circulars on Request 


NORTHWEST AMUSEMENT Co., INc. 


106 N. E. Oregon Street . 


ment device having 
a propelling device 
for balls, a target 
above the level of 
the propelling device 
and an inclined 
surface leading from 
the target to the 
propelling device for 
returning the balls 
thereto, means 
between the target 
and the propelling device for stopping the 
balls as they return from the target and 
means for lifting the stopping means to 
release the balls stopped by it.”24? 

What Callison was attempting to do, 
by virtue of the fact the the operation of 
the A. B. T. TARGET SKILL game was 
mentioned in his patent, was use Walter 
Tratsch’s patent process to squeeze the 
entire pin game industry and claim that the 
Callison patent controlled any and all 
games that used a ball shooter to return balls 
on an inclined plane to re-shoot again 
once a coin had been dropped. All of 
which was followed by the Pajo Amuse- 
ments, Inc. effort to go after the industry 
a step at a time to accomplish the same 
thing with an even stronger patent plat- 
form from which to fight. 

These two efforts would tie the industry 
up in knots for years, and keep Gottlieb 
on the edge much of the time. It would 
also bring the industry together, for if 
Gottlieb fell, the rest would follow like 
dominos. Patent sharing wasn’t an option. 
But banding together as a matter of 
mutual protection was. It just took time 
to accomplish. 

For all the noise about who owned what 
patent rights and when, the lengthy legal 
battles were really about game minutiae. 
When it came to bigger things, such as 
the next directions the games would take, 


OREGON 


patents wouldn’t even apply. When W. 
C. “Bill” and George F. Graves of the 
Northwest Amusement Company, Inc. 
in Portland, Oregon, first made their 
five-foot “Jumbo” games in March 1933, 
followed by the PREMIER table in May, 
they had no idea they would be taking 
pinball the next step forward. 

The first to copy their game was the 
McGivern Company, also in Portland, 
who turned out BIG BOY by the end of 
March. Then the idea caught on. “The 
Jumbo size pin and marble games, origi- 
nating in Portland, Oregon, are making 
a ‘hit’ on the West Coast. These games 
are five feet long and 30 inches in width. 
Contrary to most operators’ forecasts, 
merchants are actually making room for 
them in their stores. Several playboards 
are available, but perhaps the most popular 
is the one called PREMIER, where the ball 
is shot around the entire table, offering 
plenty of skill on behalf of the player. 
These Jumbo games sell at a price well over 
a hundred dollars, and the operators are 
buying them, which proves that the oper- 
ator will pay a premium for games that 
attract the nickels.”2°° 

“For a time, the trend here in the West 
seemed to be toward small counter games. 
Upon the appearance in the field of the 
PREMIER machine—an enormous 5-foot 
game made in the Northwest—and of 
the SENIOR BIG BROADCAST—a 
game of massive size, which seems to 
shoot cannon balls with deadly ease and 
precision—the trend seems to be back 
in the direction of very large games. These 
large games represent a substantial invest- 
ment in equipment, but seem to produce 
so much additional play as to be well 
worth it.”2?! 

“When the first giant machines appeared 
in Hollywood they were regarded by oper- 
ators as another crackpot idea of 
movieland. But almost immediately the 
skeptics were led to see the folly of their 
judgement. The public hailed the giant 
machines with the peculiar form of nutty 
delight that always foreshadows a real 
hit. Locations that had long closed their 
doors in disdain to pin games of all kinds 
began to drop gentle hints that they 
would let down the bars to giant pin 
games, as patrons were beginning to 
express disappointment when they failed 
to find the big machines in their favorite 
speakeasies, night clubs, etc. The demand 


for jumbo machines quickly spread all 
along the entire West Coast, and opera- 
tors began to send out SOS calls for giant 
tables.”2>2 

Fred McClellan, still operating and 
distributing games out of Los Angeles, 
heard the call. “The Pacific Amusement 
Manufacturing Company of Los Angeles 
have introduced a series of Jumbo games 
which, according to Fred C. McClellan, 
president of the company, are enjoying a 
big sale on the Coast and that a great 
many inquiries are being received from 
operators elsewhere. This concern, who 
have been operating for a great many 
years, is composed of the four McClellan 
brothers. The MASTERPIECE and the 
METROPOLITAN, two of their machines, 
were developed as a result of their expe- 
rience in the operation of various types 
of games. Arrangements are being 
completed by the Pacific Amusement 
Company for offices in several cities 
around the country and announcement 
of these branches will be made at an early 
date.”293 | 

Demand soon called for the games else- 
where, but economics dictated that the 
original Portland and later California 
makers would lose out to makers in the 
east, if due only to shipping costs. Another 
problem was quality. 

“Just now, and for several months past, 
the five-foot Jumbo-type of game is getting 
and holding the good ‘spots’ in Los 
Angeles. However, the big tables have 
to be good or they don’t go over. There 
are a number of types here, but some lack 
that smoothness of play which is essen- 
tial to all tables, large or small. It looks 
as if the manufacturers have been more 
or less loafing on the job, waiting for one 
of their competitors to bring out a good 
new one so they can get busy and do the 
usual job of copying. Then there will be 
so many similar games on the market at 
the same time that no one will make any 
money.”2>4 

The rough playing games were Pacific’s 
MASTERPIECE and METROPOLITAN, 
fixed up, smoothed out and re-introduced 
in November 1933 as the NEW MASTER- 
PIECE and the NEW METROPOLITAN. 
But by that time the bustle had moved east- 
ward, to Chicago, with Bally’s monster July 
1933 game CRUSADER leading the way. 
There was no legal protection or recourse 
for the Portland, Oregon, or California 
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makers of the games; you can patent the 
features of a game, but not its size. 
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First Chair for Second City 


A Century Of Progress. 
No American city bene- 
fited more from the indus- 
trial revolution that spread 
across the United States 
in the 1800s than did 
Chicago, the prairie metrop- 
olis that hugged the bottom 
end of Lake Michigan 
where it poked its tip into 
the heartland of the conti- 
nent. That meant one if 
by sea. The lake bottom 
positioning also put the 
blossoming city astride the 
growing rail links that oa 
crossed the country east to = Td 
west, with both routes i hes 
having their terminus in 
Chicago. Two if by land. 

A location of golden 
opportunity, the city 
attracted 19th and turn- 
of-the-century immigrants 
like none other, slipping 
in by steamboat from 
Buffalo and Detroit and pouring in by train 
from all points south and east. All the skills 
of Europe gathered in the midwest of 
America to build the buildings, man the 
industries and market the products of one 
of the few self sustaining urban areas in 
the nation. Grain, lumber and raw mate- 
rials came in and manufactured goods and 
financial services went out. 

Chicago started as a trading post in the 
1780s at the point where the Chicago River 
entered the lake. It was conducted by a 
fiercely independent African American, the 
son of a white French Canadian trader 
father and an American slave mother, 
named Jean Baptiste Pointe de Saibla 
(corrupted to Du Sable). 

Du Sable was a middleman between 
indian hunters and Yankee buyers as well 
as a part time explorer who left his name 
on bays and points and ports all around 
the lake. He was the perfect personification 
of the “I Will” spirit of the future city, a motto 
adopted years later. 

By 1805 the Federal government had 
erected a fort at the site and the army was 
in charge. When local indians, inflamed 


by the British during the War of 1812 and 





The Hall of Progress adjoining the Travel and Transport Building at the 1933 Chicago 
World’s Fair, left and right across the center, was jam packed with modern airplanes, buses, 
trains and, in the Allied Coin Machine Exhibit, the latest in coin machines made by 
ten exhibitors and promoted by Automatic Age magazine. Building at upper right is the 
suspended dome Transportation Building. At far left is Chrysler Motors, with all of the 
buildings in Art Moderne styling. Dick Bueschel Collection 


promised rewards for their service to the King, 
massacred half the inhabitants in a bloody 
pursuit across the sandy shoreline of the 
lake, and burned down Fort Dearborn, the 
future of Chicago was at stake. When the 
war ended rebuilding began, and by 1830 
a village was surveyed and plotted. 

After the Blackhawk War in 1832, and 
an imposed treaty that chased the native 
Americans west of the Mississippi River, 
Chicago was incorporated as a town on 
August 5, 1833. In the summer of 1835 the 
departing Potawatomis dolled up in warpaint, 
worked their way down State Street in a 
war dance, and marched out of the briefly 
terrified town in pride, headed west. 

1833 was seen as the year of Chicago’s 
beginnings as a community, with incorpo- 
ration as a city on March 4, 1837, starting 
with six wards of government. By 1847 
that had been upped to nine. 

As technology advanced, Chicago was 
often first to try anything new. The first 
train west out of Chicago, the PIONEER, 
chugged ten miles to Des Plaines, Illinois, 
on November 20, 1848. By 1852 the rails 
reached Elgin on the Fox River, the year 
freight car manufacturing began in rail 
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yards in the city. From that 
point forward Chicago 
industry leap frogged that 
of the nation, with the city 
the second largest in the 
country by the end of the 
century. The city also had 
the world’s tallest build- 
ings, its largest structures 
and a crime rate during 
Prohibition that was known 
throughout the world. 

It was in 1927 when the 
city fathers decided that a 
World’s Fair commemo- 
rating a hundred year record 
of civic and industrial 
achievement to be held in 
1933 would be a worthwhile 
event and once again draw 
international attention to 
Chicago as did its rebuilding 
after the Great Fire of 1871 
and the 1893 World’s 
Columbian Exposition, the 
city’s first World’s Fair. 

As plans got underway disaster struck, 
first with the “Valentine Day Massacre” of 
February 14, 1929, a particularly brutal 
gangland slaying event that got world- 
wide attention and gave the city a lot of 
bad press, and then the Great Depression 
that started at the end of the same year and 
got deeper and deeper as each year passed. 
How could you have an expensive World’s 
Fair in a dangerous city right in the middle 
of the darkest economic period the country 
had ever faced? 

But it was too late to turn back. Ground 
had been created and assigned, commit- 
ments had been made and politics had 
greased the skids. So the fair committee 
went ahead, starting date in May 1933. 

There is little question that it was a high 
stakes gamble, precipitously saved by two 
connected events that pulled it out of the 
soup: the election of FDR in November 
1932, and the Repeal of Prohibition in 
1933, with beer allowed to be sold in April, 
the month before the fair opened, and 
liquor by the end of the year. For the first 
time in 13 years you could buy a drink over 
a bar or at a table in the United States, 
and over 30 restaurants at the fair got 


pouring licenses. 
How could it fail? 
The fair had a 
name; “A Century of 
Progress.” The locals 
and the country just 
called it the Chicago 
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WHILE AT THE WORLD’S FAIR 


visit the 


ALLIED COIN MACHINE 
EXHIBIT 


Encyclopedia of Pinball, Volume 1 


MORE THAN 5 FT. LONG 
MORE THAN 2 FT. WIDE 
Shipping Weight Approximately 
125 Ibs. 


to eliminate Prohi- 
bition, and when 
pinball was barely a 
twinkle in the 
industry’s eye. In 


December 1931 the 


trade publication 





World’s Fair, and THRILLS Automatic Age called 
gave the city a year ee ee for a stock company 
of prosperity by eee a made up of coin 
keeping its gate filled HALL OF PROGRESS BUILDING ie T S A D E 2 machine makers 
almost daily. It was adjoining the A Giant in Size! A Mammoth eee interested in exhibiting 
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the most successful 
world’s fair in history 
(and remains so). 
It also gave the 
coin machine industry 
a great place to enter- 


their machines at the 
fair “...not only to 
procure the greatest 
participation of the 
entire industry but 
to relieve the expo- 
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Pan Confection Factory 
Keeney & Sons 


tain their customers 
beyond that of going 
to speakeasies to get 
a hard drink and 
taking their wives 
shopping on State 
Street, That Great 
Street. Liquor was 
served in teacups in 
some Chicago restau- 
rants, if you knew 
where to go, and 
some even made beer 
in the basement, like 
the popular Golden Ox, famous for its 
German cuisine. Soon all that would be 
history and buying a customer a drink would 
become an accepted part of the business 
lunch or dinner. 

In effect, The Century of Progress kept 
the February 1933 coin machine show going 
all year long as distributors and operators 
and players poured into town to see the 
sights, and buy. Chicago may have been 
the second city in the country in popula- 
tion and, as New York City claimed, culture. 
But it was certainly first and foremost in coin 
machines and the new permanent adjunct 
to the art, pinball games. It was an image 
that the industry wanted to project to help 
overcome the lawless reputation that was 
projected throughout the world by, many 
contended at the time, an overanxious 
media that was continually looking for the 
dramatic story. 

This image problem wasn’t helped by base- 
ment beer jokes, the new genre of gangster 
movies, and ditties sung to familiar tunes: 

And the pistol’s red glare, 
The bombs bursting in air. 
Gave proof through the night 
That Chicago’s still there. 


Rockola Mfg Corp. 
J. P. Seeburg Corp. 
Hamilton Machine Co. 
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Right: Catalin covered pins for bounce, colored one inch catalin plastic balls, the five foot length 
and over 25 scoring holes make the Bally CRUSADER of July 1933 a gigantic leap in pinball design 
and flash. AIRWAY was still selling in summer 1933 and would continue past the end of the year. — 
Automatic Age, July 1933 


The fact was, Prohibition worked. It 
reduced drinking on a national scale, kept 
drunk drivers off the roads, and controlled 
violent crime throughout most of the country. 
Chicago was the blip that grabbed the head- 
lines to make Prohibition look unsuccessful. 

What Prohibition didn’t do was provide 
tax money, and an untold number of busi- 
nesses could just taste the openings of new 
locations by the tens of thousands that 
would require plumbing, cigar counters, 
beer coolers, tables and chairs, some of the 
new neon signs in the windows, and amuse- 
ment machines, all needed by the tax gener- 
ating outlets that Roosevelt’s New Deal 
promised in abundance. 

Ending Prohibition would contribute to 
the common good by providing tax money 
that could help solve the nation’s problems. 
It was that simple. The Century of Progress 
was the edge of that moment in time when 
the long dead old saloon was about to give 
way to the modern tavern. And, to the joy 
of some of the patrons, ladies on bar stools. 

Planning for a coin machine involve- 
ment in the fair came before there was a 
Franklin D. Roosevelt on the national 
scene, at a time when there was little hope 
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310 W. Erie St. 


8, Te 
WEST COAST OFFICE AND WA USE: 
106 Golden Gate Ave 


WATCH FOR BALLY'S GREATEST 


AUTOMAT Out Sept. 5th 


Left: Six of the eleven exhibitors in the Allied Coin Machine Exhibit in the Hall of Progress building 
were pin game makers. The group includes H. C. Evans & Company, who also had an unsuccessful conces- 
sion called “The Arcade of Amusements” in the Midway, assured of their expcsure by being in both 
presentations. —Automatic Age, July 1933 


Chicago, Illinois sition management 
from the detail of 
doing business with 
a great many small 
concessionaires. 
Readers should 
remember that the 
opening date of the 
exposition is now 
only fifteen months 
off and buildings are 
going up every month 
in Grant Park.”2>° 

They were build- 
ings the likes of which had never been seen 
before. Where Art Deco had burst upon 
the world scene in the mid-20s, after a 
Paris exposition, the Century of Progress took 
design a step further to glorify the Art 
Moderne style, at once stark, modernistic 
and appealing. The highest compliment 
afforded by the coin machine makers was 
that the new building graphics quickly 
showed up in their games. 

The coin machine industry effort to be 
visible at the exposition was hardly a priority 
to the fair management, and progress lagged. 
“Concessions in the exposition are of such 
vast importance that much time and orga- 
nization work must be done in order to get 
final contracts. A move was started some 
time ago to get the concession for coin- 
operated machines in the exposition. But 
no news of this movement has been given 
to the public lately. It is hoped that a defi- 
nite place will be found for coin-operated 
machines for the publicity value that will 
be given them.”2>° 

The organization, becoming known as 
the Allied Coin Machine Exhibit group, was 
quietly working their way into a prime 
location in the fair buildings. Meantime a 
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private Chicago 
concessionaire 
named Edward A. 
Hock applied for, and 
got, the rights to 
operate “The Arcade 
Of Amusements” in 
its own building. His 
silent partner and 
financial backer was 
Dick Hood, president 
of H. C. Evans & 
Company, a pioneer 
amusement machine 
and carnival supply 
maker who had yet 
to produce his first 
pinball game. 

“The Arcade of 
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BALLS FOR 


11,000 to 12,000——10c in trade 


First Chair for Second City 


CRUSADER 


12,100 to 13,000——15c in trade 


13,100 10 14,000 ——20c in trade | 14,100 To 15,000———25c in trade 
15,100 10 16,000———30c in trade | 16,100 To 17,000-———40c in trade 
17,100 to 18,000——50c in trade 18,100 To 19,000——75c in trade 


OVER 19,000—$1.00 ir trade 


While the fair 
promoted coin 
machines to a public 
that may or may not 
have seen them 
before, and attracted 
new operator pros- 
pects, the existing 
operators began to 
slowly but surely step 
up their demand for 
new equipment as 
pouring spots opened 
around the country. 
The stirring of the 
economy, spurred by 
Roosevelt’s multiple 
experiments in 
government in his 


PRIZES 
~ FOR 
SKILL 


A GAME 
OF SKILL 


For 
Amusement 


Amusements will be 11,000 to 12,000———-10 POINTS | 12,100 to 13,000 15 POINTS first one hundred 
ready for the 13,100 to 14,000——20 POINTS | 14,100 to 15,000 —25 POINTS days in office, had 


opening of the fair, 
according to Mr. 


will mean fast work. 
‘I can’t say offhand 
just what machines 
we will have,’ said 
Mr. Hock. ‘I am 
leaving that to Dick 
Hood of H. C. Evans 
& Company. He is 
going to select what 
he believes to be the 
outstanding machines for such a concession. 
He and I have been friends since boyhood 
days. | knew him when his father had a 
store at Clark and Madison Street, Chicago. 
I’m sure that he can select the best bets 
for me in the way of amusement devices. 
Two small 10 x 10 foot offices will be placed 
in each of the rear corners of the arcade,’ 
said Mr. Hock. “Thirty feet of the frontage 
will consist of batteries of the latest style 
pin games, showing reward cards and a 
flashy assortment of prizes which players can 
win. We intend to make it a complete 
assortment of modern coin amusement 
machines.’ Only 17 days remained before 
opening day when we talked with him and 
the building was just being completed. The 
location is approximately at 28th Street 
and the lake front, in the Midway Plaza 
section of the World’s Fair grounds.”2>? 
For all its effort and expense, the idea 
bombed. “The concession of keeno pin 
games on the Midway closed out after 
proving unsuccessful for several weeks. 
This was an arrangement of pin games in 
batteries, with attendants in the rear, and 


15,100 to 16,000-——-30 POINTS | 16,100 to 17,000-———40 POINTS 
Hock, although it 17,100 to 18,000-————-50 POINTS | 18,100 to 19,000-——75 POINTS 


OVER 19,000—100 POINTS 





Above: Bally’s five foot CRUSADER fit right in with existing trade award plans. The card offers up to 


$1.00 in trade. It was often not mounted on the machine. —Dick Bueschel Collection 


Below: Turn the CRUSADER card around and it becomes a “For Amusement Only” game of skill with 
high points the objective. If the law questioned a location about payoffs, they could show the game of 
skill side of the card and claim that’s what they were using. —Dick Bueschel Collection 


was being watched as a forerunner of the 
pin game batteries in midways. The failure 
of the concession has been attributed to 
many things; prizes and ballyhoo were 
poorly arranged, the junior size pin games 
were old and out of date, and so on. Poor 
reports also came from the arcade arranged 
on a side street off the Midway. The loca- 
tion was said to have been against the 
arcade, also not enough modern machines 
were to be in keeping with the World’s Fair 
opportunity.”2>8 

Dick Hood, who had hoped to make a 
financial killing on his own at the fair, 
had fortunately hedged his bets and was 
also part of the industry group which fared 
considerably better. “The display of 
machines by the Allied Coin Machine 
Exhibit group, shown in the Travel and 
Transport Building, is reported to be a 
success. One member firm stated that they 
had received names of enough prospects 
to develop new business for some time to 
come. Seven or eight manufacturers formed 
this group to exhibit machines at the fair 
to attract prospective operators.”2>? 
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the effect of stimu- 
lating new business 
formations while it 
raised prices and 
reduced the work 
week. As predicted, 
the legislation 
created more busi- 
ness and improved 
the business that was 
already there. It was 
the beginning of the 
unreal expectations 
from government that expanded in the years 
ahead. But when it was first tried, it worked. 

When Bally increased their price for 
AIRWAY, they announced the reason: 
“Page President Roosevelt! Inflation has 
already had its promised effect in speeding 
up the sales of AIRWAY, the ball trap 
machine manufactured by Bally Manufac- 
turing Co. Increased cost of materials and 
parts, due to inflationary legislation, recently 
caused the Bally organization to warn the 
trade of an impending price advance on 
AIRWAY, effective May 15. 

Discussing the reaction to this announce- 
ment, Jim Buckley, Bally sales manager, 
stated, ‘Although many operators succeeded 
in anticipating a part of their future AIRWAY 
requirements before the price advance, our 
volume has not yet shown any appreciable 
decline since May 15. Plenty of operators, 
when sending in their orders at the increased 
price of $25.50 for the sample machine, 
have told us they preferred AIRWAY at 
any price.’””26° 

As well as AIRWAY and other older 


games held up in popularity, the newer 


ideas coming out 
of Oregon and 
California were 
beginning to be 
felt from Chicago 
eastward. Bally, 
and Jim Buckley, 
again: “Holly- 
wood started the 
giant pin craze, 
and Bally is 
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A New Sensational Game by 
Gottlieb Combines the Three 


Greatest Playing Appeals 
Known to Coin Machines! 


Preferred Features 
Ball Float Elevator; Pis- 
ton-Smooth Plunger; 
Automatic Tally; 
Combination Cash 
Bor and Chute; 
Novel Anti-Tilt- 
ing Device; Eb- 
ony Black 


Once again, the world’s largest pin game 
manufacturers introduce a new brilliant 
machine! BROKERS TIP! A remarkable 


combination of the three strongest playing 


appeals over created! An absorbing three-fold action that attracts 


and hoijds play as nothing ever did, 
Just think!i—the intriguing Double-Field action of the famous 
Five Star Finali . . . The Ball Trap idea of Big Broadcast. 
Plus a Horse-shoe Double Score pocket feature. . . . ALL COM- 
BiNED IN ONE GREAT GAME! A skillful combine of tho essen- 
tial features from the biggest money makers in coin machine his- 
tory! A sure-fire combination that will open a new era of profits 
for youl 

Take our tip! Get BROKERS TIP! Get it now! You know what earn- 
ings Five Star Final and Big Broadeast reaped for operators. Then judge 
what BROKERS TIP will do! Come in on the ground floor and rise up 


This sudden 
surge in game 
popularity was 
felt throughout 
the industry, and 
by D. Gottlieb & 
Company in 
particular. Even 
with their sub- 
contracting all 
over the city, 


making it a 
national sport! 
We at Bally had 
been watching 
developments 
closely through 
the eyes of Jack 
Moore, our West 
Coast distributor, 
and we were 
ready with a 
machine that is 
not only big but unique in beauty and orig- 
inality. CRUSADER was an instant hit. It 
is interesting to analyze the daily ship- 
ments and note the steady eastern trend. 
It’s a regular tidal wave of popularity, 
sweeping eastward and gaining in 
momentum every day. Every week since 
we announced the big fellow we have had 
to revise our production plans, and revise 
them upward.”2! 

Big, good looking and rewarding, 
CRUSADER fit right in with current oper- 
ating plans. Its colorful one inch diameter 
catalin plastic balls added a new look to pin 
play, while its plethora of scoring holes 
made it a natural for trade award play. 
While cards were printed for the 
CRUSADER and other new machines, 
their method of use had changed some- 
what from the year before. 

As one Chicago neighborhood druggist 
explained it, “We do not display the cards 
on the machines because most of the players 
are familiar with the score sheets, and the 
machines have a more dignified appearance 
if we leave the signs off. Whenever someone 
not familiar with the machines begins 
playing them we always explain the scoring 
system and rewards paid. I find that the 
younger fellows who would be of the rowdy 
and noisy type do not play the machines 
much. The players are mostly middle-aged 
men who find the machines entertaining.”2 
With that age group in mind, Kozinski 
Brothers, operators in Los Angeles, started 
offering a keg of beer for the highest weekly 
score on their jumbo games.2°3 
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with BROKERS TIP triumphant sweep to popularity. See BROKERS TIP 


at once. On display now! 
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GENCO’S LATEST 
SILVER-CUP 


A Brand New Game Packed Full of Thrills— 
That Makes the Player Want to Play and Play 
Until He Conquers the Game. 


Size 36” x 19” 
Height 40” 





qt a 


It looks. easy and simple. Try 
it and agree with us it is the 
most fascinating game on the 


$7900 


Complete with Legs 
TAX INCLUDED 


ALL METAL 
TRIMMINGS 
HIGHLY 


WA POLISHED 


A game of skill 

—Try to get all 

four traps in the 

center row closed so 

as to double score of 
entire board. Several 
different reward cards 
for liberal and conserva- 
tive pay offs. Made by ex- 
perienced operators who 
have had machines on loca- 
tion for test. 


SEE YOUR NEAREST JOBBER OR WRITE DIRECT 
2621 N. Ashland Ave. 


GE NCO ; Inc. Chicago, Ill. 


PACIFIC COAST DISTRIBUTOR AND WAREHOUSE: 
965 West 7th Street, Los Angeles, Calif, 





Above: The Gottlieb summer game for 1933, a 
somewhat radical change in game timing, 
BROKERS TIP looks like a cross between FIVE 
STAR FINAL and BIG BROADCAST, plus the 
addition of a playfield horseshoe twist. And no 
wonder. That’s what Gottlieb said it was. —Auto- 
matic Age, July 1933 


Below: Original 10 balls 5¢ model of the Genco 
SILVER CUP with patterned casting for the lower 
drum scoring window frame, July 1933. Four “Toilet 
Seats” copied from Gottlieb’s BIG BROADCAST 
are inline in the upper playfield. Close all four and 
the scores double. —Automatic Age, July 1933 
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1643 Hennepin Ave. 
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there was no way 
that the 5,000 
square feet of the 
diminutive Chi- 
cago Avenue plant 
could continue 
“oiMainst.! to handle the 

explosive growth 

= »)) of what was 

II : rapidly becoming 

| the leading pinball 
producer. The 
choker was BROKERS TIP, a June 1933 
game that looked like a combination of 
FIVE STAR FINAL and BIG BROAD- 
CAST with a top field horseshoe twist to 
whip the ball around that was already being 
used by A. B. T., Field Manufacturing 
Corporation, Genco, Chicago Coin and 
a number of others. What the game lacked 
in originality it made up in orders. 

It was followed by SPEEDWAY in 
September, the first of Gottlieb’s articulated 
games with small Tootsietoy race cars 
competitively moving down the playfield 
to a finish line as corresponding holes are 
made. Both SPEEDWAY and an even 
newer game called SCOREBOARD were 
announced in August to scoop the industry, 
but then production couldn’t get off the 
ground due to the limited facilities. 

“We were sorely handicapped at the old 
plant on Chicago Avenue although we 
occupied extensive floor space. To meet 
the tremendous demand for our games, we 
mounted machinery in practically every 
nook and corner. These machines hummed, 
hardly resting through the day and night. 
Each time we introduced a new game, it 
meant a complete revision in our produc- 
tion chain. It was a knotty problem to 
maintain smooth production in order to 
assure prompt deliveries of our products.”264 
Time to move. 

Once again Gottlieb found a whole 
building, this time at at 2736-42 N. Paulina 
Avenue, on the north side of Chicago. 
The move was made at the end of 
September, right in the middle of 
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Skill-Thrill Game Sensa- 


The “Feather Lift and Plunger” 


The Black Ebony Natural Wood Inlay 
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tion of America 
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MONEY-MAKING Features for the 
WORLD'S GREATEST GAME— 
PLUS many New and Better Skill 
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GENCOING crrcaco ct: 


Left: Improved 7 balls 1¢ model of the Genco SILVER CUP, August 1933, has smooth lower score window frame, simpler cabinet. —Automatic World, August 1933 


Right: Final and definitive model of the Genco SILVER CUP, September 1933, has silver cup graphics on the playfield, left and right of the four ball trap row, and at the 
center lower playfield. Genco crowed over its success as an exporter, claiming SILVER CUP to be the first “real” international pin game success. —Automatic Age, 


November 1933 


SPEEDWAY production, delaying the 
SPEEDWAY SENIOR model until October. 
When he was asked about the new facili- 
ties, Dave Gottlieb cheerfully replied that 
they were “Bigger and better. Experience is 
worthless unless you profit by it...and in 
laying out our new plant we utilized all 
that we learned in the past. I believe our 
games are now being produced in the most 
modern coin machine plant in the world.”2© 
Rated at 25,000 square feet in press releases, 
the floor space was actually 18,000 square 
feet. Yet that was almost four times the 
space Gottlieb had been working in since 
his pinball business began. 

Proud of his new facilities, and wanting 
to show off his new production lines, Dave 
Gottlieb invited the industry, his distrib- 
utors, leading operators, friends and family 
to an open house on Saturday, October 1, 
on a weekend day to avoid interrupting 
deliveries. “Dave was the genial host who 
greeted all comers, and the Gottlieb boys 
did everything in their power to make your 
stay an enjoyable one. There was a buffet 
luncheon, with sandwiches and delicacies 


UNIVERSE! 


Play it high 
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Slug Proof 
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$29.50 


TAX PAID 
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prices. 


spring which DOUBLES 

t akill factor. 

7. Finger tip control plung- 
er and elevator, 

8. Chromium steel headiess 
pins sucllitutly, and accu. 
ately placed, 

0. Dest type lock and chest 
proof coin chu 


10. CHEAT PROOF TILT- 
ING OEVICE. 


Universal Novelty Manufacturing Company 


1213 W. Washington Street CHICAGO, ILLINOIS 





The Universal Novelty Manufacturing Company, Chicago, 
had a brief moment of glory with their June 1933 game 
UNIVERSE, until Ray Moloney of Bally clamped down 
on this AIRWAY imitation. It was summarily yanked 
from production. —Automatic Age, June 1933 
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of practically every description, 3.2 beverage 
in copious quantity, cigars and cigarettes, 
souvenirs of the occasion, all yours for the 
desire and asking.”2°° There was only one 
problem; it rained. 

“If you were anywhere near Chicago on 
Saturday, October 21st, you will recollect 
that it rained, and it rained, and it rained. 
But despite the teeming all day rain, Dave 
Gottlieb’s friends and fellow manufacturers 
gathered at the plant to wish the company 
continued success and greater prosperity.”26/ 
By December the lines were up and running 
smoothly, and SCOREBOARD was finally 
introduced. Just in time to face what was 
the most popular pinball game ever made, 
the Rock-Ola JIG SAW. The automatic 
scoring and reward indicator of SCORE- 
BOARD gave it some advantages with 
operators that were looking for these features, 
but in the race for sales the game was 
swamped by its competition. Gottlieb 
claimed the game was “One Year Ahead,” 
where it was actually four months behind. 
While the earlier pre-printed game flyers 
loudly proclaimed its features, its later press 


The first complete new game out of the larger D. 
Gottlieb @ Company facilities at 2736-42 N. Paulina 
Street in Chicago, after a four month production 
delay, the Gottlieb SCOREBOARD of December 
1933 found itself up against the most popular pinball 
of all time. And it wasn’t theirs. 


releases got more competitive and stressed 
its simplicity over other more compli- 
cated machines. 

“Unlike a great many of its predecessors 
this machine has been simplified in its 
mechanical features and there is very little 
mechanism in the board, although to all 
appearances one would think that it is full 
of gears and gadgets as an adding machine. 
In fact, Dave Gottlieb, president of D. 
Gottlieb & Company, pointed out that the 
mechanism was so downright simple that one 
would wonder why it had never been thought 
of before. ‘We are sure the simplicity of this 
machine will enable operators to enjoy 
continuous operation since there is no 
reason for service calls,’ Mr. Gottlieb said.”28 

Gottlieb (and Bally, and Rock-Ola) had 
another pressing problem, and that was 
the rapid growth of Genco. Hardly crude 
copycatters, under the clever eye of Harvey 
Heiss the Genco imitations were always a 
little bit better than the originals, making 
them “bulletproof” when it came to patent 
claims, and often offering the operators 
something more for their money. Taking 
the Bally AIRWAY and Gottlieb BIG 
BROADCAST ideas a step further, Genco 
took their patented NEW CENTURY with 
its downfield six-in-line scoring drums and 
added trap door lids to create SILVER CUP, 
first introduced in July 1933. 

“We must have made 50,000 SILVER 
CUPS. They had castings. We were the 
first to put a counter in the machines, and 
it worked. It also had “Toilet Seats.’ The 
first time that was done was with Gottlieb’s 
BIG BROADCAST, so we stole it. Every- 
body stole everything. Each hole was a 
counter. The ball would go down a scoop, 
and hit a spoke and wind up the wheel. 
Then put in a coin and the dogs raise up and 
it all goes back to zero for another game.”2°? 

The first castings were rough, but by 
August they were cleaned up. The ever 
increasing production volumes kept changing 
the game as refinements were made with each 
batch. The definitive model arrived in 
September when images of silver cups by 
means of small aluminum castings were 
added to the playfield left and right and 
at the bottom center, greatly adding to the 
appearance of the game. And then the 
offshore sales reports started coming in. 
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SCORE BOARD con- 
tains every element 
for a smashing suc- 
cess! It has novelty, 
action, skill and sus- 
pense! Its elaborate 
aluminum fittings 
and attractive field 
stops even the casual 
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First Chair for Second City 


sl levee inevitable game is here! SCORE BOARD! 
— presented by the makers who have given 





W CHALLENGE TO SKILL 





be guided towards any desired Sco#ing Alley. As 
each ball lands in an alley th@ score is registered. 





BOARD the coin machine world such stupendous profit- Successive balls in the@Same alley ares totaled 
$ 00 hits as Baffle Ball, Five Star Final, Big Broadcast automatically. Justis so0om as Sixballs are shot 
35 and other famous, original games. SCORE into a single alleypa Reward Point automatically 
oe BOARD is utterly different from any other type appears on the Recorder; arid with each additional 
of pin game — and when we say ‘‘different’’ we ball placed ain the Same alley’ the’ Reward in- 
fax Pata mean exactly that! SCORE BOARD utilizes for creases. 
FOR the first time, the triple appeal of Ball and Field R; T P S 
Chicago Control, Score Register and Automatic Reward nb 7 ae! ee ie Oe Sa 


Recorder. It demands a far greater degree of skill 
than heretofore required — serving as a stronger 
incentive for continued play. 


New Patented Principle 


The playing action of SCORE BOARD is vitally 
new . . yet exceedingly simple to understand and 
play. Instead of the ball entering upon the usual 
rigid, single plane field, it emerges upon a Multi- 
plane Field that may be tilted at various angles 
by the player. By skillful control the ball may 


SCORE BOARD has been thoroughly tested for 
many months before being placed on the market. 
As it is today, SCORE BOARD is mechanically 
perfect, absolutely bug-proof and is ready and 
capable of withstanding long, continuous. play. 
Its *revenue power is nothing short. of amazing, 
for SCORE BOARD surpasses earning records of 
the market’s finest machines. Maintain your 
prestige as a wide-awake operator by placing 
SCORE BOARD —the game that’s one year 
ahead! Rush your order today! 





Score A Clean-Up by Being /First with SCORE’ BOARD 


D. GOTTLIEB &e CO. 2136-42 N..Paulina Street, Chicago, Ell. 


NEW YORK LOS ANGELES DALLAS MINNEAPOLIS 
. 1123 Broadway 1347 W. Washington St. 1108 Main St. 1643 Hennepin Ave. 
| Printed in U.S.A. 
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Scott Adickes & Co. Ltd. exhibition at a British trade fair, showing off the Genco SILVER CUP, foreground, and 
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as their line of coin machines. The lid has been lifted on the SILVER CUP at the far left to show the workings of the six row bank of scoring reels. —Dick Bueschel Collection 


Through its distribution throughout the 
world, Genco had an international hit on 
its hands, and a game that brought pinball to 
countries that had never seen the game before. 

Genco was now calling it “The only pin 
game in the world with the double score 
totalizer. Adds the score instantly. The Ist real 
international pin game success.”2/° Their 
British distributor, Scott Adickes & Co., 
Ltd., sold the game in the U. K. and the 
Commonwealth, and took it to Europe through 
their sales offices in France, Germany and 
elsewhere. The French branch known as 
Scott, Adickes & Cie gave the game the 
honor of a straight out copy called LA COUPE 
D’ARGENT, with the silver cup playfield 
unchanged, most likely modified Genco 
models with new French graphics. Genco 
had suddenly moved right up into the front 
row of pinball machine makers. 

One other AIRWAY clone had a brief 
moment of glory in the exciting Chicago of 
1933, but came to a quick demise. In a mad 
whirl of customer entertaining and World's Fair 


touring, Eddie and Morrie Ginsburg put a 
game called UNIVERSE in production at 
their Universal Novelty Manufacturing 
Company at 1213 W. Washington Street in 
an industrial loft building district west of 
Chicago’s “Loop.” It was almost a dead ringer 
for Bally’s AIRWAY with “Toilet Seats” and 
the same form of six-across scoring windows 
at the bottom of the playfield. “It was a copy 
of a machine Bally made. A direct copy. I 
remember Ray Moloney calling me and saying, 
‘What the hell are you doing?’ How did I 
answer? I said I wouldn’t make it any more 
because it wasn’t selling. We had a lot of fun 
with each other then. So I acquiesced to his 
demands because the game didn’t go.”2/! 
Chicago was like that in 1933. All year. It 
was shakeout time, as a cottage box and nails 
and springs industry around the country was 
working its way up to big business in one 


world recognized city. And it was still fun. 


255 Editorial, “Plans For Coin-Machine Concession at World’s 
Fair,” Automatic Age, December 1931. 


256 Walter W. Hurd, “Amusement Vending Coin Machines,” 
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The Billboard, July 16, 1932. 
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mont, IL, October 7, 1988. 
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Automatic Age, November 1933. 
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Mechanical Marvels 


The new and quickly created elite of 
the pinball world saw their problem as 
having a good game. They quickly 
learned that having a good game followed 
by another good game was more impor- 
tant as this was an industry that didn’t 
stand still. The moment they achieved 
the successful game after game goal they 
realized their problem wasn’t good games 
at all. It was space. The better the games 
the bigger the problem of space. Limited 
space thwarted the production of good 
games. The egg came first, but you had 
to have the chicken to hatch the egg. 

As commanding as Gottlieb and Bally 
had become in little over a year by 
creating successive successful games, it 
was David C. Rockola that would set the 
future pace of the industry. Without 
him pinball may have languished for 
years, slowly and slightly improving its 
games a step at a time to keep an inch 
ahead of progress. Rockola changed all 
that when he took a quantum leap. 
While others were reaping the bene- 
fits of good games, with Bally still making 
AIRWAY, Gottlieb speeding along with 
BROKER’S TIP and the upcoming 
SPEEDWAY, Chicago Coin getting 
into the action with BLACKSTONE, 
Genco taking a giant step forward with 
its hugely successful SILVER CUP and 
Mills Novelty going past the 40,000 
mark with its basic OFFICIAL line, 
Rock-Ola hadn’t had a game since WINGS 
came out in February. 

Although WINGS did fairly well, and 
finally used up the excess JUGGLE BALL 
cabinets, the spinning playfield game began 
to lose ground to the newer products of 
the competition. But Rock-Ola wasn’t 
standing still. A lot was going on behind 
its closed doors. For one thing, the success 
of WINGS revealed that the second floor 
facility at Jackson Boulevard was inade- 
quate to handle the production of a hit 
game. A perfectionist that paid great atten- 
tion to details, Dave Rockola painstak- 
ingly worked out a double assembly line 
that put the game together at stations on 
conveyors, stepping up WINGS produc- 
tion to a finished game every minute and 
a half when the line was running. He then 
spent the spring of 1933 in research and 


Oct. 24, 1933. D. C. ROCKOLA Des. 90,926 
GAME DEVICE 
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David C. Rockola’s lawyers applied for the Design Patent on 
his new combination World’s Fair and jig saw puzzle game 
on a Saturday, August 5, 1933, over two months after the 
introductory advertising had begun. The working name was 
WORLD’S FAIR, later changed to JIG SAW. —United 
States Design Patent DE 90,926 


development, creating one game from 
scratch and buying another, aiming at fall 
introductions. 

It quickly became painfully obvious that 
the market wouldn’t wait that long, and 
major buying decisions would be made that 
summer, something that had not happened 
in the past. And Rock-Ola didn’t have 
product. What he did have was chutzpa. In 
a marketing stunt that was repeated by IBM 
exactly fifty years later when they attempted 
to forestall any buying decisions for the 
Apple Macintosh computer by announcing 
the introduction of their own PC months 
before deliveries could be made, Rock-Ola 
announced machines they didn’t have. Yet. 

Big space ads spread across the trade 
media in June 1933 proclaimed “Due any 
day. 3 New Games. Watch...and profit 
with Rock-Ola.”2’? The all copy ads stated 
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“Important things are happening in the 
Rock-Ola Plant in Chicago! Finishing 
touches are being put to 3 master achieve- 
ments...3 great games that have every 
indication of winning national popularity 
and, thereby, deserving your complete 
confidence: 1. One of the games capi- 
talizes on America’s most widely popular 
amusement fad...and...at the same 
time, ties up with the one event that is 
now claiming the attention of the entire 
world! 2. Then you have America’s best 
liked, most closely followed, and highly 
attended sport made into a mechan- 
ical game that is a marvel of human 
skill and ingenuity. It is as real...and 
true to life as the actual thing. Here, 
indeed, is the height of mechanical 
magic! 3. The third is a counter game. 
It is hardly necessary to say that oper- 
ators who keep a close watch for these 
3 games will be well rewarded. 
Remember, they are due any day...!”2 
The ads were repeated in July with 
an added banner that said: “Scheduled 
for August 15...Watch!!”2/4 A month 
later, with the games still not out, Rock- 
Ola again ran all copy ads in August that 
reproduced a note from Dave Rockola 
that said: “This nation, under the ster- 
ling leadership of Franklin D. Roosevelt, 
is confidently marching forward to 
better times. To help you make the 
most of this opportunity during the 
coming weeks and months, the Rock-Ola 
Manufacturing Corporation has built three 
new products. Products of outstanding 
merit. When I tell you that I have banked 
$100,000 on these 3 new games, then, at 
least, you know I have confidence in the 
games. And it is my firm belief that the 
games have what it takes to make great 
national successes. Full facts and pictures 
of the games will be released shortly. Most 
likely in a week or ten days. I know you 
are anxious to get under way. You don’t 
want to wait, and | don’t blame you. 
However, I sincerely believe it will pay 
you—and pay you well—to see these 3 new 
products and put them to work for you this 
Fall. Let our 3 new products help you make 
the most of the GREAT OPPORTUNITY 
that is now before you.”2” 
The pictorial announcement finally came 


in September with a blast of color adver- 
tising and supporting distributor spread ads 
announcing two new pinball games, JIG 
SAW and WORLD'S SERIES, and a counter 
race game called OFFICIAL SWEEP- 
STAKES. Because development of JIG 
SAW was a shade ahead of WORLD’S 
SERIES, and was closer to Dave Rockola’s 
heart, it went on the production line first 
with deliveries starting just as the distrib- 
utor tie-in ads began to run. 

The timing was incredible, hitting right 
in the middle of a Depression jig saw puzzle 
boom. “The craze apparently began in the 
spring of 1932 with die-cut cardboard 
advertising puzzles, distributed free to 
consumers to promote products. Within 
a few months cardboard puzzles were selling 
nationally at newsstands for only 25 cents 
each. By January 1933 there were several 
hundred firms making puzzles. They 
bombarded customers with weekly series like 
the Weekly Jig, Picture Puzzle Weekly, 
Every Week Puzzle, Jiggers Weekly, Movie 
Cut-Ups, Once-A-Week Puzzle, and B- 
Witching Weekly. Within a few months 
prices had fallen as low as 10 cents per 
puzzle. Both department and drug stores all 
over the country installed electric jigsaws, 
and hired cutters to make puzzles from 
photos brought in by customers. The 1930s 
brought the revival of the puzzle lending 
library. Many were operated by the small local 
makers who rented puzzles out for 5 cents 
per day or 25 cents per week.”?/6 

Dave Rockola was personally addicted 
to the puzzles. “I can tell you a story about 


JIG SAW. It was invented and created by 
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one David C. Rockola, that’s who. I used to 
go down to the south side. There was a 
restaurant there, they called it The Home- 
stead, and they had a little game room there. 
It didn’t cost much, maybe you spent a 
penny or two, but they had this game room. 
I liked playing jig saw, and I used to play those 
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jig saws in the game room. You’d buy a 
game that they had there and put it together. 
And I said to myself, Gee, if I could only make 
a game with a jig saw. Then there was the 
World’s Fair in Chicago in 1933, and I said 
to myself, Gee, if I could only make a World’s 
Fair game. 
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Making a big splash-I: When the 4-page color 
brochure for the Rock-Ola JIG SAW ran in the 
media in September 1933 it carried a sample price 
of $29.50. October ads upped the sample price to 
$37.50 due to “cost of materials” effective November 
6. The screech across the industry was so severe, by 
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Then follows a group of pockets that correspond to the 
JIGSAW picture. The first, or bottom, row pockets set-up 
one JIGSAW block. The second row pockets set-up two 
JIGSAW blocks. And so on in successive order. 


Never before have players been offered star attractions 
of such magnitude! Never such intriguing appeal! That's 
why JIGSAW is sure to command steady play and 
assure you of steady profits! 





Here is the richest, most distinguished game ever presented 
. .. the World's Fair JIGSAW | | 

It's a game with positive play-appeal. A timely and 

successful combination of JIGSAW -- the most popular 

amusement in America -- and the World’s Fair -- the one 

event that is now claiming tne attention of the entire world! 


December and new flyer printings the price was 


dropped to $31.50. —Dick Bueschel Collection 


JIGSAW reaches the very heights of fascination! 


Its self-operating principle is uncanny in its speed and 
accuracy. It treats players to all the wonder of magic 


JIG SAW burst on the market with more 


Designed by one of the country’s foremost artists, this creativity and built-in excitement than 





plus the thrill and suspense of mystery... . ame is both rich and impressive. Its walnut playing any other game in the country, making it 
ield . . . the brilliant red finish of the pockets .. . the : 
ebony-black glow of its cabinet set off by the Roman an instant success. Rockola expected it. 


Topping the field is the ever popular double-score pocket. 
Then you have, for the first time on any playing field, two 
MYSTERY. pockets----one at each end of the Sky Ride. 
These pockets are ingeniously arranged to set-up a 
different column of JIGSAW blocks each time! 

Beneath the mystery pockets, in spread-eagle formation, 
are five skill pockets -- indicated by World's Fair buildings 
-- each one controlling an entire coluntn of JIGSAW blocks. 


silver end-trimmings . .. and the smart set-back skyscraper 
effect of its legs -- give this game an unmistakable air of 
class, character, and beauty. 


He wrote letters to the editors and publishers 
of the trade press to give them the feeling 
that they had the inside story on the origins 
and success of the game. 

“It is a pleasure to relate to you the story 
back of the WORLD’S FAIR JIG SAW 
and the WORLD’S SERIES baseball game. 
As you and I and everybody else in the 
business know, many new games have 
appeared during the last 18 months. But 
taken all in all, there have been only a 
few outstanding products. Naturally, a defi- 
‘ nite need arose for something that was 
7 : é really out of the ordinary. For something 

/ : spectacular. Something sensational. Accord- 
ingly, we set about making a survey of the 
American scene, so to speak. Already the 
jig saw idea has proved to be one of the most 
popular amusement fads America has ever 
witnessed. Overnight 25 million people 


Capitalize on the nation-wide popularity of the World’s 
Fair JIGSAW game. Send for a sample to-day. Write, 
wire, or phone at once! 
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The prices quoted on JIGSAW are based on 
the cost of materials prior to the government’s 
passing inflationary money measures and the 
National Industrial Recovery Act. They are, 
therefore, subject to change without notike. 
Prompt action -- before prices go up --,will 
save you mone 












You can't lose. You must be 
satisfied. Try a sample JIGSAW 
game for 7 Days. If it is not one 
of the very best money-makers you 
ever had, send it back for a prompt 
refund of your money in full. 
What more can we say? What 
more can you ask? 
Order to-day ! 
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“So I put the ideas together. I went out 
and bought the best picture I could find of 
the World’s Fair. And wouldn’t you know, 
the photographer who took the picture had 
it copyrighted. So he came to me and said 
he was going to sue me. So | told him, ‘You 
won’t get to first base. What do you want 


to do, make it on the game? Maybe I’ll make 
a thousand of them. I’m really advertising 
your picture for you.’ He never came back. 
I guess I did a real selling job on him, because 
I never heard from him again. And JIG 
SAW? We were soon making 1,400 a day and 
had to set up all over to keep up.”2"/ 
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became addicts of jig saw. It is estimated that 
over 3,000 manufacturers put their shops 
to work to supply the demands of the hungry 
hordes of jig saw picture fans. Sales skyrock- 
eted and fortunes were made. 

“Now then, with the coming of the warm 


months, the jig saw 
craze subsided for 
the time being. But 
from all indications, 
jig saw is going to 
prove nationally 
popular during the 
Fall and Winter 
months. But whether 
it does or not, the 
idea of jig saw has 


Width: 


proved to be inher- qa 
ently sound. It has ae 


Helght: 
42 inchos 


proved to be some- 
thing the public 
likes. And, as it is 
incorporated in the 
new JIG SAW game, 
it cannot help but 
be outstanding and 
popular. As a matter 
of fact, present sales 
already prove this. 
Up to this writing 
(in September 
1933), our factory 
has received orders 
for more than 6,700 
JIG SAW and 
WORLD’S SERIES 
games. 

Now then, operators are anxious to 
know, ‘How will the games work? Will 
they stand up?’ In this respect, one fact 
will tell you more than pages of words. 
That is, $100,000 was spent in the devel- 
opment (Note: Multiply 20X to get 1996 
costs, or 2 million dollars) and perfection 
of these two games. They are built with 
the precision of a jeweled watch and the 
strength of a steel skyscraper.”2/® 

The fact of the matter was Rockola was 
running at a breakneck pace to try and keep 
ahead of the demand for the game, and get 
it out on time. And he was running long. He 
had a good idea of what he wanted by June, 
with game design and appearance worked 
out in July. It wasn’t until August 5 that he 
applied for a Design Patent in his name, at 
which time the game had the working title 
WORLD'S FAIR in its drawings.2’? 

By the end of August he had concluded 
that the name was too topical as the game 
wouldn't get out until sometime in September 
and the fair would end in November, making 
the product old and dated almost the 
moment it was introduced. So the name 
was changed to JIG SAW, retaining the 
copy “World’s Fair” in small letters. It wasn’t 
until the end of October that all of the 
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San Francisco, California 


the initial JIG SAW 
color flyers carried 
a sample price of 
$29.50. Fortunately 
it wisely also carried 
copy that said, “A 
word about price! 
The prices quoted 
on JIG SAW are 
based on the cost of 
materials prior to the 
government's passing 
inflationary money 
measures and the 
National Industrial 
Recovery Act. They 
are, therefore, subject 
to change without 
notice. Prompt 
action, before prices 
go up, will save you 
money.”28! 

The distributors 





Making a big splash-II: The beginning of co-op advertising in the pinball industry. Rock-Ola supplied 
the plates and paid for half the space, with the distributors of JIG SAW and WORLD'S SERIES running 
spread ads in the same issue as the full color game announcements. Each distributor got their name in 


the headline and address at the bottom of their own ad. —Automatic Age, September 1933 





JIG SAW scoring is highly visible. Before the game 


starts, it has the pieces in place left over from a 


previous game, with the unmade pieces still vertical. 
The “1833 A Century Of Progress 1933” casting 
is aluminum. It was not changed for 1934 and later 


sales. —Hal O’Rourke Collection 


working details of JIG SAW were final- 
ized, with Rockola applying for a mechan- 
ical patent on November 17.289 What Dave 
Rockola didn’t know at the time was that 
the World’s Fair committee would elect to 
run the Century Of Progress again from 
May through November in 1934, giving 
his game another whole year of promo- 
tional name support. 

Then there was the pricing problem. 
With Roosevelt’s New Deal just getting 
into swing with its 100 Days of govern- 
mental economic experiments to do anything 
to break the grip of the Great Depression, 
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instantly got the 
message. The month 
the game was intro- 
duced, announce- 
ment was made of a 
stunning order. “Big 
deposit checks head 
off price advances and show biggest activity 
in machine sales in months. One $25,000 
deposit is reported on JIG SAW games.”282 
The order came from Modern Vending 
Company, Rock-Ola’s largest New York 
distributor. “Nat Cohn rushed to Chicago 
by fast plane to place a $25,000 deposit 
on 5,000 Rock-Ola JIG SAWS. He was 
met at the Chicago airport by David C. 
Rockola, president, and Paul Bennett, sales 
manager for the Rock-Ola Corporation, 
who whisked him away in Mr. Rockola’s 12 
cylinder Cadillac to the inner executive 
domains of the Rock-Ola plant. In a short 
forty-five minutes, Nat Cohn placed an 
order for 5,000 JIG SAWS amounting to 
well over $100,000 and sealed the contract 
with a $25,000 deposit which was placed 
in trust with him by Eastern jobbers who 
had showered him with JIG SAW orders. 
This is, perhaps, the largest single transaction 
in the coin machine industry!”2°3 

Just in time, because the October adver- 
tising for the game announced that there 
would be a “...new price effective midnight 
November 6, 1933: $37.50.”284 The ad also 
carried the new NRA eagle logo for the 
government sponsored National Recovery 
Act, and added “As everybody knows, the 
NRA has sent the cost of materials sky 


high. Increases range 
all the way from 25% 
to 100%! It, there- 
fore, becomes neces- 
sary to announce a 
new schedule of 
prices effective 
midnight November 
6, 1933! Only those 
orders that reach us 
on or before 
November 6, accom- 
panied by the usual 
25% deposit, will be 
given the benefit of 
present prices.”25° 

The announce- 
ment had the effect 
of increasing imme- dees ATLAS 
diate JIG SAW We 
orders, after which 
they all but stopped. 
Meantime, the 
Rock-Ola factory 
was gearing up to 
keep up with the 
rush. “The Rock-Ola 
plant is being taxed 
to capacity. And 
what a capacity. An 
entire floor of the giant Rock-ola plant— 
20,000 square feet—has been given over 
to the building of these new games alone. 
An army of 400 men is working in three 
shifts 24 hours a day. There is no let up. No 
stopping. Giant punch presses are busy 
pounding out parts. Batteries of drills are 
spinning away at high speed. Hundreds of 
conveyors are moving along in a never- 
ending stream. And the cabinets, parts 
and finished products are turned out at 
the rate of 500 a day, a record for the coin 
machine industry. From the plant, the 
machines are quickly taken away by fleets 
of trucks to the various terminals, and 
from there, they are whisked across the 
country by fast trains. It is worthy of note 
that with all the speed and all the hurry, every 
machine must pass rigid requirements so 
that operators are assured of trouble-free, 
smooth operation.”286 

That was the hope, in any event. But 
the manufacturing and distribution stream 
sometimes faltered under the never ending 
pressure of production, warehousing and 
delivery. Particularly with some parts jobbed 
out. One supplier noted, “We made some 
parts for... JIG SAW. We made some of the 
parts, but I don’t know which ones. You 
can’t really tell what they are. You’ve got 
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Working out the complex arrangements of the wire pull rods and levers that made JIG SAW operate like 
a working jig saw puzzle took time. It was over three months after the application for its Design Patent 
before Rockola’s application for a mechanical Patent on the game was tendered on November 17, 1933. 
The delay also kept the competition from copying the game before it was delivered. —United States 





Once a coin is dropped, the completed puzzle shows 


up briefly as the coin slide is pushed in, then disap- 
pears as the puzzle pieces go vertical when the slide 
is pulled back out to start the game, to flatten out 
as pieces in a puzzle as holes are made. The player 
has 10 balls to complete the puzzle and add up the 
score. —Hal O’Rourke Collection 


to remember that, except for Jennings and 
Watling, nobody had any machinery. And 
we had the machinery. Rock-Ola later got 
machines, but a lot of people put the work 
out.”287 “They made so many (JIG SAWS) 
they piled them up in the alley around 
Jackson and Des Plaines.”28° 

Where Rock-Ola did succeed magnifi- 
cently was in quality control. Some leading 
jobbers were willing to report this in print: 
“Years ago it was not an uncommon thing 
for the jobber to have to maintain a staff 
of experts to rebuild machines when they 
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came in before he 
could hand these 
machines out to his 
customers. Now-a- 
days things are 
different. Take the 
JIG SAW for 
instance. I don’t 
know how many 
hundred passed 
through our hands, 
but we have yet to 
find the first one that 
‘cup-up’ (Sic) on us. 
And on top of this, 
in talking to the 
operators, we find 
that there have been 
absolutely no service 
calls at all. You could 
not say this about 
the old time pin 
table.”28? “Rock-Ola 
will be the leader 
within a short time, 
if they keep this up 
(with) JIG SAW. We 
sold hundreds of 
them, and never a 
bug in the entire lot. 
I am not getting paid for this testimonial 
by any means.”290 

It was this dedication to quality, the 
lack of returns, and the stepping up of 
production, that allowed another signifi- 
cant change to be made in relation to JIG 
SAW. In December Rock-Ola announced 
a reduction in prices, something unheard 
of in the industry, bringing the sample JIG 
SAW down to $31.50. Copy heavy ads in 
December and January 1934 explained 
why: “First, a steady, nation-wide demand, 
a solid demand, such as this business has 
seldom, if ever, witnessed! And, second, 
lower manufacturing costs made possible 
by more efficient mass production. To give 
you an idea of the modern methods used 
in building JIG SAW, there are, for example, 
the high speed Twin Conveyor System...the 
utilization of compound dies...and the 
development of special alloy chromium 
metals. To be sure, all this took time and 
required effort. But it was worthwhile 
because we can now build more JIG SAWS 
in less time and at less expense. And that 
means lower costs to us and lower prices to 
you.”2?! The gambit worked; orders took 
another leap into the new year. 

Non-coin models were produced on 
special order for pay-over-the-counter 
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arcades, and framed marquees were created 
for high score and award pay locations. 
By early 1934 the game was enhanced with 
an improved A.B.T. coin slide. In objec- 
tively looking at JIG SAW, and projecting 
its future influence, editorial writers saw 
something unique. “Up until JIG SAW 
made its appearance each new succeeding 
game was just another marble game with 
a variation in hazards, skill features and 
traps. But the minute operators got one 
glimpse of JIG SAW they knew they were 
looking at a piece of equipment that could 
‘click’ on any location. In my humble esti- 
mation this game is going to beat all former 
records in pin game sales. Who said the pin 
game business was dead?”294 

Walter Hurd, the legendary and leading 
voice of coin machines in the media, took 
an even longer view at the end of 1933: 
“I name the JIG SAW game as the leading 
contribution to pin game progress in the year, 
not because it has enjoyed good sales, but 
because it may be the precedent of a new 
principle in pin games. I have seen ideas for 
three new table games already that show the 
influence of the JIG SAW principle. If the 
JIG SAW does not prove the forerunner 
of at least six successful pin games during 
1934, then it loses its credit as the outstanding 
pin game of 1933 and the credit will fall back 
to the ball-trap idea.” 

Hurd had the right idea, but for all the 
wrong reasons. The copycat mechanical 
jig saw puzzle games were not to be, quite 
possibly because of Dave Rockola’s proven 
willingness to take infringers of his patents 
to court. Other than direct copies of JIG 
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SAW in France and Germany, the jig saw 
puzzle idea was ignored by others, to be 
brought back only in lighted backglass 
games decades later, and then only a few 
times, one of which was by Rock-Ola. What 


JIG SAW did achieve was later recogni- 
tion as not only the leading game of 1933 
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ROCK-OLA MANUFACTURING CORPORATION 


but also the preeminent pinball game of 
all time. By the time the sales and produc- 
tion run was over in the middle of 1934, JIG 
SAW had surpassed 70,000 units, a record 
unmatched by any game before or since. 
Rock-Ola Manufacturing Corporation 
had to pay a high price for the success of 
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to go to hat for you! 


? ° J: game of the World’s Series. The score is 5 to 3, 
lt s the deciding It’s the last half of the ninth with 2 down. Babe 


Ruth’s at bat. Three balls and two strikes have been called on him. The tying 
runs are on second and third. The winning runis on first. . . . The pitcher 
looks ’round to see that the fielders are in position. He sneaks a cautious 
glance at the runners . . . steps into the box... quickly draws his arm 
back for the pitch, and... here it comes... a low curve inside the plate 
. .. the mighty Babe swings and... !! 


Thrills like this make baseball America’s favorite sport. Fans by the hundreds of 
thousands throng the ball parks every day. The gate receipts for a single season 
run up into the millions. 


So figure it out for yourself. Just imagine the money-making possibilities of a game 
like the WORLD'S SERIES. A game that has all the color and glamour of big 
league baseball. 




























The WORLD’S SERIES does everything but talk. It is the only game ever invented 
where players actually run from base to base! They really hit and run. They strike 
out and make errors. They walk, and they score. They do everything, in fact, that 


real players like Ruth, Cuyler, Simmons, and Gehrig do. y wv 


Like all BD. comes, the WORLD'S SERIES combines beauty sd class with 
simplicity of operation. A glance at the playing field tells the playér how the game 
works. And once he starts, he sticks. He is held by sheer fascination of the game. 
He can’t leave it. It's just as if he were in a real game, stepping up to the plate, 
lining a homer into the.center field bleachers, being appl éded by the crowds as 
he rounds the bases, and walking off the field a hero. 
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Sensational is the only word that. describes this new game-marvel. It never fails to 4 
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The prices quoted on the WORLD'S SERIES game are based on the cost of materials 
prior to the government’s passing inflationary money measures and the National 
Industrial Recovery Act. They are, therefore, subject to change without notice. 
Prompt action-- before prices go up~ will save you money. 
















”Rock-Ola’s Proven Products are Known the World Over” Printed in U.S. A. 


617 to 631 W. JACKSON BOULEVARD, CHICAGO, ILLINOIS, U.S. A. 





JIG SAW. It was a price with a name: 
WORLD’S SERIES. As JIG SAW sales 
proliferated, so did WORLD’S SERIES, 
only the games weren’t being delivered. 
At first there was an acceptance that it 
would be slower in coming, followed by 
announcements of the fact. It was tipped 


in print in November when a Rock-Ola 
press story revealed that “The WORLD'S 
SERIES, by the way, though completed, is 
being held under lock and key until the 
Rock-Ola Corporation gets its second wind 
on JIG SAW orders!”294 Rock-Ola even 


ran a full page ad that month to inform 
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he ‘ALL STAR" LINE-UP 
of World Schizs Features! 
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TS Be first in your territory to cath in on America’s favorite sport with the 
1) WORLD'S SERIES geome. Write, phone at once! Ic or Sc size! 





When WORLD’S SERIES was first announced 
with a 4-page full-color insert in September 1933, 
the price was $29.50 for a sample. After November 
6, 1933 a black on beige patch pasted on the existing 
flyers carried the new price of $37.50 for a sample. 
The new pricing carried over to the game deliv- 
eries in 1934. Game name at top of playfield says 
WORLD’S SERIES CHAMPION MODEL. —Dick 


Bueschel Collection 


buyers that they would be “Back shortly 
with the WORLD SERIES! ...just as soon 
as we can catch our breath in JIG SAW 
orders.”2” It was the curse of success, and 
a clear cut example of the problem of space. 

In December the same advertising that 
announced the JIG SAW price cutting also 
carried a notice about the lagging base- 
ball game: “The WORLD’S SERIES base- 
ball game will not be released until March 
1, 1934. The reason, of course, is JIG SAW. 
JIG SAW, with its marvelous play appeal, 
has brought a daily-increasing demand for 
more and more games thereby making it 
necessary to turn Over our entire pin game 
facilities to the manufacture of JIG SAW. 
Now, then, those of you who have advance 
WORLD'S SERIES orders on file covered 
by deposits may not want your money tied 
up for the next 90 days. So we suggest that 
you either apply this money on more JIG 
SAWS or else let us refund it to you.”?° 

It wasn’t welcome news, because the 
operators that wanted WORLD'S SERIES 
wanted their games at its introductory price. 
WORLD'S SERIES went through the same 
pricing yo-yo moves as JIG SAW, announced 
in September at $29.50, with a bump to 
$37.50 effective November 6, 1933. There 


was one difference; 
WORLD’S SERIES 
stayed there when JIG 
SAW came down. 
Rock-Ola could get 
away with that 
because the games 
weren't being 
produced, so they 
could hardly have 
production 
economies. If the 
buyers relinquished 
their deposit position 
on WORLD’S 
SERIES in favor of 
more JIG SAW 
games, they would 
have to buy back in at 
the higher prices. The 
result was that Rock- 
Ola was not only 
oversold on their first 
new game out, but 
had an enormous 
backlog of orders for 
their second game yet 
to come, with 25% in 
deposits to cover 
orders that wouldn’t 
be delivered for at 
least three months. 
David C. Rockola began to think the same 
way as Ray Moloney and Dave Gottlieb, 
and came to the same conclusion they and 
the Gensburg brothers did; he needed a 
newer, bigger plant. He needed more space. 

Although WORLD’S SERIES was 
announced at the same time as JIG SAW, and 
Dave Rockola’s lawyers even applied for its 
Design Patent on the same day as the JIG SAW 
appearance design, the two games had entirely 
different design tracks.29’ For one thing, the 
game was an outside buy and not internally 
generated. Not formulated as a baseball 
game, it had been turned down by most of 
the industry before Dave Rockola got to see 
it, and saw what he could do with the idea. 

As Rockola related the story in later years, 
“I bought the game from a guy in Rockford, 
I can’t remember his name. He took it all over, 
and it was turned down by Mills, and Jennings, 
Watling and even Wurlitzer. They weren’t 
in jukeboxes yet, and they were looking at 
everything. Even pinballs. So he came in 
with the game with a grey iron casting with 
a little wheel on it. It had nothing on it 
about home runs, or outs, or baseball. But you 
see it gave me an idea. He gave me the idea 
that a moving wheel dial could be a baseball 
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Left: In June 1933 Rock-Ola was advertising games that were not yet available in order to curtail the 
buying of competitive games. By November they were advertising the fact that WORLD'S SERIES would 
be delayed until they caught up on JIG SAW. It was an ad to forestall orders, not generate them, in one 
of the most unique advertisements in pinball history. —Automatic Age, November 1933 


Right: Applied for on the same day as the JIG SAW Design Patent, and also credited to David C. 
Rockola, WORLD’S SERIES was actually brought to Rock-Ola Manufacturing Corporation by a Rock- 
ford, Illinois, designer who was paid on a royalty. It’s development took longer than JIG SAW.—United 
States Design Patent DE 90,927 


ADVANCE PROOF 


The Pennant 


Operators Price $22.50 


BALLY MANUFACTURING CO. 
4619 RAVENSWOOD AVE. - CHICAGO, ILL. 





Taking their cue from Rock-Ola, Bally promoted their 
PENNANT game well ahead of its availability with 
cut sheets that offered “Advance Proof,” a double 
entente that offered an advance advertising cut, 
or “proof,” of the game while it offered advance 
proof that the game was on its way. Six whip springs 


are placed downfield. —Dick Bueschel Collection 
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completely changed 
it and got it patented. 
So I did a deal with 
him at 50¢ a machine. 
That was a good deal, 
because it wasn’t 
worth a damn the way 
he made it. So J told 
him I'll make a certain 
number of machines, 
and probably not a 
lot, and I'll pay him up 
to $25,000 and after 
that I wouldn’t owe 
him anything. That 
sounded like a lot of 
money then, and | 


Te EEE thought I’d make 

Lavia Cliockole some machines and 

& lave, Yak. never pay him that 
!  $25,000.%298 

The original 


designer was likely 
Arthur W. Swenson, 
of Rockford, Illinois, 
a free lance game 
designer who pitched 
games to most of the 
pinball makers 
throughout the 1930s, 
with Bally, Exhibit Supply, Pacific Amuse- 
ment, Western Equipment and others 
producing or considering Swenson designs 
after the success of WORLD’S SERIES, 
usually characterized by some form of moving 
device on the playfield. With the basic 
baseball design finalized by Dave Rockola 
in August, and full color flyers printed for 
the September introduction, commercial- 
ization of the product proceeded at Rock- 
Ola. But it snagged. When Dave Rockola 
wrote to the trade paper editors about JIG 
SAW, he added comments about WORLD'S 
SERIES: “I may as well tell you a word 
about it. As we all know, baseball is America’s 
favorite sport. It is the nation’s best liked, 
most closely followed, and highly attended 
sport. Everybody agrees—operators and 
jobbers—that a real baseball game has been 
needed for a long time. There have, of 
course, been other baseball games. but no 
one has really given evidence of being the 
real thing. They have all been imitations. 
Make-believes. So instructions were given 
to our staff of engineers to develop a game 
that would be as close an approach to base- 
ball as was possible in a coin operated game. 


The result is the WORLD’S SERIES game. 


And as you know, 54 AUTOMATIC AGE __ 
the game is proving 
to be unusually Si ch 
” "5 New! 
successful.”29? 
Probably too much 


so. The game was 
complicated to 
produce, requiring 15 
balls (JIG SAW 
required 10), bent 
metal runways and 
hand painted base- 
ball figures on the 
playfield with an all- 
mechanical geared 
apparatus. that 
revolves the baseball 
diamond as bases are 
made, in effect 
making the balls actu- 
ally run from base to 
base. It was this 
feature that set the 
Rock-Ola WORLD'S 
SERIES apart from 
all of the other base- 
ball games on the 
market. It was also 
the feature that 
caused the most 
trouble in production 
and in operation, shorting players the number 
of bases earned when the gear motor stuck. 

As a result, JIG SAW naturally edged 
forward as the production position of 
WORLD'S SERIES slipped. By October the 
disparity in production priorities was evident: 
“WORLD’S SERIES...has attracted wide 
attention without being stressed in the firm’s 
announcements. Those who have seen it are 
predicting it to prove one of the exceptional 
games of the industry. It is said to provide 
baseball features never before attained in 
games of this type.” 

When asked about the development of 
the game some time later, the incubation 
period was revealed: “Many months of patient 
designing and experimentation were neces- 
sary for each and every Rock-Ola development. 
The WORLD’S SERIES machine, according 
to Mr. Rockola, has been in process of devel- 
opment for a period of two years,” making it 
the first of the two new games, and the last 
to be produced.*0! 

The mechanical marvels placed on the 
market by Rock-Ola in the final months of 
1933 were so pervasive they blotted out 
dozens of competitive games that paled by 
comparison, and solidly seated sports themes 
with play simulations as cutting edge ideas for 


score as follows— 

“Home run with bases full doubles score. 
“Two or more home runs with bases full 
triples score.’ 


Get the thrill of your life 
with “BIG LEAGUER.” 


ACT QUICK! 


3206 Grace St., N. W. 


Imagine the suspense when you have two ways to make first 
base, second base, third base, home runs—and are playing to 


Order “BIG LEAGUER" Games today and lead the league in your territory. Double 
the profits from your locations and have everybody begging you for “BIG LEAGUER.” 
Also reduce the cost of moving your games by fifty percent because “BIG LEAGUER" 
will stick. We have announced this new sensational game to only a few of our friends 
and are already behind in deliveries. See your Jobber today or write direct. 


WRITE OR WIRE! 


$29.50 $10.00 Deposit Witt ioceee ee 


AMERICAN SCALE MFG. CO. 


Mechanical Marvels 


Septembor, 1922 
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It’s Here! “BIG LEAGUER” 


Thrills, lure, fascination, and suspense await you 
with “America’s Official Baseball Game’ 


GREATEST VALUE 


all PIN GAME history 


Hore's the machino that will bring back the days of BIG 
PROFITS for operators! A now and original idea that 


will make money for you onywhero and ovarywhoro. A 
brilliantly boautiful machine you'll be proud to place 


roon 
ish, Play 


finish. 
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hen you 
ver the fence! 


4619 RAVENSWOOD AVE. 


ORDER NOW! 
OD. F.O.B. Washington, D. C. 


lance C,0,.0. 
hable Legs. TAX PAID. 


Washington, D. C. 





Left: Baseball games weren’t new, but they were static representations of the game with no moving 
features. This is the American Scale BIG LEAGUER, “America’s Official Baseball Game,” of August 
1933, the month Rockola applied for a Design Patent on WORLD'S SERIES. Designer of BIG LEAGUER 
was William Patterson Dillon, founder of American Scale and a coin-op scale designer. Note NRA 
logo. —Automatic Age, September 1933 


Right: Hardly a mechanical marvel, the Bally PENNANT of December 1933 was promoted as a sports 
themed football game with “1932 price, 1934 quality (and) 1935 player appeal,” underpricing the Rock- 
Ola barnburners. When the game was finally delivered the whip springs had been reduced to four, and 
repositioned. The upper playfield was also altered. —Dick Bueschel Collection 


future game development. It was Bally that 
leaped on the sports bandwagon with a game 
they called the “Greatest value in all pin 
game history,” named PENNANT“ While 
the playfield had the graphics of a football field, 
it was still basically a conventional ball-in- 
hole game with two interesting spinners in 
the center hung from a simulated goalpost and 
four whip springs downfield that make the balls 
dance all over the place. It’s most attractive 
feature was its price of $22.50 each, one or 
a hundred, underpricing the Rock-Ola games. 
Plus the fact that it was being delivered. But 
it was no match for the excitement of the 
Rock-Ola games. 

It would take new invention, the addition 
of electricity and the use of lights to surpass 
the popularity of the Rock-Ola mechanicals. 
It would also take years. 
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in your choice locations. A prico that makes it pos- 


sible fo operate PROFITABLY in tho thousands 
of spots you can't afford to servo with the higher 
priced machines. That's THE PENNANT .. . 
1932 PRICE .. . 1934 QUALITY . . . 1935 
PLAYER APPEAL. Road the completo 
dotalls on the other side of this cir- 
cular. Rush your order in today! 
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Rushed into print, the ROCKET 4-page flyer was written and produced by Bally communications manager Herb Jones before the game was complete. The 
playfield is an adaptation of AUTOMAT, with a distinctive “R” medallion for ROCKET on the side of the cabinet. The insert ran in October media. 
November and December insertions added the copy “Delivery on 1¢ play: December Ist.” —Dick Bueschel Collection 
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Flags flying! Crowds wild with excitement as daredevil racers drive up to the 
starting line. A sudden thrilling silence ... then a roar like thunder as the 
flash of the starting flag sends them surging forward like screaming sky-rockets! 
No wonder the world is thrilled at rocket-car racing! And no wonder leaders of 
the industry have already hailed ROCKET as the smashing sensation of the 
century! For ROCKET captures the REAL thrill of the race .. - NOT BY 
APPEARANCE ALONE ... but by the overpowering appeal of high speed 
ACTION and breath-taking SUSPENSE! 


And think of the thrill of getting 6 PAYOUTS ON 1 COIN... 6 SEPARATE PAYOUTS 
WHILE 1 GAME IS BEING PLAYED .. . payouts that increase in value as the player shows 
more and more skill... payouts that are PAID AUTOMATICALLY . . . practically dropping 


into the player’s hand! 





The minute the player makes the lowest possible winning score . . . zowie! Out pop 2 coins! 
He continues to play ... hits a 500 hole ... AND OUT COME 2 MORE COINS .. . quick 
as lightning! Bystanders cheer ... urge him to hurry and give them a chance! The next ball 
races ’round the board, leaps from pin to pin and... suddenly . . . unexpectedly . . . kicks the 
score up to almost 5000. Again the silent, super-human, never-failing mechanism sp:ts out 2 more 
coins. And now the crowd’s in a frenzy! Because the next skillful shot will AUTOMATICALLY 
RELEASE NOT 2, BUT 4 COINS! And then ... oh, man! oh, man! 200 points to go and 
6 COINS come shooting out like bullets out of a machine gun! And, last but not least, a perfect 
score .. . the highest possible score on the board . . . releases AN AUTOMATIC JACK-POT OF 
14 COINS! This thrilling Jack-Pot can be won only on the very last ball . . . and is, therefore, 
the grand climax, the thrill supreme that keeps players pouring money back into the machine... 
hour after hour . .. day after day ... month after month . . . earning SLOT MACHINE 
PROFITS with a LEGAL GAME OF SKILL! 


REWARDS PAID FOR SKILL ONLY 


Scoring pockets do not have to be hit in any particular order. 1000-hole can be made first or 
last. Regardless of the order in which various holes are made... the marvelous ROCKET 
mechanism quickly and quietly registers each and every successful shot . . . continuously adds up 
the score. No rewards are paid till the proper series of traps are closed by skill... then the 
coins come shooting out .... AUTOMATICALLY .. . the exact amount due, whether it’s 2 or 
30 coins ... as accurately as if counted out by hand. 


A GOLD MINE IN “OPEN” OR “CLOSED” TERRITORY 


The clever cabinet design of ROCKET enables you to operate this revolutionary profit-producer 
anywhere... in “open” or “closed” territory. Turn to last page of circular for complete details 
of this amazing “closed” territory feature. 


HIGHEST QUALITY EVER BUILT INTO AN AMUSEMENT MACHINE 


“Give us a machine that will stand up under constant heavy play ... a machine that will 
eliminate service calls . . . and we'll gladly pay a higher price.” This has been the cry of operators 
everywhere during the past year, and ROCKET is built to answer the demand for quality. No 
expense has been spared to make ROCKET the finest amusement machine on the market. The 
extra cost of extra quality is quickly repaid in reduced operating expenses and continues to pay 
rich dividends long after cheap machines have been junked. 


To Insure Early Delivery - - - ORDER TODAY! 


Don’t delay! The factory is already flooded with orders. Send in your order 
now to avoid any chance of delay. And be sure to order enough machines to meet 
your requirements. You'll need 2 to 10 machines per location to take care of the 
crowds of enthusiastic ROCKET players. Order at least a sample today—right now! 


BALLY MANUFACTURING CO. 


310 West Erie Street “ - 
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The ROCKET?’S Red Glare 


C 


"DYALLY’S GREATEST HIT. 


Ideas don’t care where they come from. 
They just show up. Certain areas of the 
country seemed to generate more ideas for 
pinball than others, with Chicago, Los 
Angeles, Dallas and San Antonio, Portland 
and Seattle and even Youngstown, Ohio, 
sitting on the cutting edge of game creativity. 

Then there was the eastern United States, 
a part of the country that had made a long 
and rewarding contribution to the art of 
the game. After all, it was Harry Reed of 
Salem, Massachusetts, who had added 
lighted backglass scoring to his portable 
fold-up travelling carnival ELECTRIC 
BAGATELLE game back in 1906. From 
the very beginning the “East” was a major 
area of pinball placement, with operators 
ranging from New England south to the 
Carolinas, with few open areas in between. 

It was the eastern distributors, mainly in 
New York City, the Bronx and Brooklyn, 
that made the biggest quantity machine 
buys, and it was eastern operators that contin- 
ually demanded more from their games to 
create a constant point of pain for the game 
makers in the midwest and far west. 

The east also came up with their own 
game ideas. Usually it was more in the area 
of innovation rather than invention, 
although sometimes the line between these 
two creative extremes got a bit blurred. 
The game LONE EAGLE of May 1933 was 
like that. A rather conventional table game 
in appearance, LONE EAGLE added a 
revolutionary component. It added up its 
own score. It wasn’t a matter of four or 
more reel windows with numbers behind 
them to total; it totalled behind a single dial 
as the game progressed, showing the running 
and final score on a revolving drum. Its 
inventor was a young salesman and part 
time radio repairman from Springfield, 
Massachusetts, named Lyndon A. Durant, 
who had the benefit of an advanced educa- 
tion as an electrical engineer. He wasn’t 
out of school two years before he started 
fiddling with the idea of adding improve- 
ments to pin games. He shopped his ideas 
around town and finally connected with 
George H. Campbell, a gas station and 
garage owner in Agawam, Massachusetts, 
on the highway just south of Springfield 
across the Connecticut River. A persua- 





* 
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Write 


Agawam 





Above: Not much different in appearance from other games of the period, the 
May 1933 LONE EAGLE of the C. & D. Manufacturing Company in 
Agawam, Massachusetts, made two extraordinary advances; it automatically 
lifted balls into shooting position to eliminate the ball lift, and automatically 
totalled the score of the game as it was played to eliminate tally cheating. — 


Automatic Age, June 1933 


Right: AUTOMAT (contraction of ‘Automotive’ and ‘Automatic’) never 
made it to market. It was the next development of AIRWAY, with a race car 
theme. Extended AIRWAY production delayed it in June 1933; delayed again 
by ROCKET in September, finally blotted out by IMPROVED ROCKET in 
1934, after which its time had passed. Featured an Automatic Totalizer and 
Mechanical Book-Keeper. Its playfield was appropriated and modified for 
ROCKET. —United States Design Patent DE 90,923 


sive salesman by nature, Lyn put up his 
idea and got George to agree to put up the 
money, and on May 18, 1933 they applied 
for a patent on the game.? 

The whole idea was to sell the rights to the 
machine to a large maker and split the enduring 
royalties. With his sample and its papers, a 
barely 25 year old Lyn Durant headed to 
Chicago by train to sell his game, only to 
meet a wall of resistance. After a discour- 
aging week, Lyn headed back home to tell his 
partner George the bad news. Only now he 
had another idea: why not make it them- 
selves. Sharpening his sales pitch on the 
train ride back, Lyn hit George with his plan. 
Soon they had it all worked out. George 
would allocate unused garage space, and they 
would make the games in Agawam. 

“The C. & D. (‘C’ for Campbell and ‘D’ 
for Durant) Manufacturing Company, 
Agawam, Mass., is marketing a new pin 
game with a totalizer which adds up and 
shows the complete score on one dial after 
each ball has been played, thus eliminating 
the necessity of counting the score by the 
players of these games. Messrs. George 
Campbell and Lyndon Durant perfected 
the totalizer embodied in this game and 


IT IS ON THE MARKET 
THE LONE EAGLE 


Long Awaited 
Pin Game with Totalizer 
Adds and Shows 


Complete Score on One Dial 
after each ball is played 


NEW MACHINE MEETS DEMAND 


Totalizer—Simple, Sturdy, Fool Proof. 
Elevates Balls—Eliminates Ball Lift. 
Guaranteed Mechanically Perfect. 








c.&D. MFG. CO. 
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Massachusetts 


while waiting for 
patents, the matter 
of selling their 
tights to some large manufacturer of pin 
games was considered, but after a survey 
of the possibilities offered to a manufac- 
turer of a pin game with such a totalizer, it 
was decided to engage in the manufacture 
of these games. One of the features of the 
totalizer used in this game, aside from that 
of giving the players their score in one 
total on a dial, is that when a coin is inserted 
and the coin slide pushed forward, the balls 
are automatically lifted to the playfield 
level where they are in full view of the 
players until shot, by a new smooth action 
plunger of the manufacturer’s own make. 
Unusual interest has been aroused wherever 
these games have been displayed and a 
quick response in the East has given the 
manufacturers much reason to feel that a 
keen demand will follow from all sections 
of the country.”3°4 

The game did so well with eastern buyers, 
an improved model entered production in 
October with a second dial that showed 
the highest weekly score to give players 
something to shoot against and merchants 
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Des. 90,923 


R. T, MOLONEY 
GAME APPARATUS 
Filed June 17, 1933 





something to reward. Production contin- 
uing as the LONE EAGLE produced by 
the renamed Lone Eagle Manufacturing 
Company in Agawam. 

Totalizing was an idea whose time had 
come, and soon there were other inven- 
tors and game makers who had their own 
variations of the technique. Many were 
spooked by the industry inclination toward 
concept appropriation and didn’t want to 
lose their ideas. One trade columnist noted 
the trend, and the reluctance of the estab- 
lished industry to embrace the approach. 
Speaking of a local budding game designer, 
John D. Roberts of Seattle, Washington, said: 
“I did see a machine a few days ago that will 
be a winner if it is ever placed on the 
market. It was a regular pin game and it 
really totaled the score. If the player got 12, 
the machine would register 12, if on the next 
ball he got 30, the register would auto- 
matically go to 42 and it would up the 
score as he went along, so that at the end 
of the game he would know exactly what 
his score was without counting it up himself. 
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Incidentally, the maker of this machine 
has applied for patents on the counter and 
will not show it to anyone on the market 
today if he is successful in raising some 
capital to put it over, and that’s the whole 
catch. As usual the inventor has no money, 
just a lot of brains. He eats, sleeps and 
dreams machines and has a garage full of orig- 
inal ideas but no money. What shall we 
do in a case like this? Why can’t all the 
operators get together and help out a fellow 
like this. If he ever placed his machine on 
the market, it would bring him in enough 
money so that he could build a factory and 
go right ahead with other machines and 
with patented ideas like this he could beat 
the copy-cats.”? 

Durant’s foray into Chicago wasn’t a 
total waste. His ill-fated but excellent 
adventure put him in direct contact with 
a number of the industry leaders, among 
them Dave Rockola, who wouldn’t forget 
the brash and clever young easterner who 
was eleven years his junior. 

Meantime a young westerner, who himself 
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T-E-R-M-S: 
SAMPLES — Full Amount of Cash with Order. 


Large Orders — One Third Deposit Balance C.- oO. D. 
‘or Sight Draft. Bill of Lading Attached. 













Cc. F. ECKHART & CO. 


Cable Address --- WAHOO 


1347-1355 NORTH BRANCH ST. 
Phone D!IVersey 3721 







CHICAGO, ILL. 


The C. E Eckhart WAHOO of August 1933 purported to be a skill game, but 


making that jackpot hole was a matter of luck. Insert coin in top center 


coin head, push down lever at right and shoot the one ball. If you make the 
payout hole on the playfield you push in the knob at upper left. It drops 
the jackpot into the cup below, and the next coin played refills the pot. — 


SUSPENSE -- ACTIONI! 


Special machines for 
closed territory. - We 
can furnish machine 


was just getting 
started in pin games, 
had his own opin- 
ions about where 
the industry was 
going. His name was 
Harry E. Williams, 
and he was a shade 
over two years older 
than Durant. He 
saw his opportunity in playfield ideas rather 
than in the workings of the game. As he 
viewed it, “In August of 1933 there was a 
tremendous slump in the pin game busi- 
ness on both sides, manufacturing and oper- 
ating. The manufacturers were not turning 
out games that the public liked. The public 
did not take to the totalizer games as the 
manufacturers believed they would and 
therefore the operator suffered from lack of 
cash box receipts. All eastern manufac- 
turers were working on automatic scoring 
games and to attain the desired mechanical 
results they were sacrificing the player 
appeal of their games. At that time my 
firm, the Automatic Amusements Company, 
was jobbing exclusively. We, like the rest, 
were rapidly going broke. We made a few 
inserts and were, in a measure, successful 
but the operator was clamoring for some- 
thing new and drastically different.”3°° 
Williams’ Automatic Amusements 
Company of Los Angeles gave it to them 
soon, starting with COMBINATION in 
August and ADVANCE in October 1933. 


equipped with Special 
Token Chute that will 
play our own special 
token only. Marked 
amusement token good 


for Free Play. 
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Dick Bueschel Collection 


And in a little over a year after that, unbe- 
knownst to both men, Williams and Durant 
would begin the most enduring creative 
and inventive team the industry had ever 
seen. But that was yet to come. 

Another eastern inclination took deep 
root quickly, and led to a whole new tidal 
wave of game ideas. It was the cash payout 
pinball. As a result of slot machine excesses 
in the new taverns and barrooms once Repeal 
eliminated Prohibition, decriminalizing beer 
and then liquor, laws were being enacted 
across the country to prevent machine 
gambling, although their interpretation was 
a bit iffy when it came to a skill game. That 
was the pinball loophole. Payout pins weren’t 
new, but the requirement for an obvious 
demonstration of skill by the player before 
a payout could be made loomed in impor- 
tance. The eastern operators wanted games 
that they could operate under the growing 
restrictions, as well as games that offered 
new playfield thrills on the way to a payout, 
or lack of same, laws or not. 

The first of the skillful cash payout pins 
was the countertop game CLOVERLEAF 
made by D. Gottlieb &@ Company in 
September 1932, although it was quickly 
passed over as more exciting table games took 
its place. Jackpot attachments, and games 
like the A. J. Stephens STEVO-BALL 600 
of June 1932 and the much more sophis- 
ticated C. F Eckhart WAHOO one-ball 
of August 1933, needed the ball to land 
in a special hole. Skill had little to do with 


it as the shots were impossible 
and only a random ball bounce 
could make the hole, even 
though the game makers 
proclaimed that their machines 
were skill games. 

The door was open for inter- 
esting games that paid the 
player off in coins if a series 
of playfield objectives were 
made. With nothing of this 
nature coming out of Chicago 
or the west coast, one of the 
upcoming eastern combined 
distributor and operator outfits 
decided to try and develop 
their own payout pinball in 
hopes of encouraging the 
producer of their leading line, 
Bally, to take the game and 
pay them a royalty. 

It was after the 1932 coin 
machine show that Willie Blatt 
of the Supreme Vending 
Company of Brooklyn decided 
that expansion was the way 
to go, setting up Bernie Salzberg 
in Philadelphia as Supreme 
Vending Company of Penn- 
sylvania, and a young Henry W. 
Seiden in upstate Albany, New 
York, as the Supreme Vending 
Company (of Northern New 
York), also adding branches 
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BLUE RIBBON 


All the beauty, action and quality construction of 
ROCKET . . . but without the automatic pay-out. 
Install BLUE RIBBON wherever you do not desire 
the pay-out feature . . . and be all set for PER- 
MANENT PROFITS! 
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19 in. wide, 42 in. tong, 
42 in. high (et beck). 


Shipping weight approxi. 
mately 90 Ibs. 


le OR Se PLAY 


Shipping 
weight approxi- 
mately 130 Ibs. 

















PRICE $39-5°0 ; 


EACH 
1 OR 100-—-WITH LEGS— 
TAX PAID 







{6 PAYOUTS POSSIBLE ON 1 COIN] 


ROCKET 


The proven-performance automatic pay-out pin game 
. + « as many as 6 AUTOMATIC PAY-OUTS ON 
1 COIN .. . as many as 30 coins in 1 pay-out! 
Clever design enables you to operate anywhere, earn- 
ing slot machine profits with a legal game of skill. 
No expense has been spared to make ROCKET the 
finest, most beautiful and mechanically perfect amuse- 
ment machine on the market. The extra cost of extra 
quality is quickly repaid in reduced operating expenses 
and continues to pay big dividends long after cheap 
machines have been junked. Order your ROCKET 
machines now and start earning the biggest profits 
you've ever made as an operator. 


SAMPLE $72;5° 
EACH 
Lots of 5 or more, each $69.50 
WITH LEGS—TAX PAID 


Automatic Take-in Register, $2.50 Extra® 
Automatic Pay-out Register, $2.50 Extra® 


One-third deposit with. or- mh, Vag 
der, balance OD. f.o.b. Z Se 





Chicago. 






AIRWAY 


The game that started the ball-trap craze... a money- 
maker everywhere . . . in any territory . . . on every type 
of location. AIRWAY operators have held down the choice 
locations for a solid year . . . and making more money now 
than they did when AIRWAY was first announced. Get your 
share. Order AIRWAY today. 
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ANY QUANTITY — 1 
OR 100—WITH LEGS 
One-third deposit with or- 
der, certifi check or 


money order, balance 
C.0.D., f.0.b. Chicago. 


*Optional, Only necessary for checking operators’ 
reports. 

One-third deposit with order, certified check or 
money-order, balance C.O.D., f.0.b. Chicago. 
















BALLY MANUFACTURING COMPANY 
4619 RAVENSWOOD AVENUE CHICAGO, ILLINOIS 







ROCKET payout (October 1933) takes its place in the Bally ten ball line starting 
with the non-pay AIRWAY (February 1933) and ending with the non-pay BLUE 
RIBBON (November 1933) adaptation of ROCKET. —Dick Bueschel Collection 


was developed by Herman 
Seiden, Henry’s brother. Jules 
Olshein...was servicing and 
learning how to repair 
machines for... Henry Seiden 
(and) was present at the birth 
of one of the industry’s greatest, 
most historical games. Jules 
told us with what care he 
personally crated the hand- 
made model of ROCKET, 
insured it for $5,000 and 
expressed it to the Bally Manu- 
facturing Company in Chicago. 
‘It was handled like a Million 
Dollar Baby by the express 
company,’ Jules told us. He 
knew the story well how in 
°32 we had argued loud and 
long with... Henry Seiden’s 
father in the back of his bakery 
to get him to put up a few 
hundred dollars so that Henry 
could get started in this busi- 
ness as a branch of Supreme 
Vending Company, Brooklyn, 
New York.”?!° 

Herm Seiden’s payout 
AIRWAY conversion was 
rough, but the ideas were there. 
Ray Moloney could see that 
once the sample arrived at 
Bally and he visualized the 
operation of the machine. He 


in Newark, Boston, Atlanta, 
New York City and Pittsburgh. 

In Albany Seiden started out with a 
small display area, doubling it to a four by 
eight foot display room by mid-1932 to 
accommodate BALLYHOO and the pinball 
sales that came along. Ambitious and 
outspoken, Seiden made direct statements 
about his preferred suppliers, stating “Bally 
products have given us less trouble than 
any amusement machines on the market.”3°/ 
Seiden’s propensity to utter competitive 
quotes that impacted on Supreme’s other 
lines coming out of Brooklyn and the other 
branches, and the western New York State 
rush of orders and their corresponding 
inventory requirements, led to a disagree- 
ment over policies and profits. But it was 
Seiden’s desire to make something more 
out of his opportunities than being a Blatt 
bondsman that finally broke the cord. 
Seiden retained the branch name, but 
Supreme Vending retorted in anger, running 
ads stating “There is only one Supreme 
Vending Company,” adding “We are not 
responsible for any other firms who may 


be using the Supreme name throughout 
the country.” 

Supreme Vending Company (of Northern 
New York) quickly became Henry W. Seiden 
& Company, Inc., with 4,000 square feet of 
showroom and their own maintenance 
shop. It was in this shop that Henry Seiden 
gambled on the family future, with his 
trump card his brother Herman L. Seiden, 
a clever man with a machine. Herm had an 
idea for a payout mechanism that could be 
coupled to their biggest seller, the Bally 
AIRWAY, the ball trap game with scoring 
reels matched to its holes that was intro- 
duced in its improved form in April 1933. 
The basic idea was the same, to make a 
series of holes in sequence and go for high 
score. 

“Days and nights (were) spent by 
the...brothers, Henry and Herman Seiden, 
to develop ROCKET in their little Albany, 
New York, repair shop, while Henry 
continued operating and selling machines 
to help pay for development costs.”?"? “The 
first...(electric) automatic payout pinball 
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immediately assigned it to the 

Bally game development team for commer- 
cialization. “AIRWAY led to ROCKET. 
The payout unit for the game was created 
by a Bally distributor named Seiden out of 
Albany, New York, but the game itself was 
Breitenstein. ROCKET was created by the 
two Bally brothers, Herb and Bud Breit- 
enstein. Herb was wild! Herb did the devel- 
opment and Bud made certain it was 
mechanically perfect and working and 
marketable. They were ten ball machines. 
We were still on a ten ball kick. When 
ROCKET went into production it was 
great. It opened up a lot of territories.”?!! 
Then, in a giant leap of faith character- 
istic of the calculated risk taking person- 
ality of Ray Moloney, and brushing all other 
projects aside, the moment ROCKET was 
in-house and assigned to commercial devel- 
opment, Bally rushed to announce the game. 
It was done in one of the most unusual 
advertisements in pinball history, intro- 
ducing one game while killing off another. 
A fast fractional page ad was slipped into 
the media past closing date for whatever 


space was available in the 
September 1933 issues with a 
fireworks blast its only illus- 
tration, announcing that “Bally 
springs a sensational 
surprise.”?!2 The body copy 
was confusing, squelching old 
rumors while it started new 
ones. The next game in the 
Bally queue line was 
AUTOMAT, scheduled for 
June. It was the next logical 
step in the Bally ten ball line, 
substituting race cars for the 
aircraft of AIRWAY, while it 
added new scoring features. 
Early on, explaining 
AUTOMAT, Ray Moloney 
would say that “After several 
months of intensive work, 
Bally experts have sent out 
word from the closely guarded 
development shop that another 
Bally hit is ready. “The idea,’ 
said Mr. Moloney, ‘was 
presented to me in an unde- 
veloped form just about the time we 
announced AIRWAY. We have not rushed 
into production, however, because we 
wanted to submit the machine to every 
possible test and satisfy ourselves that it 
is free from every possibility of bugs. We are 
not satisfied, and the dozen or so opera- 
tors who have been privileged to see the 
machine in action also agree with us that 
we really have something.” !3 

Only AUTOMAT didn’t come out, with 
continued AIRWAY production taking its 
place in the small Bally plant at Erie Street. 
The reason was explained in a June adver- 
tisement headlined “Tremendous Demand 
For AIRWAY Forces Bally to Delay New 
AUTOMAT,” with body copy stating “We 
will hold up production on AUTOMAT to 
insure a real return on investment to every 
operator who has bought or plans to buy 
AIRWAY in the next few weeks. The growing 
popularity of AIRWAY...convinces us that 
the best interests of the operators will be 
served by withholding AUTOMAT from 
the market for the time being. From present 
indications no delivery on AUTOMAT will 
be made for 6 or 8 weeks.”?!4 

Then came the surprise announcement 
of ROCKET in September, with the new 
advertising saying, “AUTOMAT is ready 
now! But no shipments will be made at 
this time and AUTOMAT will probably 
not be shown until the Coin machine 
Show! Why? Because...we are in a posi- 


The “Depression Baby” 
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tion to announce the most sensational, 
most revolutionary machine ever built. It’s 
ROCKET...Bally’s next major machine. 
The product of almost a year’s intensive 
experimental work...absolutely bugless, as 
mechanically perfect as a fine watch and 
ready for delivery about October Ist. 
ROCKET, in penny or nickel play, will 
make more money than a slot machine. It 
will be demanded by locations now using 
only slots. And yet it is a fascinating pin game 
with a magnetic skill appeal.”3!° 

The ad never said ROCKET was a payout 
pinball. But the industry knew. Word of 
mouth. So much so, Bally was swamped 
with orders even before the game was ready 
for production. Ray Moloney released an 
announcement to the press saying, “We’ve 
been working on ROCKET for the past 6 
months in a carefully guarded experimental 
shop several miles from our factory. Orig- 
inally we had intended to place ROCKET 
on the market after AUTOMAT. But one 
of our largest jobbers, upon seeing the 
machine, prevailed upon us to announce the 
machine as our fall number. In fact, he 
placed a substantial deposit on an initial order 
amounting to $25,000. As far as we know, 
this is the largest single order ever placed 
by a jobber for any coin machine in the 
history of the business.”>!© The hyperbole, 
or more accurately, hyperbull, continued: 
“When you realize that we have already 
spent close to $30,000 in experimental 
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a 

One of the first Bally ROCKET payout pinballs put on location, October 15, 
1933. It was placed in a Chicago drug store by operator Tom Grant, where it 
remained for over a year in spite of the difficulties with the initial models. — 


Automatic World, November 1934 


work, dies and tools for 
AUTOMAT, and are now 
holding AUTOMAT for our 
Show number, you can under- 
stand the revolutionary nature 
of ROCKET. The outstanding 
feature of ROCKET will not 
be revealed until we release 
our advertising campaign. We 
will say, however, that it will 
revolutionize the pin game 
business.” !/ 

Still no mention of a payout, 
but by now the industry knew 
a lot of the details. By the time 
the new multi-page color 
brochure prepared by Herb 
Jones hit the mails and ran as 
an insert in the October trade 
publications the secret was out. 

At that point the editors 
had their say. An Automatic 
Age editorial in October 1933 
posted the challenge faced by 
other forms of payout machines: 
“The biggest obstacle in placing 
pin games has been overcome with the 
introduction of the automatic payoff game. 
Many of the business places that would 
have made ideal pin game spots in the past 
years have refused to place them because of 
the additional time it took from their busi- 
ness in adding scores and awarding prizes. 
There will be hundreds of these spots opening 
up for the new automatics. I think the Bell 
machine manufacturers better look to their 
laurels. It’s going to be a grand battle.”?!8 

Ray Moloney had his own explanation 
of the appeal of the game: “Don’t confuse 
ROCKET with any so-called coin-divider 
machine or with machines that pay out 
automatic jack-pots when the player hits 
a certain difficult pocket. ROCKET rewards 
are all based on numerical scores. Scoring 
pockets do not have to be made in any 
particular order. Regardless of the order in 
which the various holes are made, the 
ROCKET mechanism registers every 
successful shot, adds up the score, and the 
minute a player is entitled to a reward the 
correct amount is automatically released. 
Then, if the next ball or two raises the 
score sufficiently to claim a higher reward, 
additional coins are automatically paid 
out. This is the first announcement we 
have made revealing the ROCKET payout 
system, and in spite of the scanty infor- 
mation we have given out to date, appar- 
ently the trade has sensed that ROCKET 


is designed to fill the demand for a game of 





this type. We are confident that 
this machine will exceed in 
volume any we have ever 
produced.”3!9 

But the rush to judgement had 
a price. With Bally crowded into 
their small space at Erie Street, 
with AIRWAY still in produc- 
tion, initial examples of ROCKET 
were put together under extremely 
adverse conditions. As a result 


With rapidly rising costs of materials and parts. . 


Encyclopedia of Pinball, Volume 1 


Notice of PRICE INCREASE 
on ROCKET .. Effective Dec. 11 


. and the necessity of the most rigid inspection . . 


turing and inspection costs on ROCKET have been far greater than we anticipated. The strict inspection to which 
each and every ROCKET part and every complete machine is subjected insures trouble-free operation and js in har- 
mony with what operators are demanding today. But it also adds considerably to manufacturing costs. We are com- 
pelled, therefore, to announce that, effective midnight, December 11, the price of ROCKET will be increased to... 


$85.00 EACH, 1 or 100—Including 10% Federal Tax, F.O.B. Chicago 


ORDER YOUR SAMPLE TODAY! 


Every day you aelay means money out of your pocket, as ROCKET has already proved itself to be the greatest 


money-maker in the history of coin-operated amusement devices. 


early ROCKET models had prob- 
lems with sticking score reels, 
and sometimes shorted the 
payouts. The game could also be 
slugged with ease. Yet in spite of 
its bugs, contrary to its adver- 
tising claims, the operators didn’t 
want to lose any time getting and 
keeping the games in operation. 

“Although many operators of 
our own early model...encoun- 
tered mechanical difficulties that 
were very annoying, to say the 
least, few games were returned 
to the factory. The attitude of 
operators generally was expressed 
in the frantic message of a 
southern operator to whom we 
had suggested that we hold up 
further shipments pending the 
completion of improvements on 
our coin mechanism. ‘Ship 
machines instantly,’ he wired, ‘will take 
chance on old slot and keep machines 
going if I have to repair slot every hour 
(stop) machine making too much money 
for me to wait around for improvements 
(stop) with or without bugs they beat 
anything for profits.’”>2° 

In spite of the faults of the game the 
demand was so great, Bally raised prices, 
announcing to the trade that effective 
December 11, 1933 the game would go 
from $72.50 to $85 each for a sample. 
Distributor and friend Eddie Ginsburg of 
Atlas Novelty wondered how Moloney 
could get away with it. “I talked to Ray 
Moloney one day after he raised the price 
of a game to $85. I asked him, ‘Ray, how do 
you expect people to pay so much for a 
game? He told me something I never forgot; 
‘Eddie, if there’s money in that cash box 
they’ll steal to buy the game.’”??! 

ROCKET spawned a novelty version as 
a replacement for AIRWAY, giving the 
look but not the sock of the payout game. 
“ROCKET was the gambling game and 
BLUE RIBBON was the clean one.”24 
Promoted as having “All the beauty and 


Order your sample now. 









1697 Broadway, NEW YORK, 


Due to the fact that we are already swamped with orders; we specially request that you ORDER ONLY A 
SAMPLE MACHINE AT THIS TIME. The tremendous volume of back orders on hand prevents us from mak- 
ing volume shipments for another 7 to 10 days. WE GUARANTEE, HOWEVER, TO SHIP YOUR SAMPLE 
AT ONCE, as we are anxious to have you see for yourse'f what ROCKET will do on location. Our SEVEN-DAY 
MONEY-BACK GUARANTEE enables you to try ROCKET without the slightest risk. We know that you'll be 
so amazed ac the sensational earning-power of this revolutionary machine that you'll be shooting in volume orders 
long before the seven days are up. 





EASTERN DISTRIBUTORS 


BIG SENSATION NOW READY FOR DELIVERY 


SCORE BOARD 


‘JIG SAWS = SILVER CUPS == 42nd St, 


BARGAINS. 


300 used Pin Games, all Makes Will buy, sell. trade Slots or Pin Games, Arcade Equipments, 


Mills Bscalators, 285,000 aud Over, $4900 Bach, 1 or 100, 


WORLD MANUFACTURING CO., Inc. 
51 Broadway, NEW HAVEN, CONN. 


| 





Above: The ROCKET price increase to $85 from 
$72.50 to cover the cost of added inspections to 
assure quality control effective December 11, 1933 
was a combination of audacity and need. The 
market didn’t complain, with sales increasing to 
beat the deadline and continuing afterward. — 


Dick Bueschel Collection 


Below: By the end of 1933 many of the small time 
game makers had settled into the jobber and oper- 
ator role, utilizing the games of the big makers out 
of Chicago. Of the four games featured in this 
typical ad, the makers are Gottlieb for SCORE 
BOARD, Rock-Ola for JIG SAW and Genco for 
SILVER CUP and 42ND STREET. —The Billboard, 
December 30, 1933 


action of ROCKET but without automatic 
payout” in its flyer and advertising, BLUE 
RIBBON took over the spot that had been 
lined up for AUTOMAT, thereby completely 
abrogating the earlier game. 

ROCKET spawned something else; Bally 
finally got their big, new plant. While the firm 
was frantically trying to bring production 
up to meet demand, Moloney went factory 
shopping and came up with just what he 
needed in a building filled with production 
machinery in a single package deal. 
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. Our manufac: 


You'll have plenty of time to get your volume orders in before the price increase . . . 
provided you send in your order today by return mail or wire at our expense. 


BALLY MANUFACTURING COMPANY 





“On December | the execu- 
tive and office organization of 
the Bally Manufacturing 
Company moved into the new 
headquarters at 4619 Ravenswood 
Avenue. This move will mark a 
climax in the rapid rise of this firm 
to a high position in the amuse- 
ment machine world. The new 
factory is a three-story, fire-proof 
and modern building in every 
respect and was already equipped 
with the latest machinery for 
the manufacture of high grade 
products. The factory is so well 
equipped that practically every 
part used in the construction of 
the new ROCKET is fabricated 
right in this plant, from the new 
style pins used on the playing 
board to the minutest springs 
used in its mechanism. It will 
rank as one of the most 
completely equipped plants for pin 
game production under one roof 
at the present time. 

“The new factory has 50,000 
square feet of floor space devoted 
entirely to the manufacture of 
ROCKET, BLUE RIBBON and 
the CUB (counter game). The 
entire third floor, with the excep- 
tion of the space used by the 
offices, is devoted to the assembly of 
ROCKET and BLUE RIBBON. The present 
Erie Street plant will continue in operation 
manufacturing AIRWAY, CRUSADER 
and other machines still enjoying good 
sales. The new office quarters include 
private offices for the executives...and a 
spacious display room. Here the Bally force, 
including genial and energetic president, 
Ray Moloney, Jim Buckley, sales manager, 
Herb Jones, advertising manager, and Al 
Gates, production manager, will continue 
to manage the destinies of Bally and also 
meet the trade.”?9 

The pin game business had matured in 
two short years. Starting with hundreds 
of game makers all over the country at the 
beginning of 1932, by the end of 1933 the 
core of the industry had settled down to a 
Chicago based Big Seven, plus a few Cali- 
fornia upstarts moving up fast, with all of 
the game making kingpins finally trading 
in their bench stools for big leather chairs 
in private offices. Only Dave Rockola was 
still making machines in cramped facili- 
ties, and even that would end soon. 

While not a completely accurate measure 









of market position, with 
the Field Manufacturing 
Corporation in Peoria, 
Illinois, turning out more 
models than anyone else, 
although none of them 
ever became sales 
successes, the number of 
models produced indi- 
cated a level of stability 
and strength that 
suggested continued 
company survival. In 
that lineage Bally was 
the leader with 26 
different games produced 
in the two year period, 
followed by Genco with 
22, A. Bs T. with 21, 
Gottlieb with 19, and 
Chicago Coin with a 
surprising 14. Rapidly 
moving into the inner 
circle were Rock-Ola with 
8 variations of 4 games 
and the Mills Novelty 
Company with 5. 

It was Fred Mills, pres- 
ident of the large slot 
machine maker, that put 
voice to the writing on 
the wall. “Fred Mills of 
the Mills Novelty 
Company has been cred- 
ited with the statement 
that the sale of pin games 
in the past two years has 
eclipsed the total volume 
of Bells and Venders in 
the United States in 
twenty years.”>24 But it 
was one of pinball’s own 
that said the most to 
temper the fears of the 
future, to quote Herb 


How To Get Your 
$3.00 Allowance 


1. Simply saw the entire front end 
off of machine w be destroyed, in- 
cluding 2 6 inch deep section of 
cabinet, top panel and sliding panel. 
2. Send us this 6 inch section, ex- 
press prepaid, mark your BLUE 
RIBBON order “SHIPPING 
PROOF THAT I JUNKED ONE 
OR MORE PIN GAMES.” Posi- 
tively no allowance will be made un- 
less you send entire front end of 
cabinct—with holes for coin mechan- 
ism, ball-lift and plunger—a 6 inch 
deep picce of cach side of cabinet 
and a 6 inch section of top panel 
and sliding panel. 

3. Keep glass, coin-slot, plunger, 
hardware, etc. 

4. Do not send entire machines. 

5. Your BLUE RIBBON machine 
will be shipped at $39.50 cach im- 
mediately on receipt of order, and a 
credit memorandum for $3.00 will 
be issued to you as soon as “Junk- 
the-Junk” evidence described above 


is received. 


CONFIDENTIAL 
OPERATORS’ PRICES 
EACH $39.50 


“Junk-The-Junk"’ 
Allowance $3.00 


NET PRICE ONLY 


—§36° 


Any Quantity—t or 100. 
“rice includes 10% FederalTax 
Wormer One-third certified de- 
- posit with order balanco ~ 
' €.0.D.'(.0.b. Chicago. Road 
i detatis of trade-in p 
| at above. Doposit t 
+ one-third! of operators’ price, 
$39.50. eS Nae sa a | 


Order At Once 
To Take Advantage 
Of This 
Amazing Olfer 


Rapidly cising production costs may 
soon force us to withdraw this liberal 
“Junk-the- Junk” $3.00 allowance, 
which is based on present prices of 
materials, So send in your BLUE 
RIBBON order today! 


Jones of Bally: “A few years ago the 
permanence of the pin table was ques- 
tioned by more than one experienced 
observer in the coin machine field. Today 
there can be no doubt of the stability of 
this type of amusement device. While 
manufacturers who depend solely on the 
fad factor have passed out of the picture, 
far-sighted manufacturers have won a 
lasting place for their products by devoting 
more and more attention to mechanical 
and structural refinements.”32° 

It was a great two years, and in a matter 
of weeks there would be another new 
coin machine convention and exhibi- 


The “Depression Baby” 


ALL THE BEAUTY AND ACTION OF {— 
BUT WITHOUT AUTOMATIC PAYOUT HY 


BLUE RIBBON was a Herb 
Breitenstein adaptation of 
ROCKET without the payout 
system, utilizing many of the 
same components. It has its 
own logo emblem on the side 
of the cabinet. It filled the 
place allocated to AUTOMAT: 
—Dick Bueschel Collection 


TILL ALL THE GOOD SPOTS ARE 


TAKEN .. . 
FELLOW BEATS YOU TO THE BIG 
MONEY! Take a tip from the opera- 
tors who got in on the ground floor with 
AIRWAY! They tied up the choice lo- 
cations everywhere... for almost @ solid 
your. se 
profs ever heard of in the coin machine 
field! And operators who “waited awhile” 
lost the chance of a life-time to clean up 
really big money. 
ground floor with BLUE RIUBON .. . 


19 in. wide, 42 in. 
long, 42 in. high; 
playing field 36 in. by 


W043 SIH.L ONOI AVAL YO LOD “BSN IVLINAGIANOD Os 


@ 


» » y 

Now Earning Huge Profits Everywhere! 
for a reward . .. and the entire BLUE RIBBON board is designed 

to create 3 desire to develop skill 
And, like ROCKET, the sensational BLUE RIBBON machine is 
built to eliminate service calls and give you years of profitable, 
troubletrce operation. Turn the page aud reed the details of 
BLUE RIBBON qwality construction, THEN RUSH YOUR 


Here's the pin game you've been waiting for... to pep up slow 
spots and hold your choice locations, BLUE RIBBON is identical 
with ROCKET in every way, except that DLUE RIDBON does not 
have the automatic pay-out. 

BLUE RIBBON has the mow powerful play stimufator ever built 
into any pin game . . . the fact that only an arcrage of 3 balls 


per game go into the out-hole? Yet real skill is required to qualify ORDER IN TODAY! 


BALLY MANUFACTURING CO. 
CHICAGO, ILL. 


4619 Ravenswood Ave. - - 


Get In On The Ground Floor! Order To-day! 








With Repeal finally the law of the land, and beer, 
wine and liquor available to all by the end of 
1933, hundreds of new game locations were 
opening up weekly. Pinball, from small counter 
games to tables along the wall, became an 
acceptable income producer for manufacturers, 
distributors, jobbers, operators and merchants. 


—Dick Bueschel Collection 


tion in Chicago. With beer, wine and 
liquor flowing as a result of the end of 
prohibition, and new locations opening 
up every day, plus another year of the 
Chicago World’s fair, the best was yet 
to come. 
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already hailed as the sensational suc: 
cessor to AIRWAY! 


AND THE OTHER 


303 United States Patent 2,054,616, 
GAME TOTALIZER, Lyndon A. 
Durant, Springfield, Mass., assignor 
of one-half to George H. Campbell, 


and earned the most amazing 


So get in on the 


Agawam, Mass., Application May 18, 
1933, Patented Sept. 15. 1936. 


304 News item, “LONE EAGLE Game 
Has Totalling Feature,” Automatic 
Age, June 1933. 


305 John D. Roberts, “News And 
Views from the Great Northwest,” 
Automatic Age, October 1933. 


306 Article, “Harry Williams Offers 
ACTION To Operators,” Automatic 
World, December 1934. 


Price Only 


"65." 


lacluding 10% Federal Tax. 


TERMS: Onednid ceriified 
deposit with order, balance 
€..0.D., t. 0. b. Chicago. 


by constant practice. 


307 Advertisement, Supreme Vending 
Company (of Northern New York), 
Albany, NY, Automatic Age, September 
1932. 


308 Advertisement, Supreme Vending 
Company, Brooklyn, NY, Automatic 
World, November-December 1933.. 


309 Bill Gersh, Marketplace, December 
1980-January 1981. 


310 Bint Gersh, Marketplace, May 
30, 1975. 


311 Personal interview with Bob Brei- 
ther, former Bally employee, Bloom- 
ingdale, IL, December 11, 1990. 


312 Advertisement, Bally Manufac- 
turing Company, Chicago, IL, The 
Coin Machine Journal, September 1933. 


313 News item, “AUTOMAT By Bally 
Will Total The Score,” Automatic 
Age, May 1933. 


314 Advertisement, Bally Manufac- 
turing Company, Chicago, IL, “Tremen- 
dous Demand for AIRWAY Forces Bally 
to Delay New AUTOMAT,” Automatic 
Age, June 1933. 


315 Advertisement, Bally Manufac- 
turing Company, Chicago, IL, The 
Coin Machine Journal, September 1933. 


316 News item, Operator’s Automatic 
Gazette, September 1933. 


317 Thid. 


318 Wm. E Labre, Escanaba, Michigan, “Operator View-Points,” 
Automatic Age, October 1933. 


319 Article, “Disclose ROCKET Operating Secret For First 
Time,” The Coin Machine Journal, October 1933. 


320 Ray T. Moloney, “Pay Games Create New Prosperity,” The 
Coin Machine Journal, February 1934. 


321 Personal interview with Eddie Ginsburg, pioneer pinball 
game distributor, Glencoe, IL, July 14, 1986. 


322 Personal interview with Bob Breither, former Bally employee, 
Bloomingdale, IL, December 11, 1990. 


323 Article, “Bally In Spacious New Home,” Automatic World, 
January 1934. 


324 John D. Roberts, “News And Views from the Great North- 
west,” Automatic Age, December 1933. 


325 Herb Jones, “Permanence Of Pin Games Assured,” Automatic 


World, October 1933. 
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The history of pinball machines is a story that stands on its 
own as a presentation of the creative, inventive, artistic, indus- 
trial, business and social impact of a singular American industry 
dedicated to providing its publics with an exciting and enter- 
taining moment in time. Pinball is an American ikon that has 
taken its place among the other arts and sciences as a permanent 
part of world culture, adding kinetic action to the mix. 

Yet as a business the games were not meant to endure. They 
were produced in rapid profusion in order to briefly enter the 
entertainment industry to provide amusement and make money 
for their operators. As time and culture progressed, the games 
changed, and there was little thought of the past. Historically, 
and logically, most were junked when they were replaced. It has 
only been in the past twenty years or so that any effort has been 
made to locate, restore and revere the games of the past. The 
fact that they have survived at all, leading to a book such as this 
one, was and is wholly dependent upon the private collectors of 
these games. The industry didn’t save them, nor did museums. 
But people did, and they treasure them. 

The following section is dedicated to the collectors and 
their games, with photographs, history and playing features of 
100 different vintage pinball games made between 1897 and 
1979. Collectors are identified with photographs of their games. 
Their accumulated knowledge is contained in the 100 Most 
Collectible Pinball Games tabulation following the game pro- 


files, an invaluable guide to current and budding collectors. 
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100 Pinball Games 


M. Redgrave Bagatelle Company 


SPINNER PARLOR BAGATELLE 
“One Bell” Non-Coin Bagatelle 


The beginnings of pinball go 
back to the Old World games of 
NINE HOLES played in Britain and 
SCORING POCKETS played in 
France in the early 18th century, 
followed by the creation of 
BAGATELLE in France in the 
later years of that century. With that 
tradition behind it, the introduc- 
tion of the spring shooter in 1870 
by Montague Redgrave of Cincin- 
nati, Ohio, led to the modern 
game. Redgrave was a British immi- 
grant who went to Cincinnati and 
very quickly applied for a patent 
on his IMPROVEMENT IN 
BAGATELLES, a landmark game 
that received U. S. patent No. 
115,357 on May 30, 1871. He gave 
America the pinball plunger, a 
rod floating in a coiled steel spring 
with a knob handle that was pulled 
back and, when released, free shot 
a ball around a top arc playfield. 
On his playfield Redgrave also 
added vertical pins, spinning 
gates over scoring holes and bells 
that rang when they were hit, 
making IMPROVEMENT IN 
BAGATELLES an exciting game 
indeed. The funny thing is that 
the British patent art included 
the spring shooter for bagatelles as 
early as the 1850s, although the games 
were not nearly as much fun, nor 
did the patentees apply for American 
coverage of their product ideas. To the 
industrialized British the Americas still 
seemed to be a wilderness, leading to a 
rude awakening once The Civil War estab- 
lished an enormous North American indus- 
trial base. After the 1870s the Brits took 
care to carefully cover themselves with 
legal paper on both sides of the Atlantic. 

But too late. Redgrave had a patented 
spring shooter and a growing business, 
which he moved to Chicago in the summer 
of 1873 and took in a partner. By the fall 


November 1897 





Dick Bueschel Collection 


of 1873 the firm of Redgrave & Wilson was 
turning out large tables for saloons and 
smaller games for home use. The part- 
nership ended by late 1875 at which time 
Montague Redgrave moved his small 
company to Jersey City, New Jersey, where 
he stayed to produce large commercial 
game tables and the smaller home and 
entertainment PARLOR BAGATELLE 
TABLE games that had become so popular. 
His continuing search for new ideas, and 
increased production, led to growth and 
a cluster of bagatelle makers in the New 
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York and northeastern New Jersey 
area, some of which worked with 
Redgrave, others who tried to 
make it on their own (to often be 
bought up by Redgrave), and 
stronger competitors that were 
significant bagatelle producers in 
their own right. 

One of the latter was the Jasper 
H. Singer firm in New York City. 
While others copied Redgrave’s 
spring shooter, and got in trouble 
(or tried to get around it with a lot 
of amazing contraptions, most 
unpatentable), Singer negotiated 
the rights to its use. Singer had 
something to share, having patented 
a spinning arrow that indicated 
score, the first playfield feature in 
pinball, issued on March 25, 1890. 
Then, after the original 1871 
Redgrave spring shooter patent 
ran out, Redgrave came back in 
November 1897 with an integral 
shooter that had the shooter knob 
on top and not sticking out at the 
bottom. The patent was issued on 
May 10, 1898, and Redgrave was 
once again light years ahead of 
the industry. Having use rights to 
Singer’s spinner, the play feature 
showed up on the Redgrave 
SPINNER PARLOR BAGATELLE 
of 1898, a large home game that 
also includes three brass pockets 
and a bell on the playfield. Singer continued 
to make games, using Redgrave features, 
into the early 20th century, ending its 
days before 1910. The games are immediately 
recognizable by their colorful playfields 
and game names, such as CUCKOO, 
WHALER and others. The Redgrave games 
are far less flashy, having plain dark cloth 
playfields and an absence of graphics. The 
most colorful feature on the Redgrave 
SPINNER PARLOR BAGATELLE play- 
field is the spinner, with the J. H. Singer 
name on it. 
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The Caille Brothers Company 
LOG CABIN “Round Top” Counter 


January 1903 


Many of the oldtimers 
in the industry, and 
numerous earlier written 
pinball histories, believed 
The Caille Brothers 
Company LOG CABIN 
to be the first true coin 
operated pinball game. 
It isn’t, but it’s close. It can 
logically be said to be the 
first numerically impor- 
tant coin operated bagatelle 
game, although its machine 
classification is more along 
the lines of a trade stim- 
ulator. The way it works 
is that a dropped nickel 
allows the player to turn 
the handle on the front to lift a single 
ball into the shooting channel at the 
right. The object is to land the ball in 
the top center hole, or failing that, to 
land in a scoring trough at the bottom of 
the playfield. The top hole paid off in a 
grand prize, which could be anything from 
a box of cigars to a turkey for the holidays, 
or any other prize equivalent to a 1903 dollar. 
Of the playfield troughs, seven of them have 
value, and every other one, or six, doesn’t. 
Balls that landed in the scoring troughs 
were paid off according to the stated value, 
which was anywhere from 10¢ to 50¢. 
Once the next coin is played the ball 
from the prior game drops into the cabinet, 
providing a positive count of winning 
balls in tally compartments below. The 
playfield pins are so arranged to make 
landing in the payout troughs extremely 
difficult, while the ball really rushes for the 
“blank’ troughs. 

The LOG CABIN was created by industry 
pioneer and slot machine designer Adolph 
A. Caille in January 1901, then in part- 
nership with machinist and factory manager 
Jacob Schiemer in the The Caille-Schiemer 
Company, formed in East Saginaw, Michigan, 
and moved to Detroit in 1899. Caille- 
Schiemer was the first producer of the 
game, in a rectangular cabinet that holds 
a magazine of 500 scoring marbles, which 
meant 500 plays before it needed to be re- 





13 
i} 
\ OSE oF ae 
} 


a > 
fy 
4 ” 
7 


y yo} 
a / y 4 j dL \ \  &, ' 
LS XY yy Ay Wy 


by La 


a 


fat fat 





Alvin Gottlieb Collection 


set for play. This initial boxy model became 
known as the “Square Top.” On July 30, 1901 
The Caille Brothers Company was formed 
in Detroit when brothers Adolph A. Caille, 
the designer, and Arthur A. Caille, the 
salesman and promoter, joining forces to create 
the second largest coin machine manu- 
facturer in the country, ranking right behind 
the Mills Novelty Company in Chicago. For 
the next dozen years, literally until America’s 
involvement in World War I, the coin 
machine industry was a tale of two cities, 
with Chicago and Detroit vying for the 
title of having the nation’s largest and 
longest line producer. 

The Caille Brothers Company started out 
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by making the “Square 
Top” LOG CABIN just as 
the machine appeared in 
its October 14, 1902 Patent 
No. 711,383, applied for 
by the Caille-Schiemer 
Company and issued to 
the newly incorporated 
The Caille Brothers 
Company. By 1903 the 
machine had been artfully 
redesigned in a trimmed 
bentwood cabinet with 
decal transfers on the 
side, with a decorated 
nickel plated or oxidized 
front casting depicting a 
log cabin in the woods, 
making it a highly desirable cast iron 
machine. The oxidized model is the one 
shown in the photographs. Smaller and lighter, 
the new “Round Top” model reduced the 
magazine of playing balls to 250. Caille called 
it an “Automatic Bag-a-telle Device,” 
and sold it to saloons and cigar counters 
where players gambled for over the counter 
payouts in cigars or drinks equivalent to 
the winning score. The fact that the game 
had an assortment of security devices, 
from a covered glass top to an anti-slug- 
ging coin viewer on the front showing 
the last three coins played, and a built-in 
anti-tilt device on the bottom that shut 
the game down when it was lifted (which 
is hard to do as the cast iron makes it 
quite heavy), made it a popular machine 
with its barroom locations where it survived 
quite well until the advent of Prohibition 
at the end of 1919. The game security and 
reliability, and the fact LOG CABIN has 
a working ball lift and, in later models, a 
straight shooter to replace its initial vertical 
plunger, combine to make the “Round 
Top” a viable proto-pinball. While such a 
game could logically have led to a long 
string of copycat machines by other makers, 
starting a pinball boom a quarter century 
before it happened, the LOG CABIN 
seemingly didn’t inspire such imitations and 
the game remained an evolutionary dead 
end in the development of pinball. 


When pinball did hit as the most 
popular and fastest growing coin oper- 
ated game sensation the country had 
ever seen, its earliest proponents 
were generally large expensive 
games on legs which were, in many 
cases, somewhat decorated. In the 
case of the Marble Games BUNNY- 
BOARD table, make that elaborate. 

In the view of its makers, it had 
to be in order to stand out. When 
Youngstown, Ohio, became the 
early crucible of pinball develop- 
ment with the introduction of the 
Automatic Industries WHIFFLE 
in the spring of 1931, culminating 
in the WHIFFLE BOARD DELUXE 
in July and the high volume (ORIG- 
INAL ) WHIFFLE by November, 
the name Youngstown on a game 
denoted immediate acceptability. 
Most buyers and operators outside 
of the area all but assumed that 
the issue was by Automatic Indus- 
tries, Inc. and its founder Earl Froom. By 
the end of 1931 those odds were 50:50 
as so many other producers sprang up in 
town it looked as if the “Original” WHIFFLE 
would be lost in the confusion. In later years 
Robert Froom, Earl’s son, noted that by 
the fall of 1931 “...things got tough. There 
were 88 people in Youngstown in direct 
infringement on Dad’s patents” for the 
WHIFFELE shooter, playfield and sliding 
shuttle that dropped the balls down into 
the machine for the next play. Youngstown, 
and the WHIFFLE name, were becoming 
generics for pinball, and the game concept 
wasn’t even a year old. 

Those 88 people, give or take, were 
largely former workers in the Automatic 
Industries facilities who went off on their 
own, found some funding, and started 
making similar games. By the end of 1931 
there were seven well established wood- 
shops making pinball games in town, and 
by 1932 that had grown to at least twenty 
one, and perhaps more if machines continue 
to show up with hitherto unidentified 
names. Most of these businesses came and 
went within months, and were gone by 
1932. Among the more stable, yet one 
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Marble Games 
BUNNYBOARD Table 


November 1931 





Dick Bueschel Collection 


that still disappeared by late 1932, was 
the Marble Games Company at 821 Market 
Street in Youngstown founded by Arthur 
Thomas. While similar in size and concept 
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to the WHIFFLE, the firm’s first game 
BUNNYBOARD was consider- 
ably different. First of all it was 
beautifully constructed. Stained 
cherrywood was used for the cabinet 
and turned legs and frame, with 
the cabinet then artfully carved 
with designs on the front and sides, 
making it a highly attractive piece 
of furniture to enhance its place- 
ment on location. 

The real differences are in the 
playfield, scoring and ball return. 
Where the WHIFFLE has pins to 
establish holes, four in line down the 
center of the playfield, the BUNNY- 
BOARD has a variation of the 
Modern Games and Novelty Company 
PLAY THREES bagatelle made in 
Akron, Ohio, in 1928 as similarly, 
adapted by the Gottlieb BAFFLE 
BALL in November 1931. The field 
has five scoring holes; the toughest 
at the top center, with four more in 
a diamond placement top, bottom, left 
and right. Unlike PLAY THREES and 
BAFFLE BALL, the balls that make it to 
the bottom without going into scoring 
holes on the way down are just lost, with 
no possible scoring. The playfield is elegant, 
a mosaic of three inlayed woods in different 
tones, with the scoring hole rings and ball 
catcher at the bottom in solid satin finish 
brass. One of the most exciting phases of 
the game is at the time of coin insertion. 
When you push in the nickel coin slide 
all of the brass catchers rise up above the 
ball height, allowing all seven balls to drop 
down to the bottom of the playfield and into 
the cabinet to be brought up one at a time 
by a lift plunger during the next game. 

BUNNYBOARD was first made when 
the company was incorporated in November 
1931, and somewhat improved and simpli- 
fied in January 1932 for the upcoming 
Chicago coin machine show. Its lower 
playfield paper is as elegant as the game, 
showing a large rabbit illustration and a 
stylish BUNNYBOARD name. The name 
Holmes Distributing Company and address 
is sometimes superimposed over the company 
name on the paper. 
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In & Outdoor Games Company 
SPOT BALL Table 


In one of those remarkable coin- 
cidences that exemplifies so many 
cultural and technical advance- 
ments, the two most significant 
early pinball games came into promi- 
nence at about the same time. When 
the WHIFFLE showed up in 
Youngstown, Ohio, in the spring 
of 1931, an even earlier game that 
was first shown in Chicago the prior 
summer was initially advertised 
on the March 31, 1928 issue of 
The Billboard magazine only days 
before. It was called the WHOOPEE 
GAME, named after the successful 
Broadway show of 1928 and 1929 
starring Eddie Cantor, and produced 
in 1930 as a movie (in color, no 
less!). Game designer and manu- 
facturer Nick Burns claimed a two 
year old copyright for the machine, 
but that was for an earlier bagatelle 
home game of the same name made 
in December 1929 based on a design 
by a Chicago building janitor 
named George Deprez. Even that 
March advertising was too early, 
as its maker, The In and Out-Door 
Games Company located at 1217 
W. Lawrence Avenue behind a 
shooting gallery on the near north side 
of Chicago, was unable to get production 
lined up in time to capitalize on the 
announcement. As a result, WHIFFLE 
and the WHOOPEE GAME hit the 
market at about the same time, with 
WHIFFLE pulling out way ahead. By the 
summer of 1931 the WHOOPEE GAME 
was ready for volume delivery, and an 
aggressive national advertising campaign 
pushing the product hit the trade papers 
from June through the end of the year. In 
fact, it didn’t end and just kept going. 
The WHOOPEE GAME has a playfield based 
on the Modern Games And Novelty 
Company PLAY THREES bagatelle, 
looking like an overgrown Gottlieb 
BAFFLE BALL. Except for the fact it 
plays differently. An inserted coin drops 
ten balls into a tray at the right side. 
You put them into the shooter one at a 


January 1932 
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time, and play. A shuttle resets the play- 
field and drops the balls for the next game. 
Maybe it is a little messy, and the balls 
get lost, but the game was such a success 
In And Out-Door Games Company moved 
around the corner from the shooting gallery 
to 4753 N. Broadway by the end of July to 
concentrate on its volume sales. 

It was the messiness of design, and lack 
of control over the balls, that led to the 
redesign of the game as SPOT BALL, 
developed in time for the 1932 Chicago 
show. This time the ball handling is internal. 
It plays much the same as WHOOPEE 
GAME, with ten balls for a nickel. But 
once the nickel is dropped, you lift the 
balls in place on the playfield one at a 
time by pushing down on a side handle. The 
playfield is much the same, only this time 
the holes are semi-diamond shaped aluminum 
castings that fit over the playfield, getting 
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away from the round hole BAFFLE 
BALL appearance. At the bottom 
of the playfield, with instructions 
framed on the cabinet, the round 
frame of the WHOOPEE GAME 
is replaced by a flat diamond shaped 
frame for SPOT BALL. 

As in WHOOPEE GAME, you 
spot a colored ball at the top of the 
playfield. If you knock it out with 
one of the silver balls wherever it 
hits it scores double that of a silver 
ball. Playing another nickel drops 
the balls into the cabinet, ready 
for the next game. The lack of 
newness in play led the manufac- 
turer to extoll its other attributes, 
promoting “Its dignified appear- 
ance, its sturdy construction, its 
fascinating skillful appeal” leading 
to “why it stands out above all, it’s 
in a class by itself, it gets the busi- 
ness.” In describing its makeup, 
SPOT BALL has a “Beautiful walnut, 
inlaid grain panel, chromium fittings, 
heavy bevelled glass, sturdy construc- 
tion, mechanically perfect. When 
necessary you can replace present 
playing board with an entirely new 
game.” But that wasn’t enough to 
hold on to its market position. In And 
Out-Door Games Company kept its full page 
advertising campaign up into the early 
months of 1932 to blanket the show, with 
both WHOOPEE GAME and SPOT BALL 
on display there at Booth 39, but things 
dropped like a rock soon afterward. The 
company made only one more pinball type 
game the following spring, and by the end 
of the year they were out of the game busi- 
ness. They apparently never made the 
follow-on new playfield boards, or at least 
they never advertised them. The tanta- 
lizing possibility exists that one or more 
new boards were made as SPOT BALL 
replacements, yet remaining to be found. 
Some day some large inlaid table games may 
be found with playfields we never heard 
of before. Keep a sharp eye; they may be 
some of the missing In And Out-Door 
Games Company boards. 


Dave Gottlieb could hardly 
believe his good fortune. His 
colorful November 1931 
BAFFLE BALL was still selling 
like crazy, he had to make 
arrangements for outside produc- 
tion at Keeney as he was over- 
sold, and a coin machine show 
was coming up in Chicago, 
his home town. It was an embar- 
rassment of riches. So how to 
keep it all going? Show some 
new machines! He set up for 
BAFFLE BALL SENIOR, a 
larger floor standing table 
version of the smaller countertop 
BAFFLE BALL; announced 
another table game, NERTZ, 
made in Milwaukee but distributed by D. 
Gottlieb & Company, and added another 
countertop. That was the easy one. He 
took the BAFFLE BALL cabinet, already 
set up for volume production at his Chicago 
Avenue plant, and outfitted it with an 
entirely new playfield. The result was 
PLAY-BOY, the very first of the famous 
line of Gottlieb poker playfields from 
“The King of Card Games.” Its reception 
was so great, from that day forward for 
another forty plus years Gottlieb looked 
to card formats as dependable games with 
a receptive market. No other pinball maker 
ever matched Gottlieb in that regard. 

It was no small trick to design and prepare 
a decal transfer for a full deck of 52 playing 
cards and a Joker (a thousand point scorer 
at the almost impossible to reach far left center 
side of the playfield, not matched by a 
scoring hole at the right) in color on that 
small playfield. But they did it. And in so 
doing gave the players the option of playing 
poker, blackjack or high score games with 
their ten balls for a penny, giving the game 
broad appeal. PLAY-BOY was so popular, 
it killed BAFFLE BALL sales. But it didn’t 
matter, for productionwise it was the same 
game. In fact, it was cheaper to produce 
as it didn’t have the costly aluminum cast- 
ings of the BAFFLE BALL playfield. The 
Gottlieb announcement flyer claimed that 


“PLAY-BOY breaks all records for sustained 
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D. Gottlieb @ Company 
PLAY BOY (JUNIOR) Counter 


February 1932 
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play. Card lovers go wild over this new and 
different coin machine! 10 balls—play 5- 
card hands or high score. Again we ring 
the bell! Based on the tremendous popu- 
larity of cards and pin games, this radically 
different game makes an instantaneous hit 
with card players. Poker, Black Jack and 
other five-handed games as well as High Score 
by numbers may be played on PLAY-BOY. 
Once the player starts, he plays and plays. 
Fascination of card playing and card playing 
habit are unconquerable forces that urge the 
public to pour money into this great amuse- 
ment machine. Those who don’t play cards 
find PLAY-BOY a perpetual source of enter- 
tainment as a High Score machine. For 
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thrills, amusement and profits, 
PLAY-BOY is the peer of coin- 
operated machines!” 

The vintage 1932 ad copy is 
interesting, as it appeals to 
uncontrollable habits and 
playing addictions, something 
that wouldn’t be mentioned 
in this day and age. But then 
or now, the “unconquerable 
forces” are the same, as PLAY- 
BOY appealed to the riskier 
and racier players of the day, 
just as the more advanced 
games do today. In tallying up 
the sales booked in Chicago in 
1932, Gottlieb called PLAY-BOY 
“The Sensation of the Show!.” It really wasn’t, 
as the Bally BALLYHOO did better. But 
it was certainly Gottlieb’s sensation. As 
the post-show months went by, the game 
came back in a large table version as 
PLAY-BOY SR., instantly making the 
countertop model the PLAY-BOY JUNIOR 
version. It was also made in a home 
bagatelle version by Gottlieb, and was 
sold in the massive toy department of 
Chicago’s leading Marshall Field’s and 
Company department store. Numerous 
bagatelle copies were made by other 
producers, namely Lindstrom Tool & Toy 
Company of Bridgeport, Connecticut, 
who produced it as their POKER BALL 
PIN GAME in the fall of 1932, possibly 
with Gottlieb’s blessing as the playfield is 
all but the same. Keeney & Sons, in 
Chicago, also shared in its production, 
just as they did with BAFFLE BALL, and 
PLAY-BOY was also on display at the 
Keeney booth at the Chicago show, along 
with the Keeney production of BAFFLE BALL. 

The last version, introduced in April 
1932, was called MASTER PLAYBOY, 
an even longer table game based on the 
cabinet of the Gottlieb WHIZZ BANG 
MODEL A. As a final note of acceptance, 
when the industry Patent Wars got into full 
swing, the MASTER PLAYBOY was named 
as an infringement in the notorious Callison 
suit, which Gottlieb won. 
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Genco Manufacturing Company 


OLD ORCHARD Counter 


One of the leading 
shopping malls north of 
Chicago, in the upscale 
suburb of Wilmette, is 
called OLD ORCHARD. 
In it a cluster of pricey 
stores- Nordstrom, Marshall 
Field’s and others- ply 
their attractive wares on 
a piece of ground that 
had been called Old 
Orchard because of the 
remnants of fruit trees 
that were scattered all 
over the parklike area. 
It had the name as long 
as people remembered. 
Because the Gensburg 
brothers lived nearby, 
and needed a raft of names 
for the numerous pinball 
games they made in 1932 
alone, it lives on in the surviving exam- 
ples of a cast aluminum cabinet coun- 
tertop game called OLD ORCHARD long 
after the trees were cut down to make 
room for commerce. 

The Gensburg’s jumped into the game 
early. Lou Gensburg was making toys and 
novelties in his Chicago factory when his 
brother Dave showed up with a Peo WHIRL- 
WIND trade stimulator that was a real 
money maker, asking his brother to copy 
it. He did, improved it, and the Genco 
HEARTS made some money for the firm. 
Then the two brothers took a look at 
pinball, concluded there was a place for them 
in the business, and formed Genco, Inc. 
in 1931 to make games. Brother Meyer 
was brought in from Pittsburgh, and the 
trio embarked on a career that spanned 
over four decades. Another inspiration 
for their venture was the fact that brother 
Sam was already established in Chicago as 
a distributor under the assumed name of 
Chicago Coin Machine Exchange, and 
would handle their games. They had imag- 
ination, some money, drive and distribu- 
tion. So what else could possibly be needed 
to embark on a new venture? 

All that was missing was a philosophy, 
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and they came up with a beaut. Their 
approach was to take a good hard look at 
what the competition was doing, success- 
fully, then recreate it, improve it where they 
could and bring in their cover machine 
at a lower cost. Fast! “Louis Myers,” possibly 
a contraction for Lou and Meyer Gens- 
burg, even filed a patent for a “Coin- 
Controlled Mechanism” on March 20, 
1931, and got it assigned to Genco Incor- 
porated as Patent No. 1,851,643 on March 
29, 1932. As a company patent it didn’t 
matter whose name was on it; it was theirs 
to use. They ran their first pinball ad in 
November 1931, asking readers to watch 
for “something new,” with machines No. 
1, No.2 and No. 3 “coming soon.” The 
ad also put their final philosophy to words: 
“We only make machines that protect the 
operators money. Must be flashy, and cheap 
enough so that the operator can get his cost 
back in a week.” In December 1931 they 
announced that Machine No. 2 was a 
counter size pinball called BUSTER BALL, 
with “one lever control. No milking or 
free play.” In lots of 50 it sold for $11, 
and was wholesaled to brother Sam for 
$9.90. To take the labor out of game 


assembly, the cabinet was cast aluminum, 
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with the pins cast right 
into the playfield. Their 
supplier had a young man 
named Harvey Heiss 
servicing their account, 
and he designed the cast- 
ings to get their business. 

BUSTER BALL was 
further cleaned up for 
the 1932 Chicago coin 
machine show in February, 
with additional versions 
called (BUSTER) FREE 
BALL, and VOGUE also 
at the show. After the 
show other variations of 
the pins-in-the-castings 
playfield were produced, 
with MONTE CARLO 
having a short count 21 
hole field of playing card 
symbols and OLD 
ORCHARD of April 1932 using slot 
machine fruit symbols (no doubt leading 
to the name selection) on a 21 hole play- 
field. They called it a “Bell Type Pin 
Game.” Their promotional rationale was 
that “The popularity of Bell type slot 
machines has been established through 
years of usage. But because they were 
illegal in some quarters, their locations 
were limited. Now comes OLD ORCHARD! 
a fascinating pin game that overcomes all 
the objections! Based on the old stand-by 
of bells and fruits, OLD ORCHARD meets 
with instant recognition and approval! 
Absolutely legal, OLD ORCHARD has 
no closed locations.” Prices went up slightly, 
with OLD ORCHARD selling for $12 in 
quantities of fifty or more, with the same 
deep discounting to brother Sam. 

OLD ORCHARD was the last aluminum 
cabinet game that Harvey Heiss worked out 
for Genco as a castings supplier. By that 
time he was working so closely with the 
Genco team they decided that he should 
become one of them. So Harv was hired 
as the first outside Genco game designer, 
and remained in that capacity for over 
twenty years as one of the leading game 
designers of the first Golden Age of pinballs. 
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The coin machine industry was 
always that way; they see it, but 
they don’t believe it. In the begin- 
ning years of popular pinball, the 
seeing and not believing was 
endemic. Sure, there were pinballs 
in 1931. It’s just lucky they lasted 
until 1932. Sure, there were over 
seventy new games at the 1932 
coin machine show. It’s just lucky 
that the games that were there had 
legs long enough to last until the 
summer. Sure, there was a hue and 
cry for new games after the show. 
It’s just lucky that operators were 
still buying them. And on it went. 
The major makers were so sure 
that pinball was a bubble of demand 
that would soon, if not sooner, 
burst, they seemed reluctant to 
commit to more than an imme- 
diate game. And the smaller makers 
were so bent on making a fast buck 
that they made a game, named 
their company after it, sold what 
they could, and closed up shop to 
take the money and run. If they 
got the chance. What was happening 
was that not just any game could 
make it anymore. It took an excep- 
tional game with interest and 
playing action to get noticed, and 
as soon as one came along another 
one was there to take its place. If 
that wasn’t confusing enough, the hundreds 
and hundreds of new pinball game names 
was enough to make someone scream STOP! 

The coin machine makers that hoped for 
some sense of permanence were also seeking 
some form of assurance that their games 
would be noticed, and continue to sell 
without the need to reinvent the wheel every 
few weeks to keep up with the market. In 
an imperfect world of relentless game 
action they wanted some level of normalcy. 
Genco had it to some degree. They just 
changed the names of their games, where 
in reality they were most all the same. 
Bingo Novelty did too, changing play- 
fields and names using virtually the same 
cabinets. Bally had it with BALLYHOO; 
they just kept pumping out the game. 
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Whirlpool Sales in Youngstown, Ohio, had 
a grip on things by churning out a series of 
square tabletop and table games that all 
had the word WHIRLPOOL somewhere 
in the name, but once the fad for squares passed 
they were out in the cold. Just about everyone 
else was faced with instant obsolescence 
and game name degeneration as soon as a 
new machine was announced. There was 
nothing to carry their line. If they didn’t watch 
out they would all be like the Field Manu- 
facturing Corporation of Peoria, Illinois, 
who put sixteen different pinball games on 
the market in 1932 alone, no two alike, 
and not one of which had a name that was 
retained by the major buyers of games. The 
market was in chaos, and only a semblance 
of order could continue to lead to profits. 
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Two manufacturers tackled 
the problem, and both did so 
because they were willing to 
bet that pinball games would 
hang around a bit longer, and 
because they wanted machine 
names that everybody could 
remember and therefore would 
be initially ordered and easily 
re-orderable. The Mills Novelty 
Company of Chicago did it most 
brilliantly by coming out with 
a line of machines called OFFI- 
CIAL; “Official Pinball.” It 
sounded orderly, and perma- 
nent, as if the machine alone made 
it official that you were playing 
the proper game. The OFFI- 
CIAL PIN TABLE of July 1932 
was first, available in tabletop 
and floor models on legs, followed 
later by DELUXE OFFICIAL, 
COUNTER OFFICIAL and 
GOLDEN OFFICIAL models 
that stretched out to the end 
of 1933. So when someone wanted 
an “official pinball game,” they 
wanted a Mills. But the fact of the 
matter was that the whole idea 
of a generic name, and subse- 
quent line, was done first by D. 
Gottlieb & Company of Chicago, 
and they did it all in one month; 
April 1932. Gottlieb picked the 
name WHIZZ-BANG for their generic 
game series, and spun it off into A, B and 
C models. It was 1930s slangy, with the 
word whiz (or whizz) denoting a speeding 
object, such as a pinball ball. The name 
described the game; bang the ball and it 
whizzes around the playfield. 

WHIZZ-BANG MODEL A was first, a 
conventional countertop game that could 
also be had with matching wooden or 
metal legs to make it a table game. The cast 
aluminum cups looked like something left 
over from BAFFLE BALL parts inventory, 
while the cabinet was practically a nuts on 
match for the Bally BALLYHOO; with 
WHIZZ-BANG MODEL A at 31 inches 
long and 17 inches wide to the BALLYHOO 
30-1/2 inches by 15-1/2 inches. 
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April 1932 


Same game, same size, same playfield 
layout, same scoring hole castings and 
entirely different playfield graphics. The 
Gottlieb WHIZZ-BANG MODEL B was 
about as flashy a playfield as had yet been 
foisted on the market, comparing, if 
anything, to the Bally BALLYHOO. Which 
was the secret of WHIZZ-BANG. It gave 
Gottlieb their comparable BALLYHOO 
clone in a way that looked like they had 
accomplished something entirely original. 
But they hadn’t. If the whole industry was 
marching down the BALLYHOO path in 
size, style and conversions, Gottlieb at 
least did it in a manner that sold cabinets 
and complete machines by the dozens. 

The Gottlieb advertising for the line 
is very clear; what you want is what you 
can get, no matter what, and no matter how 
many variations you wanted. WHIZZ- 
BANG has it. In ads showing 
MODEL A, MODEL B and 
MODEL C, the copy is headlined 
“Legal! Speedy Play! WHIZZ- 
BANG. Speedy Profits. Choice 
of three snappy playing fields. . .same 
size...same price.” The game was 
offered in any of the three “attrac- 
tive playing fields. Solid brass 
escutcheon nails. Penny or Nickel 
play. Choice of 5, 7 or 10 balls. 
Fool proof coin slot.” It was years 
before games would again be 
offered with so many options. 

In describing the game, there 
is little that speaks to originality. 
Gottlieb says that “WHIZZ- 
BANG rejuvenates locations like 
a shot!” How? Presumably by 
offering a newer playfield than that 
of the BALLYHOO of two months 
earlier, a likely reason as so many 
of the Bally games were already 
undergoing copversion by the 
literally hundreds of replacement 
boards made to the same size. 
More than likely these boards 
would also fit into WHIZZ-BANG 
at a later date to re-rejuvenate the 
game. The Gottlieb copy goes 
on to say, “Piles up profits so fast, 








investment is returned in a few days. 
WHIZZ-BANG defies neglect by any 
crowd. It’s the game that gets ’em! For 
suspense, excitement and skill, this game 
has absolutely no competition—and for 
sustained play and steady profits WHIZZ- 
BANG stands out like a giant! If you’re 
looking for a game that wins immediate 
approval and keeps gaining in popularity, 
your search is ended. Don’t take our word 
for WHIZZ-BANG’s money-making ability. 
Order a trial machine today.” 

WHIZZ-BANG was the last stand for the 
venerable Gottlieb cast aluminum catching 
cups, and apparently the death throes of 
the BAFFLE BALL format. The industry 
was just shaking out of the already well worn 
precepts of the pioneer pinballs, and the 
parts and problems of the first wave of 
games were still being assimilated. If any 
month could be said to be the 
turnaround from the old games 
to the new, it would likely be 
May 1932, just one month after 
the introduction of WHIZZ- 
BANG. And it was Gottlieb that 
led the turnaround with a game 
called FIVE STAR FINAL, a 
pinball so new, innovative and orig- 
inal it set the pattern for the 
next wave of design. After FIVE 
STAR FINAL makers had to 
offer the player something on 
the playfield that gave them a 
feeling of real accomplishment as 
a result of skill rather than just 
plunking balls in holes. But that 
was thirty days away, with the 
game still on the drawing boards 
and white boards at Chicago 
Avenue. At this moment in time 
it was WHIZZ-BANG and its 
countermeasures against the Bally 
BALLYHOO that had the atten- 
tion of its maker. You can’t say 
that it failed in its mission, for there 
are a number of them surviving. 
But, not many. 
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If one diamond looks 
good on a playfield, as 
it did on the Gottlieb 
BAFFLE BALL only five 
months before, why not 
half a dozen? WHIZZ- 
BANG MODEL C went 
overboard and came about 
as close to the Bally 
BALLYHOO playfield 
as Gottlieb ever got. The 
game was virtually the 
same size, and the graphics 
were almost a reverse 
coloration of the Bally 
original. It’s as if Gottlieb 
game design stood still 
for a moment in time 
and space. Yet look how 
far pinball had come in 
less than half a year. 
There were already 
hundreds of makers, Bally 
had just come out with 
their next pinball game, 
called BALLYROUND, 
and they were losing their 
shirt, and Gottlieb was 
on their eleventh game. 
More important, pinball 
was beginning to look 
more like an industry 
than a singular event. If 
the makers could only 
hang in there, there might 
be a pot of gold out there 
somewhere. 

Actually, some makers 
already had their fingers 
in that pot. In spite of 
its experimentation, and 
concern for competition, 
Gottlieb was doing quite 
well and would soon expand. Bally, suffering 
from BALLYROUND, damn near went 
under. But didn’t, and survived to become 
a major force in pinball. And after stalling 
for a few months, new company forma- 
tions took an upswing in the late summer 
and fall months of 1932. Pinball was 


carving out a niche in the coin machine 





Bill Whelan Collection 


industry. And you must remember, these 
were difficult months and years as the 
country, actually the whole world, was 
immersed in a deep financial depression. 

As the last of Gottlieb’s old games (not 
quite true, as MASTER PLAY BOY, a 
WHIZZ-BANG table size version of the 


earlier countertop card game came out 
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the same month), 
WHIZZ-BANG MODEL 
C ended Gottlieb’s 
concern for other maker’s 
games as they struck out 
on their own. Its promo- 
tional copy attempted 
to show how different it 
was from the Bally, but 
only succeeded in posi- 
tioning the two games 
close together. Gottlieb 
said, “Superb quality, 
astonishing low price. 
WHIZZ-BANG radiates 
class in every detail. 
Sturdy walnut finish 
cabinet of elegant design. 
Length 31”, width 17”, 
weight only 24 lbs. Can 
be had with either wood 
or metal stand. Wood 
stand has adjustment on 
legs to eliminate wobble.” 
Witness to the WHIZZ- 
BANG reliance on the 
BALLYHOO format is 
the advertising for replace- 
ment boards. When the 
Buckley Manufacturing 
Company introduced 
their FAVORITE game 
the same month WHIZZ- 
BANG came out, they 
also offered the game 
as a replacement board 
to convert Bally and 
similar size games. By 
the end of the year 
they were advertising 
their FAVORITE and 
LITTLE JOE dice layout 
replacement boards for 
their own FAVORITE as well as BALLYHOO 
and WHIZZ-BANG. The Field Manu- 
facturing Company was offering their 
SILVER HORSESHOE replacement board 
for BALLYHOO, ACE HIGH, WOW, 
JIGGERS, RAINBOW, LITTLE JOE and 
WHIZZ-BANG. They were all in bed with 


each other. 


Encyclopedia of Pinball, Volume 1 


Pierce Tool Manufacturing Company 
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Gottlieb as role model. Bally 
BALLYHOO, too. The success of Gottlieb’s 
PLAY-BOY was the envy of the second 
and third string game makers, and the 
all encompassing influence of the Bally 
BALLYHOO on games in the first half 
of 1932 made a combination of the two 
formats all but inevitable. So it happened 
in Chicago. The Pierce Tool & Manu- 
facturing Company was located on the 
north side of Chicago at 4327 W. 
Ravenswood Avenue. It was one of those 
highly promotional companies that tried 
their hand at almost everything and 
somehow never made it to the first string 
of manufacturers. Or even solidly resided 
in the second. 

Over the years the firm had many 
corporate names. Founded in the mid-1920s 
as the Chicago Mint Company, from the 
very beginning located at the Ravenswood 
Avenue address, the principals were 
Michael Koolish, A. L. Koolish and 
George W. Ehrlich. Chicago Mint oper- 
ated routes, sold counter games 
produced under private label with 
their name on it, and stuck their 
fingers into all forms of coin machines, 
from vending to gambling, service 
to amusement. Pinball was amuse- 
ment. Through Ehrlich, they had 
a connection with K. & S. Sales 
Company, a wholly owned distrib- 
utorship, and through Abe Koolish 
they operated a salesboard divi- 
sion called The Garden City Novelty 
Manufacturing Company. Starting 
around 1931 they began to use the 
name Pierce Tool & Manufacturing 
Company for their manufactured 
machines, although they didn’t 
legally change their corporate name 
until March 1934, by which time 
they were fully established as a 
game maker. They carried the line 
“Built by those who Know How” in 
their “automatic equipment” machine 
advertising. There was no Mtr. 
Pierce; the name was picked purely 
as an impressive corporate identi- 
fication (just as many Chinese 
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cooks name their takeout establishment 
Chin’s, “for business”). 

Their first pinball game was called 
HOOP-ER-DOO, a BALLYHOO clone 
of March 1932 that was generally sold on 
turned wooden legs to make it a table 
game. It was quite successful. It was 
followed in April by another BALLYHOO 
clone called ACE HIGH SENIOR, which 
by May was just being called ACE HIGH 
(the only name on the playfield), having 
a playing card design of 52 cards plus a 
joker (which was placed at the topmost 
hole in the center of the playfield, a 
tough shot). Pierce called the game 
“SENIOR” at the time of its announce- 
ment to delineate it from the Gottlieb PLAY- 
BOY and legged PLAY-BOY SENIOR, 
both smaller games, forcing Gottlieb 
to come back with their larger MASTER 
PLAY BOY the same month as the 
Pierce release. 

The Pierce game copy had some appeal, 
and showed how they went after Gottlieb. 
They called their ACE HIGH 
SENIOR “A brand new, Man Size, 
full size card pin game...52 full 
sized cards and the joker-on a full 
size playboard. Full size 16 x 32 
inches. High score too!” The larger 
playfield gave Pierce the opportu- 
nity to completely redesign the 
playfield to make the cards larger 
and the holes farther apart than 
the Gottlieb PLAY-BOY. They 
seemed to have tapped into other 
Gottlieb problems when they adver- 
tised “No mechanical structural 
operative grief. Genuine A.B.T. 
slug-proof coin chute. ACE HIGH 
is your kind of coin game. Built 
for you. Sweeps the deck for you! 
No other game like it!. The brand 
new and only full size 52-card and 
joker pin game. Equipped with a 
REAL coin slot. Magnetic. Triple 
Dog. No Grief.” 

ACE HIGH came as a coun- 
tertop, and was available with 
matching wooden or folding metal 
legs to make it a table game. 
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Bally Manufacturing Company 
GGOOFY Counter 
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Pinballs were never the same after the 
summer of 1932. Prior to that all it took 
was a playfield—any playfield—to make 
a game, and getting a ball in a hole was 
excitement enough. But after the popu- 
larity of the Gottlieb FIVE STAR FINAL 
a game had to have a gimmick to survive. 
No longer were the producers the people 
that put games together, unless they had 
an extraordinary range of talents. It was 
the beginning of the rise of the game 
designer. 

That was one of the strengths of the 
Bally Manufacturing Company of Chicago. 
Company founder Ray Moloney never 
saw himself as a game designer, and fortu- 
nately for their bottom line never tried to 
be one. His strength was in managing 
people, and putting together a team of 
professionals that created an entity that 
was able to take machine ideas to manu- 
facture and market them. From the very 
beginning, starting with BALLYHOO, 
Bally relied on outside designers who 
submitted their ideas and, once approved, 
got paid on a royalty basis. That meant that 
Bally wasn’t burdened with expensive 
development costs beyond that of commer- 
cializing a game for production, with 
payments to the designer coming out of 
sales. Bally liked it and the designers 
loved it because they stood to make a lot 
of money if a game was successful. If it 
wasn’t, they could go back to the drawing 
board. It would be some years before Bally 
would acquire the payroll of a design and 
engineering staff, and until then they 
made it on the enthusiasm and ideas of outside 
designers, quite often operators who would 
then become customers for their own games. 

The Bally GOOFY was such a game. 
Coming after the most successful pinball 
game at the 1932 Chicago coin machine 
show, to be followed by a series of disas- 
trous games that either died aborning or 
didn’t sell well enough—BALLYROUND, 
GREYHOUND, SCREWY (a rip off of 
FIVE STAR FINAL), and THREE RING 
CIRCUS—GOOFY had a lot riding on its 
shoulders. The game was brought to Bally 
by Jack Firestone, an eastern distributor 
who was destined to become.a major pinball 
designer in the early years. The game is radi- 
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cally different than it predecessors. Gone 
are the innumerable brads, or “pins” that 
gave pinball its name. In their place are 
a series of wooden pegs that divert the 
ball, a number of skill hazards and a lineup 
of one way gates that slowed the speed 
of the ball to land somewhere in a row of 
side pockets that either catch the ball to 
score, or allow it to run the gauntlet for 
a free play. GOOFY added action devices 
that immediately changed pinball play, 
plus the most colorful playfield to date, and 
the players ate it up. So much so, Bally almost 
lost their franchise on the game. Over a 
thousand were sold in August 1932 before 
the first ad ran in September. When Bally 
hired free lance writer Herbert B. Jones 
as ad manager, his first assignment was 
to create a GOOFY flyer and ad. By the 
time it ran in September less than loyal 
distributors had already spread the name 
and leaked samples of the game to other 
producers, and the competition was running 
ads for almost duplicate games with similar 
names. Northwest Coin Machine of 
Chicago introduced a game called GOOFUS; 
also being sold by International Amuse- 
ment in Chicago; someone else had a 
game called GOOF UP; Genco made a 
close approximation called JIGGERS, 
and within months Colonial Specialty 
Company in Chicago had a BALLYHOO 
cabinet replacement board called WHO’S 
GOOFY. But the most overt hurt was 
from the Ace Novelty Company of Chicago 
who introduced a complete game called 
WHO’S GOOFY at the same time, with 
an absolute duplicate of the playfield. 
Ace claimed they were “First with the 
latest” in the ad. Bally took the infringe- 
ment to court, and on September 30, 
1932, was granted an injunction against 
Ace preventing them from manufacturing, 
distributing or selling any game similar in 
style or name to GOOFY. It stuck, and 
GOOFY was Bally’s once again. Only Ace 
renamed their game JIGGOLO and kept going. 

The initial GOOFY was standard 
BALLYHOO size. In October, once the 
legalities were over, a larger game ina 
45” x 22” cabinet was introduced as 
GOOFY SENIOR. The games were finally 
getting bigger. 
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Rock-Ola Manufacturing Corporation 


JUGGLE BALL Counter 


Having just said that the makers 
were no longer the designers of 
the new breed of pinball games, 
and that professional game designers 
were coming into their own, it is 
time to reverse that pronounce- 
ment to pay homage to the man that 
ranks as one of the greatest pinball 
designers of them all: David C. 
Rockola. Rockola the man is often 
all but ignored in pinball histories, 
while the Rock-Ola games are 
lauded. The fact is, they go together. 
If there is ever to be a Top Ten list 
of outstanding pinball designers, 
David C. should be near the top, 
pressing Harry Williams for position. 
And the incongruity of it all is the 
fact that Rockola founded, stimu- 
lated, expanded and ran his company. 
In effect he took all the risks. 

Somewhat of a loner, a Canadian 
by birth, and a brilliant coin 
machine engineer (he learned it 
working on slot machines for Mills, 
Jennings, Pace and Watling), 
Rockola got started in vending 
machines and scales. He laid back 
before committing to pinball. But 
once he saw how well it was doing 
in the year of 1932 he knew he 
had to be part of it, so he leaped 
in with both feet. 

Not content to have yet another 
me-too game, Rockola decided to 
add excitement to pinball play by 
providing a means to skillfully 
manipulate the ball while it was rolling. 
This is precisely what the flipper offered 
to players fifteen years later. Rockola’s 
answer adds an outside arm with bumper 
heads that goes in under the glass at the 
ball level to push the ball one way or 
another to make certain holes. In another 
first, Rockola also added a naming feature 
whereby you spell part of the name of the 
game —JUGGLE— by making the holes, 
with the spell feature purely mechanical. 
Years later this would be one of the first 
things to be electrified and displayed by 
lights behind glass. Yet here we have ball 
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handling, game naming and skill play all 
combined in the JUGGLE BALL machine 
in the fall of 1932. It was revolutionary! 

JUGGLE BALL was also the very first 
pinball game to be made by the Rock-Ola 
Manufacturing Corporation, with the firm 
incorporating in order to assemble the funds 
to engineer and produce the game. Up to 
then the smaller Rock-Ola Manufacturing 
Company had been deeply committed to 
cast aluminum slot machine jackpot fronts, 
personal scales, counter games and revamps. 
The problem was that JUGGLE BALL was 


far from simple. That alone caused produc- 
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tion problems. When you added 
Rockola’s intensity for the project, 
and an overspent advertising budget 
to announce the game, the company 
was in trouble. As wonderful as the 
game was, it nearly deep sixed the 
new corporation before it got off 
the ground. 

Rockola didn’t rush JUGGLE 
BALL. He announced his intentions 
to make a radically new game in May 
1932, and applied for both design 
and mechanical patents for the 
game on July 21, 1932. JUGGLE 
BALL came out in September, 
with Design Patent No. DE 87,759 
issued on the 13th (how’s that for 
luck?) of the month. The only 
name on both patent applications 
was David C. Rockola, and other 
than the production engineering 
required to manufacture the piece, 
the idea seems to have been uniquely 
his. The first teaser advertisement 
for the game, copy only no pictures, 
stated “It was originated and devel- 
oped by Rock-Ola craftsmen under 
the supervision of the master 
designer and builder David C. 
Rockola whose enviable record in 
the Coin Machine Industry is the 
result of his many successful inven- 
tions and his perfection of the 
large-type Bell slot machine.” 

Play is marvelous. Push the 

plunger down at left to lift and 
shoot a ball, then juggle the center 
slide to bump the ball into the holes you 
want. The toughest are the two “Gs” in the 
center line, top and bottom, but it can be 
done. You get seven balls to spell J-U-G- 
G-L-E, so you can make one mistake. 
Some locations paid rewards for winners, 
but that wasn’t part of the game. It came 
in penny or nickel play and, in another depar- 
ture from the norm, was bigger than 
BALLYHOO. Sadly, it didn’t sell well. 
The patent coverage seems to have scared 
the copycats away, for no one else ever 
made a game anywhere close to JUGGLE 
BALL. It remains unique. 
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©. D. Jennings Manufacturing Company 


MONARCH Table 


November 1932 


One has to imagine what was in 
the mind of boss man Ode D. 
Jennings when he authorized the 
development and production of 
MONARCH by the O. D. Jennings 
Manufacturing Company of Chicago 
in the latter months of 1932. 
There’s nothing new here, other 
than a larger 35” x 16” game on 
legs. MONARCH BALL, which 
is what it was first called, is about 
as Plain Vanilla as they come. But 
what it does have is come-on. The 
game was shipped with a set of 
printed back panel marquees that 
offered a variety of prizes based 
on scores, repaid in cash or awards 
(cigars, trade, turkeys at Thanks- 
giving, but no booze as Prohibition 
was still the law of the land) by the 
location. It looks easy enough 
because you get ten balls for your 
coin, and the marquee assures you 
that a score of 14,800 is possible. 
Why not! Nine white balls score 
the hole counts, and the red tenth 
ball scores double. All you’ve got to do 
is lob that red one into the 3000 hole in 
the lower center playfield and you’re 
almost half way there. But just try and 
make that hole. It’s even hard to do if you 
take the glass off and push the ball down 
the playfield. One wonders if anyone 
ever made it. But have no fear, the game 
even offers prizes for no lost balls, so all 
you have to do is fill ten holes out of 
twenty-three. Again, not an easy thing 
to do. 

MONARCH looks like a game dictated 
by a sales department that said the 
Jennings firm needed to offer something 
new in their pinball line so that their 
distributors wouldn’t take on Mills, 
Gottlieb, Pace or other pin games. It 
has all the earmarks of a non-imagina- 
tive full-line filler, just as the earlier 
and equally not exceptional Jennings 
pinball games had been, although 
MONARCH did add a ball lift to its 
design. Even the promotion for the game 
seems to bear out this line filler analysis 
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It states: “Here is a pin table that 
has already taken the lead. From 
the point of appearance, smooth 
action, fascination and earning 
capacity, it is far ahead of all 
other pin games. You'll be capti- 
vated by the excellent ball delivery. 
Press the lower button and ball 
is raised into operating position. 
The plunger action is smooth 
and permits careful control of 
the ball. The arrangement of 
scoring pockets on the playing 
field is fascinating, and intrigues 
the players, holding them capti- 
vated for hours. The pins have 
plenty of life, adding keen interest 
and enthusiasm. One colored 
and nine white marbles are 
furnished. The colored marble 
counts double. 

The Jennings MONARCH is 
not gaudy—it is neat and unusu- 
ally good looking. The walnut- 
finish cabinet, with playing field 
of natural wood finish of equally 
good taste, gives the construction 
a preferred position in the best of pin 
table locations. The coin chute is the 
best there is. It baffles the ‘cheaters.’ Legs 
are provided with levelers to assure perfect 
level regardless of condition of floor.” 

What unmitigated pap. “Captivated 
(twice), fascinating (twice), intrigues, 
keen interest, enthusiasm, not gaudy, 
unusually good looking, good taste, preferred 
position, best there is.” These are promo- 
tional words, and they are certainly not 
playing pinball words. What about the 
game? The copy suggests dull, dull, dull. 
But there are neat non-playable twists to 
MONARCH. The marquee cards are 
printed on both sides, with the back side 
indicating a money amount to be paid 
for each matching high score number on 
the front. It also came in three models, penny, 
nickel and two-for-5¢ play. Nobody has 
ever found the two-for. The lackluster 
performance of MONARCH must have 
cooled off the boss, because it was over a 
year before Jennings came back with 
another pinball game. 
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Peo Manufacturing Company 


MAT-CHA-SKOR Counter 


If any one man was recog- 
nized throughout the coin 
machine industry as a bril- 
liant game designer and 
budding industrialist at the 
end of the 1920s and the 
beginning of the ‘30s, it was 
Howard Peo of Rochester, 
New York, a long time oper- 
ator turned game maker. Peo [ey © 
created the fabulous WHIRL- BE 
WIND spiral countertop (7 
game that revitalized a lagging 
coin machine industry, only 
to have it quickly copied by 
a dozen or more other makers. 
So Peo played hard ball, got 
injunctions against the imita- 
tors and wrangled licensing 
deals out of some of the 
others, including Genco and 
Gottlieb. Howard was smart, 
and tough, and the business 
liked that. A lot of people 
believed that the vertical 
cabinet whirling ball WHIRL- 
WIND games led to pinball, 
and Howard’s Peo Manu- 
facturing Company certainly 
encouraged that opinion by 
becoming an early producer 
of the new pin games. Peo 
started right out in January 
1932 with a clever table 
game called HI-BALL, and 
ran it through various 
improvements throughout 
the year, while adding other 
new pin game ideas. 

With the coming of 1933, and a new 
coin machine show in Chicago, Peo went 
back to his spiral roots and created a game 
that offered a lot of playing skill and excite- 
ment. Part of the appeal is a clever name: 
MAT-CHA-SKOR. Few game names 
describe the action of play, but this one 
certainly does. Peo took the WHIRL- 
WIND idea and laid it practically flat, 
and promoted it as having Wizard Control, 
Free Wheeling and a Magic Button. Now 
those are pinball words! The rod at the far 
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right is the shooter. Slam it in and a small 
steel ball scoots around the playfield spiral 
to get into a center area with eight scoring 
holes with numbers from 100 to 500 in 
graduated 50s, with a ninth hole at the very 
top scoring 5000. In the center bottom of 
the playfield area is another hole that just 
gobbles up your ball if you didn’t score. But 
no fear. It’s a ball return that feeds the ball 
back to the shooter by a small reroute path 
a short way up the shooter channel. So you 
can’t lose a ball. There’s another one of 
these holes at the bottom of the spiral, so 
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you have to give the ball 
enough of a whack to get 
into the center (otherwise 
it just rolls back to the 
“return” hole) and hope that 
it drops into one of the 
scoring pockets. 

If it does great things 
happen. The ball goes into 
the hole, and then down 
underneath the playfield, 
to show up in the scoring 
trough in the center of the 
playfield below the hole. It 
is an embryonic totalizer. 
When all the balls are shot 
you merely add up the 
numbers in the scoring 
troughs, multiplying by the 
number of balls in each. But 
there is also a scoring surprise. 
At the lower left is a hole in 
a diamond shaped frame 
that says “Match-It.” Inside 
is a spinning number roll 
dial that resets with each 
play, showing a score total. 
Match it and the location 
gives you a prize, thus the 
name MAT-CHA-SKOR. 
Peo called this revolving 
dial the Free Wheeling feature. 

Are you ready for this 
one? You don’t shoot MAT- 
CHA-SKOR with a spring 
shooter. Peo called it the 
Wizard Control shooter. 
You push it in. What happens 
is that your push squeezes a rubber bulb, 
which compresses air to shoot the ball. 
The harder you push it (or slam it in with 
your palm) the more compressed air and 
the faster the ball shoot. Peo called it an 
air plunger type pin game. It came counter, 
or on a matching wooden or steel stand, 
seven balls for 1¢ or 5¢ play as ordered. Slightly 
bigger than the standard BALLYHOO 
cabinet, MAT-CHA-SKOR is 32-1/2 inches 
long, 17-1/2 inches wide, and weighs 38 
pounds. It is also very colorful in yellow, 
red, blue, green, black and white. 
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Watling Manufacturing Company 


PROFIT SHARING PIN GAME Square Table 


January 1933 


Thomas W. B. Watling and 
his Watling Manufacturing 
Company of Chicago was 
never one to let a new coin idea 
slip away from him. So when 
pinball games came along... 

Watling was right on the 
dime at the 1932 Chicago 
coin machine show with a 
large, square table game called 
BLUE SEAL, a proprietary 
name the firm had used for slot 
machines and vending 
machines since the middle 
1920s. The game is enormous; 
37 inches high, and 28-1/2 
inches square, weighing in 
at 70 pounds and playing ten 
wooden balls for a nickel or 
seven for a penny as ordered. 
Looking something like a 
roulette wheel, the balls are 
shot in a circular route to 
lose speed and drop into holes 
near the outer edges or into 
the inner circle. Different, but 
nothing exceptional here. Its 
designer is Albert J. Watling, the 
baby of the family with four older 
brothers also in the company. Al 
was at the end of the line in the 
firm, handling shipping and adver- 
tising, or the other way around, 
with both of equal importance to 
the Old Man. But Al got his design 
shot with BLUE SEAL, and for the 
rest of his days saw himself as a 
pinball designer. 

One wonders why. The game 
died. True, going up against PLAY- 
BOY, BALLYHOO, HI-BALL 
and others at the same show was 
no picnic. But BLUE SEAL did 
worse than that. Watling adver- 
tised it all year long, and by the 
fall of the year was offering it for $25 in 
penny or nickel play, down from $50 and 
having dropped the price twice along the 
way. By December 1932 they were prac- 
tically giving them away, $10 down and $5 
a month to pay it off, with a new coin 
machine show right around the corner. 
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In January 1933 Watling came back 
with a new game called the PROFIT 
SHARING PIN GAME. New? It looks 
suspiciously like a BLUE SEAL right out 
of inventory with a jackpot feature stuck 
on the front. These were trying days for pinball 
as some of the industry leaders saw the 
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game as a new form of gambling 
device, so payouts were rife. 
At least some of the makers 
believed in subterfuge, with 
the Jennings MONARCH 
and Peo MAT-CHA-SKOR 
making the awards over the 
counter based on score. But 
not Watling. He stuck his 
jackpot right on the face of 
the game so there was no 
mistaking its intent. The 
payout plan was intended to 
spur play, and keep it up. The 
jackpots didn’t spill for certain 
holes or scores. Once again they 
were handed out by the loca- 
tion. With twenty nickels or 
twenty-five pennies in each 
window, the location owner 
theoretically unlocked the 
front to pay off the high scorer 
of the day with the contents 
of the left window, with the 
high scorer of the week getting 
the contents of the right window. 
In practice the location just slipped 
each winner a buck or a quarter 
and stayed away from the keys. 
Which meant the location was 
passing out anywhere from $2 to 
$8 a week, a dollar a day and two 
on Saturday for nickel play. If 
play was low the location was 
giving away money, and that wasn’t 
very appealing. That alone might 
have sunk the PROFIT SHARING 
PIN GAME. 

But there were other problems. 
Toughs kept newcomers from 
playing, and everybody had to 
stay until closing time to get the 
payoff, probably just hanging in 
there without buying anything. 
The whole concept of the game was 
a dud. But it is beautiful. Walnut 
top. A working ball lift. A built-in loca- 
tion split that can be opened at any time. 
It did some good for pinball, but not for 
Watling. Even before the 1933 show it 
was being discounted to $20. It was Watling’s 
last pinball machine. 
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D. Gottlieb & Company 
BIG BROADCAST (JUNIOR) Counter 


By 1933 if any one 
company name meant pinball 
it was Gottlieb. Bally was 
having its ups and downs, 
and it was Gottlieb that 
set the pace and provided 
most of the design excite- 
ment. They also very closely 
tied their names and games 
to popular culture, and the 
newest fads. 

Radio for one. Only a 
few years before radio 
listening was confined to 
experimenters and hobbiest 
nuts willing to put together 
a crystal set, stick on 
earphones (something 
entirely new in consumer 
technology) and listen inter- 
minably to all sorts of static 
to hopefully pick up a trans- 
mitting station. It was a 
clock burning activity very 
much like the early days 
of the on line computer 
internet and web. It took a 
while to commercialize 
radio, to provide actual 
shows, and a boxed set you 
could go to a store and buy 
and simply plug in to enjoy. 
But when it came it came in a rush. Sporting 
events, particularly summer baseball, poli- 
tics, and the coming of family shows, such 
as Amos n’ Andy (who started out as Sam 
n’ Henry before they switched stations) from 
Chicago on March 19, 1928; The Ed 
Sullivan Show out of New York on November 
20, 1929; and headliners like Jack Benny 
and Burns and Allen in 1932, made the 
medium the top home entertainment in the 
land. Radio stars appeared on magazine 
covers, holding a mike, and soon rivalled 
movie stars in popularity. Hollywood 
quickly got the message, and in October 
1932 Paramount Pictures released The Big 
Broadcast, based on the William Manley 
play Wild Waves, starring Burns and Allen, 
Bing Crosby, Kate Smith, Cab Calloway, 
The Mills Brothers, the Boswell Sisters 
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and a raft of other radio generated talent. 
A charming film (it still is!), it was also 
the big musical movie of the season, and 
the name of Gottlieb’s next line leading 
game for the 1933 coin machine show in 
Chicago. 

The Gottlieb BIG BROADCAST owes 
much to the FIVE STAR FINAL of eight 
months earlier. The figure eight action of 
the playfield is retained, spinning balls 
around two circular features that look like 
radio microphones circa 1932. At the 
center, and end of each of the five spokes 
of the two mikes, are holes. But they are 
different than any yet seen before, because 
they have vertical caps at the bottom end 
that snap shut when the hole is made. 
Gottlieb called them ball traps. The oper- 
ators quickly gave them the nickname 
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“Toilet Seats.” Once trapped, 
the ball scoots down to a 
scoring “radio station” with 
the balls going into the 
appropriate scoring chan- 
nels, with the ongoing score 
appearing on a totalizing 
dial below known as the 
Automatic Tally Recorder. 
BIG BROADCAST scores 
your game without you. No 
miscounting or disagree- 
ments. There it is, in a 
number. In a field of pseudo- 
gambling devices that 
required manual counts to 
score, this straight amuse- 
ment skill game changed 
it all. No gambling, no 
payoffs, lots of concentra- 
tion to make holes and a 
visual reward for your efforts. 
BIG BROADCAST was to 
the 1933 show what 
BALLYHOO was to 1932. 
And Gottlieb knew it. 
Within months they had 
closed up their small shop 
on Chicago Avenue and 
moved to a large factory 
building at 2736 North 
Paulina Street in Chicago. 
Gottlieb was on its way, and BIG BROAD- 
CAST was taking them there. 

The walnut stained cabinet BIG BROAD- 
CAST is 32 inches x 18 inches. BIG 
BROADCAST SENIOR, also ready in 
time for the show, is 45 inches x 22 inches 
on legs, making the initial model JUNIOR. 
Two months later, to meet the demand 
for a bigger but not so much bigger game, 
the BIG BROADCAST SPECIAL of 36 
inches long and 18 inches wide in a black 
cabinet on legs was introduced, and became 
the most popular model of all. All versions 
came in penny or nickel play, with ten 
steel balls, with one inch balls for BIG 
BROADCAST SENIOR. Bingo Novelty 
tried to copy the game, but Gottlieb got 
an injunction and they stopped. It was 
also mentioned in the Callison lawsuit. 
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Bally Manufacturing Company 
AIRWAY ‘Table 


February 1933 


AIRWAY turned Bally around, and they 
saw it coming. It also has “Toilet Seat” 
ball traps, a direct swipe from Gottlieb. But 
what the hell, everybody was doing it, 
and Gottlieb didn’t patent the feature. 
Even the totalizer looks like Gottlieb, but 
that wasn’t patented either. The wonder 
is the speed that so many new game ideas 
leaked from one game maker to another. 
The reason was perfidious distributors 
who passed game ideas around for favors 
in the blink of an eye. So here we have Bally 
with ball traps on a game at the 1933 
show where they were supposed to be 
introduced by Gottlieb. In later years it would 
be Bally that got the credit for ball traps 
and automatic scoring, even claiming they 
had AIRWAY in testing and improve- 
ment for two months before the show. 
But so did Gottlieb. And just like Gottlieb 
did with BIG BROADCAST, Bally built 
their booth theme around the game. 

The designer of AIRWAY was 
Herbert Breitenstein, one of two 
genius brothers that would be off and 
on the Bally engineering payroll 
over the years. In addition to its 
revolutionary scoring features, 
AIRWAY also had the exclusive 
Bally “Swan” plunger and ball lift 
assembly, a double “V” structure 
with the shooter right above the 
lift knob. But putting them one 
above the other, a player could 
keep a finger on the lift during the 
play for a fast next shot without 
breaking concentration. Or so they 
said. Game size is 36 inches by 18 
inches in a black cabinet, and 40 
inches high on its legs. Play is ten 
balls for a nickel. The playfield is 
walnut with ten silver airplanes 
each with a city name. Bally press 
releases described its play: “Just as 
the targets in a shooting gallery 
tumble over when they are hit, so 
in AIRWAY the minute a ball has 
been placed in a hole, that hole 
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automatically closes. Thus the player tries 
to knock over one target after another. Thus 
also the player must progressively aim for 
greater accuracy with each ball he shoots 
into the field, because the minute he 
places the first ball in a hole, he eliminates 
one possible scoring hole from the field 
and increases the hazard of getting in the 
out hole.” Bally called it a “challenge to 
skill.” And more: “Another feature of the 
game is the automatic score register. As 
the balls are placed in the scoring holes, 
they operate this register, flashing the 
numerical value of the hole, the color 
corresponding to the hole, and the name 
of the city. The balls do not appear after 
once dropping into the hole, and the 
score shows on a series of dials on the 
Score Register. Besides automatically 
recording the score, this register provides 
for the possibility of a pay-off based on color 
combinations.” There’s that nasty possi- 
bility of gambling again. What Bally 
didn’t tell you was that the balls 
had a propensity to stick under the 
playfield once they dropped in a 
hole, making the score reels stick 
halfway. But the operators knew. 

AIRWAY was the longest selling 
Bally pinball game to date, and kept 
that record for years if not forever. 
Starting out with a rush, including 
an order for 2,500 games from a 
single New York City distributor 
coming out of the show (which was 
later upped), AIRWAY was still 
selling in quantity a year later. It 
was improved a month after the 
show, adding a better tilt mecha- 
nism added to the upper right hand 
comer of the cabinet as shown in the 
photos, and the game just kept selling 
and even going on backorder. It was 
also the game that truly popular- 
ized American pinball in Europe, 
giving Bally an export advantage 
for years. 
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American Sales Company 


TIVOLLJR. Counter 


February 1933 


A straightforward gambling pitch: 
“TIVOLI JR. is a reward paying machine. 
Made for 5¢ play and 1¢ play, 8 balls 
for 5¢. The player invests his odd change 
in playing the game because he can 
secure a reward of 10 cents to $5.00. The 
challenging appeal of this award card 
system is that the player does not have 
to wait until the end of the week to 
see who made the highest score. There 
is no doubt or suspicion left in the 
player’s mind, for he can see as soon as 
his score is totalled whether he has 
earned a reward. TIVOLI JR. gets play 
that floor machines won’t get. For 
TIVOLI JR. is built on sound princi- 
ples of psychology. When a customer 
gets his change from the cashier, he 
does not have to look around for a 
game to play. TIVOLI JR. is sitting 
right there on the counter, in front of 
the customer. This may sound ever so 
simple at first, but it is one of the 
greatest money-making ideas that has 
come to the operator. TIVOLI JR. was 
designed and built to cater to that trait 
in human nature to play a 
machine, right at the moment 
when he has some small change 
in his hand. This is the secret 
of the counter model machine.” 

Could modern pinball have 
really come from this? This 
blatant copy comes from a 4- 
page brochure for the TIVOLI 
JR. marketed by the Amer- 
ican Sales Corporation of 
Chicago. One wonders how the 
game ever survived these sleazy 
years, promoting gambling at 
a time when the house had 
an unconscionable advantage 
and players were desperately 
trying to win money with 
enormous odds stacked against 
them. That was the Great 
Depression, when people tried 
mightily to make a nickel or 
a dime here or there. Some 


of the game makers and marketers boldly 
exploited that desire to try and get some- 
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thing for nothing. It wasn’t just pinball, 
because the counters of the country were 
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filled with games and gadgets designed 
to take your money and give little if 
anything in return. By the beginning 
of 1933 pinball was so popular it was 
quickly added to the list of machine 
types that catered to this trade. Amer- 
ican Sales Company was a leader in 
the genre. It didn’t manufacture games, 
but had them made under private label 
to market under their name. The 
company was founded by Lee S. Jones, 
an industry old timer, who started in 1904 
as an operator of Regina SUBLIMA 
coin music boxes. At one time, twice 
actually, he was the sales manager of J. 
P. Seeburg Piano Company and later corpo- 
ration promoting coin-operated pianos 
and ultimately their first pinball games. 
With the deepening Depression he saw 
opportunity, and got a group together 
to set up the American Sales Company 
as a distributorship to sell coin machines 
to operators on the time payment plan 
in a business where sales were C.O.D. 
or CWO, including their own branded 
games. TIVOLI JR. was their second 
game and featured a very 
touchy tilt device to discourage 
cheating. The game designer 
was Danny Odom, an old 
carnival man and circus manager 
who became a major reward 
paying pinball game designer 
in 1932 and 1933. He had 
created a similar game for 
Bally called 3-RING CIRCUS. 
Rewards were printed on a 
back marquee panel, including 
the message “Clerk or person 
in charge must be notified 
and permitted to verify total 
score with balls while in place 
when player’s total score corre- 
sponds with red numbers on 
chart. Failure to do so voids 
score. If you tilt machine score 
is void.” These games didn’t 
last long as players soon discov- 
ered they were hard to beat. 


But they were around long enough to give 
pinball a bad name. 
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Lindstrom ‘Tool Company 


STEEPLECHASE Non-coin Bagatelle 


April 1933 


What goes around comes 
around. Bagatelles led to 
pinball, and once pinball 
was a success, it led toa 
rebirth of toy bagatelle 
games. One of the first to 
capitalize on the success of 
pinball as a bagatelle maker 
was The Lindstrom Tool 
and Toy Company of Bridge- 
port, Connecticut, re-named 
in 1925 as an outgrowth of 
The Lindstrom Tool, Die 
And Gauge Company. After 
making a line of wind-up toys, 
dolls, and other stamped 
metal playthings, in the 
spring of 1932 company 
founder and toy designer 
Frank L. Lindstrom came 
up with a wooden toy 
bagatelle game with metal 
fittings and a spring shooter 
called the HY-BALL PIN 
GAME. It was based on 
the Modern Games And 
Novelty Company PLAY 
THREES made in Akron, 
Ohio, in 1928. But because 
it was, it had the same basic 
playfield as the coin-op 
Gottlieb BAFFLE BALL, 
then at the very height of 
its popularity. Lindstrom 
was right on the market 
and it was almost too good 
to be true. Lindstrom followed up later in 
the year with POKER BALL PIN GAME, 
a direct swipe of the Gottlieb PLAY-BOY 
with practically the same playfield on 
their wooden bagatelle frame. 

But the games were lacking. Gottlieb was 
making its own very sturdy and colorful 
BAFFLE BALL HOME GAME and other 
non-coin toy bagatelles using steel and 
aluminum castings, and active competition 
required something more than what Lind- 
strom had to sell. So Frank Lindstrom re- 
engineered his format and created the 
distinctive metal rimmed cabinet and 
shooting channel that characterizes Lind- 





strom bagatelles for their remaining produc- 
tion years up until World War II. Primarily 
a stamping house, the newer Lindstrom 
bagatelle frame has stamped and formed 
sections along the bottom and right side, 
with a band steel rim going completely 
around a wooden or Masonite board to 
form the two sides and the top arc. The result 
is sturdy, minimalist and attractive, and could 
be banged out in great quantities. What 
differed was the playfields, game names 
and graphics, plus a variety of colors on the 
metal portions. 

The first game in this new series was a 
repeat of the earlier game with the BAFFLE 
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BALL playfield, only now 
it is called STEEPLE 
CHASE, with horse heads 
over the playfield scoring 
holes and troughs at the 
bottom. Game instructions 
pasted on the back of the 
game reveal the unifying 
aspects of the earlier HY- 
BALL PIN GAME and later 
STEEPLE CHASE: “This 
game can be played two 
ways, either as a HY SCORE 
(Bagatelle) game or as a 
STEEPLE CHASE race 
horse game. (In STEEPLE 
CHASE) Each man picks a 
colored marble for his horse. 
The mottled marbles are 
the ‘field.’ The three mottled 
marbles together represent 
a horse. Any colored marble 
reaching any of the four 
lower rings marked 150, 
250, 350, and 500 is ‘first’ 
and pays 1-1/2 to 1 in the 
150 ring, 2-1/2 to 1 in the 
250 ring, 3-1/2 to 1 in the 
350 ring, 5 to 1 in the 500 
ring. Any colored marble 
reaching the upper ring 
marked 100, 200, 300 and 
400 is ‘second’ and pays 
even money in the 100 ring, 
2 to 1 in the 200 ring, 3 to 
1 in the 300 ring and 4 to 
1 in the 400 ring. Any colored marble 
reaching the bottom baseline is ‘third’ 
and pays 1 to 2. When a colored marble 
gets into a ring of its own color, it pays double 
the odds mentioned. (In HY SCORE) 
Each player shoots seven marbles, one at 
a time. The scoring value of each disc is 
plainly shown by the numerals appearing 
on the game. However, when a marble 
enters a disc that has the same color as 
the marble, then the score is doubled.” 

STEEPLE CHASE games are generally 
found with a “Copyright 1933” notation 
on the back, and sometimes “ Copyright 
1934.” 
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Genco Manufacturing Company 


SKY RIDE Counter 


After selling Genco the 
castings for their inexpensive 
countertop pinball games as 
an outside supplier, and 
designing the playfields for 
his customer to make use of 
his castings, Harvey Heiss 
was finally hired part time for 
projects off and on by the 
Chicago game maker and 
became a member of its 
corporate family as a game 
designer. And did he ever 
design! Once away from the 
limiting shackles of what 
he had to sell, Heiss went 
for game entertainment, no 
matter what material or 
production process was 
required, just so long as 
Genco could make it cheaper 
than anyone else and sell it 
for a lower price. These were 
tougher parameters than you 
might imagine when you 
consider there were a dozen 
or more pinball makers trying 
to do exactly the same thing. 
And that’s where the design 
genius of Harvey Heiss came 
into play. He continually 
pulled it off, and ended up 
on the payroll full time. 

One of the greatest spurs 
to design was the Chicago 
“Century Of Progress” Worlds © 
Fair of 1933, repeated in 1934. 
The fair started in May and ran 
until October, and in spite of the fact it 
took place at the height of the deepest 
depression in American history, it was a 
rousing success. Why not! Repeal was 
voted in May, and the restaurants at the 
fair served beer for the first time since 
Prohibition was forced upon the nation at 
the end of 1919. The whole country flocked 
to the fair to have a good time, a beer or 
two or three, and came back again the 
next year to do it all over again. The fair 
portrayed a Deco world of streamlined 
trains and sleek cars, trolley busses and 
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electric appliances, modern houses and 
all-metal airplanes, all scattered around 
the grounds and viewed from above by 
suspended cars riding on cables over the 
fair between two massive towers that was 
called the SKY RIDE. If you went to the 
fair, you had to go on the SKY RIDE, even 
though it was a high rickety ride with 
nothing below it. It was scary! But what 
an inspiration. The Rock-Ola JIG SAW shows 
the SKY RIDE and its towers on its silk 
screened playfield graphics, but no one 
made a game with the name until Heiss 
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proposed it to Genco. The 
game has an incredibly wiggly 
playfield feature that gives 
the ball a terrific ride. There 
are four of these winding 
tracks that really are a kick 
to watch. As Heiss remem- 
bers the game, the most diffi- 
cult job was to bend these 
chrome plated steel tracks. 
He did it by stamping three 
layers of steel, all matched, 
with each of the four chan- 
nels having different dimen- 
sions and curves. SKY RIDE 
is a most unique game, and 
a lot of fun to watch as the 
balls go racing down the 
steel rails. 

When SKY RIDE came 
out it was promoted as the 
lowest priced pin game avail- 
able, selling to operators for 
$12.50 each, plus $1.50 more 
for a matching metal stand. 
They remained in production 
off and on a few times for 
seven months, with about 
15,000 games produced. So 
where are they? SKY RIDE 
is a hoot to play, yet it is 
one of the rarer high produc- 
tion volume games from the 
early 1930s. Most of them were 
sold to a New York City 
distributor, so they should 

be found in the east. The game 

is about BALLYHOO size, coun- 
tertop mostly, 33-1/2 inches by 16-1/2 
inches. The promotional copy calls SKY 
RIDE “The new Genco popularly priced 
game. Skill! Beauty! Thrills! 1¢ or 5¢ play. 
Has all the new play features. Real skill is 
required to shoot the balls through the 
loops and onto the chromium tracks for that 
THRILLING Coney Island Speed ride to 
high score holes. Beautiful, rich walnut 
cabinet. Conservative nu-style playing 
board, the new ball tilter. They can’t tilt 
the machine. A sure fire money maker.” 
But practically lost and gone forever. 
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Bally Manufacturing Company 
BLUE RIBBON Table 


December 1933 


Improving (or at least modi- 
fying) the breed. Bally AIRWAY 
beget ROCKET, the revolu- 
tionary payout pin game. Then 
Bally ROCKET beget BLUE 
RIBBON, the non-payout game. 
The “Toilet Seat” traps lived on 
and the players loved it. Designer 
Herb Breitenstein had a string 
of game successes under his belt, 
made possible by the produc- 
tion engineering capabilities of 
brother Bud Breitenstein who 
made sure that the mechanical 
parts would work well together 
and the games were marketable. 
It was a designing and engi- 
neering team unmatched in the 
industry, and survived for years into the 
Bally electromechanical slot machine 
days in the 1960s. 

BLUE RIBBON was promoted as 
having “All the beauty and action of 
ROCKET but without automatic 
payout.” That meant that territories that 
wouldn’t accept the payout ROCKET 
were raw meat for BLUE RIBBON, 
with the players getting the same 
action either way. The racing car 
graphics playfield is the same; the cast 
aluminum automotive grill, bumper 
and headlights are the same, only they 
say BLUE-RIBBON instead of ROCKET; 
the scoring totalizer is the same; and 
the black and chrome trim cabinet is 
the same, except the double chrome 
strip with the logo device in the center 
says “BR” for BLUE-RIBBON rather 
than having the big inverted arrowhead 
logo device with the “R” in the middle 
for ROCKET. The only difference is 
you don’t get the high score money 
payout. 

But you don’t need it. ROCKET is 
such an interesting game beyond its 
payout proclivities, which means that 
BLUE RIBBON is no lesser game. The 
ball goes all the way around the playfield 
when shot, coming out at mid-right racing 
for the checkered flag. Make a-hole and the 
weight of the ball shuts down the “Toilet 
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Seat,” only by now the operators were 
calling them “Toilet Lids.” Once in the 
hole the ball travels underneath the play- 
field down its own track to trip a lever to 
show its score in the window at the bottom 
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across the face of the racing car 
front. Everything is manual; 
there’s no electricity here. If you 
were to look at the underside of 
the playfield you could hardly 
help but marvel at the myriad 
tracks that lead the balls to their 
scoring numbers. At the far left 
lower playfield, above that auto- 
motive grill, is the tilt device, a 
small steel ball on a pedestal. 
Tilt the game and the ball falls 
into the perimeter ring around 
the central post. Put in another 
coin, and the tilt is reset when 
the pedestal goes down, picks 
up the ball and lifts it high once 
again. All mechanical, very 
marvelous. The machine sold for 
$39.50, but Bally’s advertising said, 
“Once you get a taste of the money 
BLUE RIBBON will make for you, 
you wouldn’t give up your BLUE 
RIBBON for a $1,000 bill!” 

One of the marvels of BLUE RIBBON 
is the fact that Bally got it produced 
in quantity at all, as the company had 
just moved into a new production 
facility, literally paid for by ROCKET 
money. Bally had started production 
at the old 310 W. Eerie Street plant in 
downtown Chicago, and finished it 
up at the much newer three-story 
facility at 4619 Ravenswood Avenue 
on the north side of Chicago. Bally 
said it was “Deluxe Size,” 19 inches wide 
x 42 inches long with a 36 x 14-1/2 inch 
playing field. Bally also stated, “Why 
experiment with novelty games that 
the public get tired of after a week or 
so? Install BLUE RIBBON wherever 
you do not wish to use the automatic 
pay-out.” But there were even ways 
to get around that. By the fall of 1934 
Huber Coin Machine Sales Company 
in Chicago was offering a MYSTERY 
PAY-OUT attachment for pinball table 
games, BLUE RIBBON included. So you 
could bring the game back to its roots. 
BLUE RIBBON was also honored by being 


mentioned in the Callison lawsuit. 


Many dedicated pinball enthusiasts 
take great pride in their ability to look 
at a game, and quickly identify its manu- 
facturer, name and approximate date. 
The skill is endemic to the interest. 
So when most of them see the Shyvers 
BILLIARD FLASH they say; “What’s 
that, and who is Shyvers?” 

Kenneth C. (his nickname was 
“Cowboy”) Shyvers was one of the 
genius coin machine designers of the mid- 
1930s, putting his hand to pinball 
games, arcade machines, counter games 
and jukebox wall boxes. For a four to 
five year period his name was one of the 
better known in the coin machine 
industry. Yet he remained a loner. 
Shyvers was a coin machine maven in 
one of the crucibles of creativity that 
popped up at the beginning of the 
pinball boom. The Pacific Northwest 
may seem to have been far away from 
the center of activity, except for a 
number of aggressive distributors and 
their active operators. One of the centers 
of this activity was Seattle, Washington, 
where Shyvers set up his Shyvers Manu- 
facturing Company, bringing out his 
first pin game in the summer of 1933 
called SPIRIT OF AMERICA, “a custom 
built ivory pin game” according to the 
announcement ad. Quickly picked up 
by distributors in Seattle and in Los 
Angeles (and Ohio!), it all but instantly 
revolutionized pinball because it was so 
big. In December Shyvers announced 
four more games in his 
five-foot long “Spirit of 
America line,” including 
BIG ROUND-UP, 
DELUXE THREE, 
ANCHORS AWEIGH 
and BILLIARD FLASH. 
When they were exhib- 
ited at a Pacific coin 
machine show at the 
beginning of 1934, by 
which time the company 
name had changed to 
Shyvers Coin Automatic 


Company, they created a sensation. The 
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Shyvers Coin Company 
BILLIARD FLASH Electromechanical 


January 1934 
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day of the “Jumbo” size pinball game had 
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arrived, all but establishing the size of 
the modern game. The new format was 
immediately copied across the country 
as yet another sea change in the game 
took place. 

The flash in BILLIARD FLASH is a 
matter of lighting. Locations were still 
in the habit of giving awards for high 
scores. BILLIARD FLASH holds the 
balls in the made holes, with an elec- 
trical connection made under the play- 
field to light the green light at the 
lower right on the playfield when the 
score is a winner, whereas the leveller 
in the middle flashes the red light at the 
left if the game is tilted. The original 
games didn’t have the feature, but it 
was quickly added. Shyvers called it 
“The Great Green Light. The most 
sensational pay-off system the industry 
has ever known. Operators are amazed 
and exhilarated by the efficiency and 
simplicity of this cleverly controlled 
arrangement. The Great Green Light 
will come on all Spirit of America 
games after January 15th at no extra 
charge.” Two dry cell batteries operate 
the lights, and a bell. 

The jumbo size, and electric flash 
feature, make the game unique, partic- 
ularly when you consider that it is a 
contemporary of the Pacific Amusement 
CONTACT. It gives you an idea of 
the major contributions made by the 
Pacific coast to the game of pinball. The 
BILLIARD FLASH story didn’t end 
there. Shyver’s success 
was so great, he moved 
half of his operation to 
Chicago in the late 
summer of 1934 to be in 
the mainstream, setting 
up Shyvers Coin Auto- 
matic Company at 2240 
N. Racine Avenue in the 
city, while retaining his 
Seattle address. 
BILLIARD FLASH 
production moved to 
Chicago, while Shyvers 


also sold ideas to other Chicago makers. 
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Bally Manufacturing Company 
FLEET Electromechanical 


June 1934 


Once electricity was common- 
place in pinball marvelous things 
could be done that could never have 
been done mechanically. Electricity 
was a constant energy source that didn’t 
need a handle pull to charge a spring 
or a manual twist to turn a knob or 
handle to move a playfield element. 
Bing, bang, bong! It was there all the 
time (unless the batteries ran down, 
the bane of the early electric pre- 
plug-in games). With all the game 
makers racing to incorporate the 
new driving power in their play- 
fields to utilize the snap action of a 
solenoid to kick the ball around 
(much as the race for flippers took 
place a baker’s dozen years later) it 
fell to Bally to come out with the first 
popular, high volume game using 
the solenoid for something other 
than a kickout hole. 

The race to get FLEET 
to market was a real squeak. 
It was known that the idea 
of a kicking cannon feature 
was being developed by The 
Daval Manufacturing 
Company for a game called 
BIG BERTHA, scheduled 
for May 1934, and Ken 
Shyvers was also working 
on one that was ultimately 
called CANNON FIRE, to 
be made by both Shyvers 
and the Mills Novelty 
Company. How could all 
three companies be working 
on precisely the same idea? 
Someone started it, and 
others heard about it. Odds 
are it was originally a Shyvers 
idea that leaked, yet his game didn’t come 
out until July. Bally had their own false start. 
The designer was Herb Breitenstein, who 
originally conceived it as a game called 
BATTLESHIP with two cannons, one on 
each side, and terrific battleship graphics 
on a playfield that was reminiscent of 
ROCKET and BLUE RIBBON with a 


bottom totalizer. For some reason the game 
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didn’t jell, although Breitenstein got both 
a design and mechanical patent on the 
game. Starting all over, Breitenstein’s next 
attempt was a completely new playfield 
idea with seven—count them, seven!— 
cannon that was sure to blow the compe- 
tition out of the water, and seemingly did. 
Once again, completely new design and 
mechanical patents were sought, and 
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received. Breitenstein must have 
been working night and day for three 
months. 
In their announcement, Bally said 
FLEET was “A game with a really 
new idea! A game that has already 
started a new nation-wide craze! 
Just as BALLYHOO created the vast 
pin-game public...just as AIRWAY 
carried operators prosperously through 
the spring and summer of 1933...Bally’s 
latest and greatest hit will make 
1934 your biggest year!! Balls are 
actually shot from guns. Players load 
miniature cannons:fire away at high 
scores. Startling action keeps ’em 
playing by the hour! Balls fired 
uphill! Yessir! Actually shot back 
up toward high end of the slanting 
panel! What a wallop this action-feature 
hands the players!” 
It is a wallop. And a sketch. If 
you fill the six smaller cannon 
mouths (“not just pictures” 
as one catalog says) one at 
a time, with balls advancing 
to the next cannon upward 
as the “Action” hole is made 
at the top, plus the “Big 
Bertha” siege gun in the 
middle (that’s what one 
distributor called it, stealing 
the Daval name), and then 
make the “Action” hole 
once again, all seven cannons 
fire at once with seven balls 
in play. The “repeater” hole 
second from the top is shielded 
from the top, and only a 
ball shot from the top cannon 
can make it. But when it 
does all the balls in the lower 
cannon are shot, and shot again, advancing 
upward to the next cannon muzzles. Bang! 
Bang! It was years before that kind of 
excitement was matched, and surpassed. 
Bally called FLEET “Senior size,” 19 
inches by 42 inches. The success of the game 
was such that a smaller table version was 
also produced and released in August 1934 
called FLEET JUNIOR. 
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Stoner Manufacturing Company 


SUPER-8 Electromechanical 


July 1934 


A significant pinball producer 
in the 1930s, the Stoner name on 
a game suggested reliability and 
ingenuity. Originally an Aurora, 
Illinois, building contractor and 
later Great Depression years cabi- 
netmaker, they got started in pinballs 
in 1932 making cabinets and finally 
full games for the Chicago Coin 
Machine Exchange (later Company) 
and other game makers. They even 
made the Pacific Amusement 
CONTACT under contract to meet 
the midwest requirements for the 
game. When brothers Ted and 
Harry and father Marvin H. Stoner 
got a look at the volumes of the 
games they were making for others, 
they decided it was time to give it 
a go on their own. The new Stoner 
Manufacturing Company was incor- 
porated in October 1933 and they 
were on their way. Brother Harry 
was president, father M. H. was 
vice president, and brother Ted 
was secretary-treasurer. They started 
making games in their garage (trying 
times made them sell their big car) and dedi- 
cated their new company to offering imag- 
ination and design, and under Harry’s 
production direction and homegrown 
design talent, games with novel features. 
Ted, addicted to airplanes and flying, did 
the major selling. 

DOUBLE-‘8 of June 1934 was their first 
independent effort with a much improved 
and controllable ball lift and shooter 
which they called a “ball retainer.” Their 
second game, called SUPER-8, was an 
advancement on the same idea with a 
refined cabinet and playfield. It was an 
instant success which, in their advertising, 
the Stoner’s said “Like KING KONG 
sweeping the country with super power 
crushing all competition. Intriguing. Fasci- 
nating. Compelling. Commanding. Dynamic 
action.” referring to the fabulous RKO 
Radio Pictures King Kong feature film of 
the giant ape that practically ate New 
York that came out the year before and 
was still running in first run movie houses. 








Top: Stan Muraski Collection 


Bottom: Stan Harris Collection 


It was the Jurrasic Park of its day, and an 
exciting movie (including a very alluring 
Fay Wray who continually attracts the 
lovesick Kong). On videotape it’s 
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still exciting. 

So is SUPER-8. Stoner imme- 
diately hit a responsive chord with 
the operators by providing a game 
by designer Wendell Bartelt that was 
exceptionally reliable and durable, 
something not so true with many 
of the others, particularly those 
riddled with new technologies. It 
is of the then popular size of 21 
inches by 41 inches and the play- 
field is very colorful with a natural 
finish inside, framed by an apple green. 
border with red, white and black trim- 
ming the playfield and its chrome 
plated guards and pockets. The ten 
balls for a nickel make a full circuit 
around the playfield, and then head 
for the two center panels if your shot 
is good. In a way, the playfield is much 
like the Bally FLEET in that the six 
holes in the channels (scoring 500, 
1000 and 100 top to bottom) can 
be loaded up. Then, with a ball in 
the SUPER-8 hole at the top, sole- 
noids snap their balls to higher 
scoring holes and bells ring. Even 
balls that don’t score anything and end up 
in the out hole at the bottom can be recov- 
ered if a newly shot ball lands in the “Ball 
Return” hole in the top center right below 
the silk screened SUPER-8 name. The 
score is what you have at the end of the 
game, in holes on the playfield. And if 
the location gave prizes, that’s what they’d 
count. 

Then Stoner grabbed the hearts of the 
operators with an option that was ahead 
of its time, and didn’t mainstream until the 
Bally one-balls came along a few years 
later. Stoner called it the Magic Button, 
and it made real money for the machine 
operators. Fitted under the coin slide, the 
Magic Button allows you to play more 
nickels. If your score is low, and you have 
two or three balls in the out hole, you 
push the Magic Button, put in another nickel, 
and get the three balls back to increase your 
score. You can do that up to six times, or 
as much as 35¢ per game. Stoner certainly 
knew the market, and their customers. 
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Stoner Manufacturing Company 


THE BALL FAN Electromechanical 


Once off and running, Stoner 
advancements in pinball under 
the aggressive drive and open imag- 
ination of designer Wendell Bartelt 
were relentless. Operators soon 
learned to expect the latest, and 
possibly the greatest, from the firm 
with every new game. Particularly 
after the advent of THE BALL 
FAN. Baseball and other compet- 
itive sports were popular themes for 
pinball games or any coin-op amuse- 
ments. The manufacturer’s liked to 
get their sports themed games out 
just before or right at the start of 
the annual season, and 1935 was 
a year when everybody seemed to 
be ready. Seven new baseball 
themed games came out within 
weeks of each other, including 
Pacific BIG LEAGUER, Daval 
BOX SCORE, Exhibit Supply 
BATTER UP, Genco BASE BALL, 
Chicago Coin BASE HIT, Western 
Equipment BASEBALL 
and the Stoner THE 
BALL FAN, with Gottlieb 
not in the lineup for some 
reason. Prior to the summer 
of 1935 some of the most 
popular pinball games 
had used the baseball 
theme almost to death, so 
something new was 
needed. Stoner’s THE 
BALL FAN provided it in 
abundance. For some 
reason this game hasn’t 
caught on with collec- 
tors, and it never shows 
up in a Top Ten or even 
a Top 100 collectible 
games list. It probably 
should, and may yet some 
day. The reasons are many. In THE BALL 
FAN Stoner completely restyled the 
conventional pinball cabinet to get away 
from the boxy look that had existed since 
the game began. Stoner made the cabinet 


lines of THE BALL FAN flow in a modi- 


June 1935 
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fied Moderne style, taking it out of the 
dated Deco look. The big change was in 
the backbox. Stoner incorporated a stubby 
battery operated lighted marquee that 
maintains a tally of the home runs as the 
score advances. Stoner called it a “Real base- 
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ball electric scoreboard.” The power 
also operates kickers. In spite of the 
fact that playfields were still filled 
with holes with balls to fill them, 
which were then dropped down 
for the next game, THE BALL 
FAN brought pinball a long way 
toward the modern game. 

In play, you get ten balls for a 
nickel. In Stoner’s words: “BALL 
FAN is vivid, racing, red-blooded 
action, and it starts with ball one. 
You play real baseball on BALL 
FAN’S diamond. Singles, two 
baggers, three base hits, Home 
Runs. Ball replays itself automat- 
ically time after time—as the 
runners slide home—the whole 
field teems with pell-mell action 
while your score blazes from the elec- 
tric board.” Stoner made another 
advancement with THE BALL 
FAN. Look at the side of the 
cabinet. Those are baseball 
graphics. If this isn’t the 
first dedicated game 
cabinet, it’s sure close. 
Stoner started the special- 
ized cabinet design trend 
and the industry quickly 
picked it up. 

1935 was also the first 
year for night baseball, 
with United States of 
America president 
Franklin Delano Roosevelt 
pressing a button in Wash- 
ington the night of May 
14 to light up Crosley 
Field in Cincinnati. The 
year FDR lit up the game 
for “America’s favorite 
pastime,” Stoner lit up the 
game for pinball. And 
maybe Chicago’s D. Gottlieb & Company 
was particularly wary about taking a stand 
with a baseball game that year. The 
Chicago Cubs made it to the World Series, 
but came home losers. They’ve been that 
way mostly since. 
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Peo Manufacturing Company 


ALL AMERICAN FOOTBALL Electromechanical 


September 1935 


The acceptance of MAT-CHA- 
SKOR and other Peo game ideas 
chiseled the future of the Rochester, 
New York, company in stone; they 
were a pinball maker. And they 
were always pushing the envelope. 
They were there for the coming of 
the backglass which, as in many 
developments in pinball, came slowly 
but surely. It was big stuff early in 
1935 to have some sort of back panel 
that did something other than show 
the name of the game or endlessly 
list an award schedule. Once the 
Rock-Ola ROCKELITE of March 
1935 showed the advancing score on 
a stubby backglass the other makers 
had to follow fast or they would be 
out of the ball game. Peo added 3- 
dimensional action in a landmark back 
panel that both advances the score 
but also moves balls. It is as exciting 
to watch as it is to play the game. 

Peo made their first football pin 
game near the end of 1934. It was 
called PIGSKIN, a flat top table 
game with a single kicker cleverly 
advancing the balls down the field 
to score touchdowns. They 
called PIGSKIN “The All 
American Football Game.” 
They apparently kept devel- 
oping the idea, for three 
games later they came out 
with ALL AMERICAN 
FOOTBALL, a game tech- 
nologically light years ahead 
of the earlier version, yet 
only ten months apart in 
real time. The precursor 
of ALL AMERICAN 
FOOTBALL was a June 
1935 game called TRAVEL. 
A back panel was lettered 
“TRAVEL Around The 
World,” with ten marbles 
at the lower left end of a 
trough. When you make the top TRAVEL 
hole (Peo called them pockets) one of 
the balls is kicked to the top channel of 
the backglass and rolls partially down to 
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a lower channel to indicate a score of 
500. Make more TRAVEL holes and more 
balls are kicked into the score trough. 


Peo called TRAVEL “The only game with 
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action in backboard.” And it is 
exciting. TRAVEL also has a kicker 
in the center of the playfield that shoots 
balls into a lower playfield to try 
and make six holes that spelled T- 
R-A-V-E-L. With ten balls it’s not 
impossible. 

In September, just in time for the 
fall football season, Peo took the 
identical backglass idea and converted 
the kicked scoring balls to touchdowns. 
It makes ALL AMERICAN FOOT- 
BALL a lot more exciting. Peo said 
it was a game with “New exciting 
double action—10 balls in the back- 
board and 10 balls in the regular 
playing field.” They added some- 
thing else; two kickers, one each 
left and right near the bottom of 
the playfield. Three holes at the 
top have gates. Get in the left one 
and you score a touchdown, a back- 
glass ball is kicked into scoring posi- 
tion, and you shoot again. If you 
miss at the top and get into the 
lower playfield, you either get a 
touchdown at bottom center, kicking 
up another backglass ball, 
or you land in the left or 
right kicker. The left kicker 
puts you back in the lower 
playfield, while the right 
kicker sends you back up top 
to start the play all over 
again. Game ends when 
ten balls are played, with 
the number of touchdowns 
indicated on the back panel. 
The tilt is a ball on a two 
rail track below the bottom 
touchdown hole. Tilt the 
game and all the touch- 
down balls in the back- 
glass are dumped. 

Strangely, Peo never 
advertised the game, so it 
doesn’t show up in data bases or other 
pinball histories. It has another nice touch, 
great looking football graphics on the 
sides of the cabinet. 
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Bally Manufacturing Company 
ALL STARS Payout 


April 1936 


It’s 1936 and another base- 
ball season approaches. Now 
it’s Bally’s chance to bat the 
ball. And score on a back- 
glass. One short year after 
Stoner’s THE BALL FAN the 
backglass has become a perma- 
nent part of pinball, and has 
already taken the form that it 
would retain until the present 
era; a decorated backlighted 
translucent panel with game 
graphics and scoring elements. 
The glass will get bigger, the 
graphics more elaborate and 
the scoring features will go 
through numerous stages of 
evolution, but the basic idea 
has been the same ever since. 
Same for the dedicated cabinet 
artwork, which on the Bally 
ALL STARS is unmistakably 
baseball, with silkscreened 
white balls and bats on a grassy 
green field. Pinball games are 
no longer pretending to be 
nice pieces of furniture with 
conservative art elements 
that will fit comfortably in 
well appointed hotel lobbies. 
Suddenly they are explosive expressions 
of pop culture with their own individualistic 
look. They are what they are what they are. 

Bally ALL STARS is a one-ball payout 
or ticket game that increases its payout odds 
as more coins are added, a further advance- 
ment of the Stoner Magic Button idea. It 
seems to have started as Project No.86, a 
game called BASEBALL, which was 
dropped. Not surprisingly, as both Genco 
and Western Equipment used the name in 
1935, and the pinball division of O. D. 
Jennings and Company already had dibs 
on the name for their own payout sched- 
uled for May 1936. ALL STARS payout 
is Bally Project No. 90, a quick four 
machines later, and one of a string of one- 
balls that were making a name for them- 
selves; PROSPECTOR, ACE, JUMBO, 
BALLY DERBY, PEERLESS, BALLY 
BONUS, MULTIPLE, PARI-MUTUEL, 
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its matching twin HIALEAH 
and ALL STARS. The twist 
in the Project No. 90 ALL 
STARS and No. 91 HIALEAH 
is the fact that they feature 
changing odds, with ALL 
STARS also offering addi- 
tional Double Award and 
Mystery Award payouts. In 
announcing the game, Bally 
said, “Operators from coast 
to coast reported record- 
breaking profits with ALL 
STARS, Bally’s new changing 
odds 1-shot baseball game. 
Collection reports received on 
the first few hundred machines 
shipped prove that ALL 
STARS will even exceed 
BALLY DERBY for steady 
consistent play and large earn- 
ings to operators due to the 
many new and different 
features.” But Bally was 
supposed to say that, and 
every game was supposed to 
be better than the last one. 
It was the added features that 
made the game. The Double 
Award is made when a ball is shot into the 
Double Header hole. You get the ball 
back on free play, and whatever score you 
make with it when you shoot again is 
doubled. The Mystery Award comes with 
any payout, normally 50¢ but with Mystery 
payout up to $1.50. With the Double 
Award that can go up to $3. It was a lot 
to shoot for for a nickel. 

But the most appealing feature remains 
the changing odds. Adding coins ups the 
odds, cranking up even the easiest hole to 
30 to 1 odds. Yet ALL STARS wasn’t 
promoted very long. Maybe it gave too 
much away, as consistent playing by latter 
day collectors suggests that there isn’t 
much house percentage. It pays out a lot, 
and often. 

Bally Project No. 92 is the ticket payout 
ALL STARS and No. 94 is the ticket 
payout HIALEAH. 
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Rock-Ola, the manufacturer that 
started backglass scoring, remained on 
the cutting edge of pinball design, pushing 
its games a notch or two farther than 
the competition any time they could. 
Rock-Ola continually hung in there, 
and was notable for its unusual themes. 
For instance, BIG BANK NITE is based 
on a night out at the movies. What’s 
the possible connection, you might ask? 
That’s just one of those things that 
conventional histories forget. In looking 
back at the past, the way people lived is 
usually lost in concentration on the way 
countries acted, who won the ball games, 
and what the stock market did. Lost is 
the way stores changed, physically and 
in what they had to sell, what men and 
women wore, and the 
importance of the 
movies in the years 
before the arrival of 
television. The movies 
did things then that 
you wouldn’t even 
imagine today. After 
the “talkies” brought 
sound to film at the 
end of the 1920s, atten- 
dance boomed. But 
then came the Great 
Depression, and it 
dropped. So double 
features came along in 
1932. Even the biggest 
and the best films were 
double billed with a 
“B” feature to give you 
two movies for the price 
of one. In 1936 “Bank Night” was initiated, 
with the image of a big spinner wheel 
projected on the screen during the coming 
attractions, spinning out ticket numbers 
and dollar amounts. The patron who had 
the matching numbers on their ticket stub 
was the “Bank Night” winner, and got 
anywhere from $5 to $20 depending on 
what the spinner showed. If you went 
home early you missed out; you had to be 
there to win. If you weren’t the pot rolled 
over to be just that much larger for the next 








show. Some theaters made it manual, with 
a drawing on the stage (movie theaters 
had stages then, just in case vaudeville 
came back) to match ticket stubs, a proce- 
dure usually followed when there was more 
than one prize, be it money, dishes, books 
or whatever. Other theaters passed out an 
item to every patron at “Dish Night,” or 
“Book Night.” Truth be known, my family 
got a 20-volume set of the “classics” that 
way, a book a night for three in atten- 
dance at the movies for twenty weeks. I saw 
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a lot of movies as a kid that summer 
and fall. 

When Rock-Ola tabbed BIG BANK 
NITE as a game theme, they were right 
on the money. They solidified the connec- 
tion by showing a theater in the back- 
glass, an elegant movie palace called 
the TIVOLI (you can only read “VOLI” 
on the marquee, but you get the idea) with 
its big “Bank Nite” sign, typical of the 
era. The game is also played the same way 
the theaters confirmed attendance and 
made the awards. First you register by 
buying a ticket, then the winning number 
is signalled, and finally you get the prize 
as long as you are there to get it. In BIG 
BANK NITE, the game, you get 6 balls 
for a nickel. Make the holes and the 
score lights up on the 
“light box” backglass. 
There are two ways to 
win. Four in a row, up, 
across or diagonally in 
the top playfield grid 
pays depending on the 
score on the backglass. 
Better yet, if you make 
the “Register” holes at 
top or bottom, plus 
“Winning Number” left 
and right, and finally one 
of the “Player Present” 
holes, you get paid what 
the “Bank Nite BANK” 
says on the dial. That 
dial notches up 
every time the “Bank 
Increases” hole is made, 
game after game, and 
only pays off to the player who nails all three 
of the holes, with “Player Present” getting 
the prize in a cash payout from the loca- 
tion, all because the lighted backglass tells 
them to do it. Big stuff in 36! 

Rock-Ola did something else to make BIG 
BANK NITE like the movies. They were 
the first to slant the woodrails for both 
appearances sake and to make it impossible 
to “park” a cigarette and leave burn marks 
on the game, just as it was illegal to smoke 
in the theater. 
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One of the great travel 
thrills of this lifetime is to 
visit the Queen Mary 
drydocked at Long Beach, 
California, on the Pacific 
coast just south of Los 
Angeles. Here the gigantic 
and world famous British 
Cunard ocean liner sits for 
all to admire, and go on 
board. There’s nothing 
quite like having an iced 
dry martini in the fabu- 
lous Deco bar under the 
bridge, facing forward and 
pretending you are making 
a crossing, knowing full 
well that “Getting there 
is half the fun,” the famous 
Cunard theme line. It’s 
virtual reality without the 
need to electronically plug 
in and take off. And you can 
do it. It’s there, right now. 

It reminds you that there 
really was such a boat, and 
people really did live that 
way and paid big money 
to criss cross the Atlantic 
on floating cities of luxury. 
It’s unbelievable. But in 
its day it was the height 
of opulence. Queen Mary 
arrivals and departures 
were news, often making the 
front pages of New York 
newspapers with stories 
listing the celebrity passengers on board. 
The same in England. It was the beginning 
of “leg shots” of visiting ladies of the stage 
and screen by the press. And somber shots 
of politicians. 

The Queen Mary, named after Britain’s 
reigning queen at the time, was launched 
in 1934 to an adoring North Atlantic 
press which reached inland to Europe and 
North America. By the summer of 1936 it 
was the best known ocean liner in the 
world, and continually newsworthy. Rock- 
Ola, quick to spot a trend, and having 
just embarked on the production of 1-ball 
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pay tables starting with CREDIT, quickly 
appropriated the name for a new idea in 
payouts. QUEEN MARY has no holes, 
with the exception of ten scoring pockets 
at the bottom of the playfield. You get 
one ball to play with for a nickel, which 
runs up score as it hits trip wires set in 
wire channels the length of the playfield, 
coming to rest in one of the 10 holes 
below. Did you win? That’s what you don’t 
know right away as only the lighted pockets 
pay, and the Mystery Coin Chute makes 
them randomly flash up and down the 
scale from 1 to 10, changing the odds and 
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finally settling on a winner. 
Is it you? You don’t know 
until the lights stop blinking. 
(QUEEN MARY also has 
sound, with the ship’s bell 
ringing every time the ball 
trips a score wire. Then 
there’s the elusive Blue 
Ribbon Award of $8 for 
tripping a switch in the 
center bottom of the play- 
field with restrictive wire 
fences on each side and a 
spring wire bumper to divert 
the ball just above the slot 
that lets you make the 
score. That, plus the awards 
of 10¢ up to $2 tops, offers 
a possible total payout of 
$10. All the payouts are 
made in a discreet hidden 
cup at the bottom of the 
cabinet front, with nickels 
and large 50¢ tokens adding 
up to your award. But were 
those Blue Ribbon Award 
wires really tripped in play? 
They look impossible. 

QUEEN MARY has 
attractive features, and 
options. A ticket payout 
unit was an option, as was 
a mint vender to get around 
the legal issues of a payout 
game. Built-in was the 
Rock-O-Pac, a current 
converting power pack that eliminated 
the need for batteries in plug-in locations. 
The playfield is a big 50 inches long, with 
super graphics of the QUEEN MARY 
coming right at you. It is one of the best 
looking games of its day. Jam in a nickel 
and...Bon Voyage. The game also garnered 
a bit of Anglo luck. British royalty was 
suddenly hot press late that year and into 
1937 when the newly crowned king of 
England, Edward VIII, renounced his 
throne and royal duties in December for 
“...the woman I love.” Everything British 
was big that winter I'll tell you. 
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In the 1930s the largest coin 
machine producer in the world 
was the Mills Novelty Company 
of Chicago. They liked to think 
of themselves as the General 
Motors of coin machines, with 
one distinct advantage. They 
didn’t have to report their actions, 
or their earnings, to a bunch of 
stockholders because they remained 
a family held company. Which 
meant that the decisions they 
made, good or bad, were protected 
along with their jobs. So they 
took chances, experimented, and 
tried everything, including pinballs. 

Like most big companies, 
they didn’t pioneer a new field. 
They let it shake out some 
before they committed. So while 
they were at the 1932 coin 
machine show with a table 
game not quite a pinball called 
ENGLISH, their first true pinball 
game didn’t come out until a few 
months later with the intro- 
duction of a BALLYHOO size game called 
WOW. The next year they restricted their 
offerings to the OFFICIAL series, but by 
1934 they figured pinball was here to stay 
so they leaped in whole hog. By 1936 
they were pumping out games with the 
best of them. They also utilized the best 
they had, and that was the well honed 
automatic payout mechanical Bell slot 
machine mechanism. It had thirty years 
of development behind it and hummed like 
clockwork. So while others worked them- 
selves silly developing pinball payout 
mechanisms, usually electrical because 
that’s the only way they could get power 
into the system, Mills slapped their Bell 
mechanism to the end of a pinball table 
and added a handle pull to the game. 
Payout games like Q. T. PAY TABLE, 
EQUITY, TEN GRAND, McCOY and 
others all but dominated pay play locations 
that had Mills distributors in the area. It 
seemed the path was rigid, and camou- 
flaged slots were the Mills answer to payout 


pins. Until the one ball TYCOON came 
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along at the end of 1935. A seven way 
coin head was added, working much like 
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the old floor slot machines of 
the turn-of-the-20th century. 
Other manufacturers tried the 
idea, using multiple coin slides, 
while Mills had the tooling and 
know how to make it a single 
unit. It also let the players call 
their shots. A nickel played in 
coin chute number 7 told the 
game that the player was shooting 
the ball for the number 7 payout 
trough at the bottom of the 
playfield. The problem was, 
TYCOON was buggy, and was 
soon recalled, to be later replaced 
in production. But the idea was 
too good to squander on a single 
troubled game. For one thing, 
seven chutes made it possible 
for seven players to compete 
against each other in a single 
game. And that meant multi- 
ples of money for the operator. 

So down the track came 
RAILROAD by the fall of 1936. 
Game design was by Bert E. 
Mills, the Mills engineering guru of slot 
machines, with an overview by Fred Bull, 
a long time (over five years, translated 
as eons in the early days of pinball) pinball 
design expert, and the man in charge of 
the Mills Novelty Pin-Game Experimental 
Department. What RAILROAD adds is 
graphic excitement with straight and 
crossover railroad tracks on the playfield 
for the single shot ball to follow, with 
each line having several money paying 
stations along the route. The seven coin 
chutes and corresponding troughs indi- 
cate the line names, including Gulf, St. 
Paul, Pacific, Penn, Northern, Western and 
Belt. Put in your coin, or up to seven, 
push down that play handle, and shoot the 
ball. If you fall into a pay station on your 
chosen line, the game pays out automat- 
ically. With 27 pay stations on the field 
that seems easy enough. All you have to 
do is pick the right line when you ante 
up. RAILROAD also has an Electropak 


converter, so it’s a plug in. 
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D. Gottlieb & Company had carved 
out a number of specialty niches in the 
pinball universe, one of which was 
the Gottlieb card game. Since the 
days of PLAY-BOY way back in 1932, 
no one surpassed Gottlieb in card 
game formats. And when payouts and 
lighted backglasses came along, with 
electricity driving the payouts and 
lighting the lights in turn as needed, 
Gottlieb began to shine. Riding the 
tide of the times, they seemed to know 
how to master the development and 
production of electromechanical games 
better than just about anybody else. 
Gottlieb games weren’t troubled games, 
and they sold like popcorn. 

Gottlieb had lighted backglasses 
and electrical one ball payouts with 
ticket options by the summer of 1935. 
Then they hit on a great money making 
idea; generic one ball payout games. 
Starting in the fall of 1936, and running 
into the January 1937 show dates, 
Gottlieb created a series of seven 
games that had identical schematics. 
DERBY DAY was first, followed by 
HIT PARADE, with HIGH CARD 
coming along in November. Soon to 
follow were COLLEGE FOOTBALL, 
SPEED KING, DOUBLE FEATURE 
and MISS AMERICA, each having a 
different theme with matching graphics, 
but all playing the same way. HIGH 
CARD, naturally, was the card game, 
and a nifty play it is. Each suit has 
seven cards on the play- 
field; Diamonds on top, 
Clubs next, Hearts in 
lower center and Spades 
at the bottom, right above 
the out hole. Every hole 
pays, all 28 of them. The 
trick is to make one, and 
the lower you go the higher 
the odds: as high as 40:1 
for Spades, 20:1 for Hearts, 
16:1 for Clubs and 12:1 
for Diamonds. Pins, springs 
and coiled bumpers make 
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the going tough, with the odds flashing 
and changing on the backglass as you 
play. The promotion for the first four 
games explains their appeal: “Gottlieb 
payouts are preferred by leading oper- 
ators because they posses every quality 
essential for greatest profits and easiest 
operation. Here are offered Baseball, 
Football, Horse Racing and Cards— 
the four irresistible sirens of appeal. 
Choose the appeals according to the 
playing tastes of your locations. Or 
switch these games and keep your 
locations at top earnings. Whatever 
payouts you select you can be certain 
you’ve made a wise investment. You 
can also be sure of less service calls 
because Gottlieb’s tremendous produc- 
tion and payout experience means s- 
m-o-o-t-h performance, free from bugs 
and breakdowns.” That just about says 
it all, and applies to the three addi- 
tional “sirens” they added to the line 
in January 1937. 

Some additional specs. These games 
could be had with single or multiple 
coin slots, and you could get HIGH 
CARD with a nine coin head. There 
are 20:1 payouts on Deuces Wild or Joker 
holes, but only on the multiple coin 
slide model when all nine coin chutes 
are played. A ticket payout option 
was available. The cabinet size is the 
mature 54 inches by 26 inches. And 
that backglass is terrific. The artistic 
backglass of named artists were yet 
to come, but this is close. 
The literature says it was 
Monte Carlo artwork, and 
considering all the women 
are wearing evening gowns 
(a far cry from the playing 
audience) it would seem 
so. But a buddy poker 
game is also shown on the 
lower right of the backglass. 
Yo! 
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cabinet and can be mounted or 
removed in five minutes. In payout 
territory it ran as an option game. 
You can either play off the free games 
one at a time as recorded on the 
backglass, or push a button on the 
bottom of the game, and the payout 
coins drop into a swing-out cup. 
And for territories that wouldn’t 
allow such crass payouts, or in the 
case of temporary heat generated 
by local law enforcement, the payout 
unit was off and the player played off 
the games. Except. The option still 
held when you played in locations 
that paid off in cash over the counter, 
and then clocked them off the back- 
glass by pushing that switch below 
the cabinet. That also set a perma- 
nent record in a counter for free 
play games redeemed, for which the 
location was reimbursed by the oper- 
ator, thus retaining the payout feature 
while the “payout atmosphere,” as 
defined by Bally, was removed. 
The operators had other options 
in setting SKIPPER up for play, and 
pay. SKIPPER is adjustable 
for 5, 4, 3, 2 or 1 ball play, 
with 3 ball play the accept- 
able norm. Bally called 
SKIPPER “a BUMPER type 
payout or free game sensation” 
with the “same sensational 
pinless, pocketless action 
; i ‘ | i) eo now scoring a nationwide 
and the entertaining BUMPER 3 ed oe | oes hit in Bally’s BUMPER 
became the payout SKIPPER. er SKO DDE HH) a novelty game.” SKIPPER 
The playfield and cabinet Dts oc : Te aor 7 even had a life after. Over a 
are identical. It’s the same 3 : year after its appearance and 
game. The only visual differ- popularity, the Glickman 
ence is that the advancing Top fea feces Cailicden Company in Philadelphia 
backglass is now divided into Bottom: Bob Klepner Collection advertised for used SKIPPER 
left and right panels rather games, paying well for them 
than a single numerical scoring panel in __ rently with the recording of the score. At by obsolete pinball standards. They 
the center. To the right the score advances _ the end of the game the player has the converted them to an even higher award 
as you play on the “Growing-Score Total- option of determining how these free payout game called TREASURE with 
izer”, and to the left the number of earned games are to be paid off, provided the new playfield and backglass graphics. 
“Free Games” are indicated as your score machine is equipped with the payout Some years later the idea spawned the 
advances. At a certain score, set by the oper- “Petticoat,” a completely self-contained payout industry of wartime revamping of existing 
ator, free games are registered concur- _ unit that fits on the front of the lower games when new production wasn’t allowed. 


What pins? What holes? A revo- 
lution occurred in pinball when 
the Bally BUMPER of January 1937 
stole the show at the annual coin 
machine convention. After a plethora 
of payout games that all but destroyed 
the amusement value of pinball, 
BUMPER brought it all back with 
a bounce and gave the game back 
to the players to take it away from 
the gamblers. The Nils A. Nelson 
patent No. 2,109,678 for the elec- 
trified scoring coil spring bumper 
applied for on January 12, 1937 
took the burden of score keeping 
completely off the playfield and 
threw it on a backlighted glass 
where it advanced progressively. 
That alone would be enough to 
make the game the major turn in the 
road that it was. But BUMPER 
offers a lot more. It’s Entertain- 
ment. That damn ball goes every- 
where, and you have no idea where 
it will pop to next. The positive 
aspect is the feature took the gambling 
out of the game and made it pure 
fun once again. The nega- 
tive is that it also erased 
the skill. 

So much for that. Then a 
truly intriguing possibility 
hit Bally. What if you took 
the most entertaining machine 
of all and made it a payout? 
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3 STAR SPECIAL Electromechanical 


March 1937 


Pinball was no business for sissies. 

Every new game demanded new 
investment, and the cost of compe- 
tition kept getting higher and 
higher. Although the manufac- 
turers tried to control costs, they 
couldn’t afford to stint on game 
features because half a dozen other 
makers were always breathing down 
their neck and ready to take the risk. 
It got so the expense to get a new 
game to market was so stiff, two bad 
games in a row could knock a 
company out of business, and did 
so year after year. The game makers 
had to win, win, win to stay around 
at all. 

Pamco—Pacific Amusements 
Manufacturing Company—seemed 
to be continually skirting the edge. 
Starting out with CONTACT, and 
a series of highly successful games 
soon thereafter, by the mid-and 
later thirties they were scrambling. 
They were probably trying to do too 
much too soon, getting involved in 
console payout slot machines, arcade 
and vending machines while maintaining 
a position in pinball games. The oper- 
ators kept buying just enough to keep 
the wheels turning so they kept 
scratching along. In so doing, they 
also took shortcuts. 

Swiping ideas for one, although 
everybody did it. Within weeks after 
the Bally BUMPER bounced its way 
into the hearts of America’s pinball 
players, and quickly the world, half 
the producers in the industry were 
testing their own coil spring scoring 
bumpers, Pamco among them. Sure, 
the idea was patented, and Bally tried 
to get legal recompense, but things were 
moving so fast in pinball the complaints 
were all but lost in the shuffle. And 
just about anybody still around soon 
had a bumper game. The Pamco 3 
STAR SPECIAL leaned on other 
short cuts. The game is simplicity 
itself. There are two registering coil 





spring bumpers at the top, with 
four hard to reach holes in the 
center of the playfield. Each one 
lights a star in the backglass. Three 
contact bumpers on each side, left 
and right on the playfield, consist 
of stretched springs that make an 
electrical contact with a post when 
hit by a ball, which advance the 
pointer in the center of the back- 
glass. Bump up the score, light a star, 
and your score counts. Light three 
stars and your score doubles, but 
the backglass doesn’t tell you. Light 
all four stars and you get replays. 
Pamco’s description says “Entire 
board is alive. No dead spots. Every 
contact the ball makes anywhere 
on the board registers. Uses new type 
giant-wing spring as well as the 
bumper type. Giant score recorder. 
Visible from across the counter 
and clear across the entire length 
of the location. We’ve tested 3 
STAR SPECIAL in drug and cigar 
stores. Clubs. Taverns. Cafes. Hotels. 
Wayside inns. Waiting rooms. Every- 
where. It produces!” They added, 
“Largest light-up backboard of any 
novelty game in existence.” The latter 
wasn’t quite true, as everybody was 
building bigger and brighter back- 
glasses and backboards, and even the 
landmark Mills Novelty PEARL 
HARBOR of over a year earlier had 
a bigger glass. But the point was made. 
In one short year backglasses had 
grown from the squat scoring windows 
of the Bally BUMPER and SKIPPER 
to the full size backglasses of just 
about every game placed on the market 
by the end of the year. 1937 was the 
year of the backglass, from start to 
finish, going from short backboxes 
to large backglasses that didn’t change 
much in size for the next forty years. 
Who says pinball didn’t change much 
in the mid-1930s! It was a constant 
race of development. 
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Mills Novelty Company 
POST TIME Payout 


The Mills Novelty RAIL- 
ROAD payout pinball game of 
September 1936 got things on 
the track; POST TIME of the 
following spring made things 
take off. The 7-way coin head 
had proved its mettle, and the 
Moderne look had found a ready 
acceptability with the opera- 
tors of Mills equipment. Their 
time had come, and Mills was 
out there kicking ball. That 
would have been just fine in a 
non-competitive world. But 
pinball had grown into a big 
business, and as big as Mills 
was, pinball was never a top 
priority line. So for a long time 
it got second shrift in design, 
production and marketing. 
Except when the middle 30s 
came along. Mills made a 
massive effort to be a major 
player in the pinball field in 
the 1935 through 1938 period, 
and poured out models in great 
profusion that looked good and 
played well, from novelty games 
to payouts, five balls down to 
one. 

The one ball POST TIME 
is one of the classics. Mills 
never went skimpy on their 
hardware, and POST TIME 
makes the point. Big, chunky 
polished aluminum castings 
shine as the coin head, leg tops, 
the front playing handle you crank down- 
ward to play, game name on the cabinet, and 
the fabulous spinner at the top of the play- 
field. Behind a lighted sign called POST 
TIME in the upper middle of the playfield 
is a triple-numbered dial called the Post 
Time Clock with a solid aluminum spinner. 
You pick the horse or horses (depending on 
the number of horses played, up to seven), 
and playfield holes you want to play for 
Win, Place or Show, crank down that handle 
to register the coins and light up the played 
holes, and the spinner starts to do what it 
was built for. As it slowly whirls around, 
clicking past dial points worth anywhere from 
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10 for “Show” up to 200 for “Win,” you 
shoot. That’s where the suspense begins, 
because you shoot the ball at precisely the 
right time to get the highest odds. It’s a 
judgement call based on where the spinner 
is at any given point in time, slowly clicking 
to the next row of numbers. Once a ball is 
shot and the ball goes through the lighted 
Barrier Switch below the Post Time Clock, 
the spinner stops at the last contact made 
and the odds for Win, Place or Show are 
established. First there is the wavy row of 
Win holes; after that a v-shaped line of 
Place holes, and at the bottom Show holes. 
Whatever hole it lands in, if it is a horse 
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played, where the spinner 
pointer is aimed sets the payout 
odds. There are no out holes 
or drain, so the ball is going to 
land somewhere. You’re always 
playing seven to one odds for 
big to small numbers, three 
successive times in each game. 
And its the timing of shooting 
the ball that determines what 
these payout odds will be. The 
player is in control. 

Mills stressed that in the 
game literature, but also avoided 
scaring the neophyte away. 
They said, “You have plenty of 
time to shoot your ball, and it 
all depends on when the ball 
passes over the shut-off switch. 
Skill, practice, timing and study 
are tremendously useful in 
getting the highest odds—and 
yet the normal player, who is not 
attracted by skill, principally 
because he is a dub and knows 
it, can shoot the ball with his 
eyes closed, and has every 
chance of both getting the 
highest odds and collecting 
them.” Yeah, sure. 

You can usually date horse 
race games by the horse names. 
Get out your sports trivia book 
and run some of the these names 
by the record. You’d expect the 
projected 1937 racing season 
and the most hopeful horses 
coming out of 1936. But it’s a fictional 
race. Said Mills; “It’s POST TIME—and 
there at the barrier, ready for the greatest 
race of all time are Omaha, Black Helen, 
Black Gold, Reigh Count, Man O’War, 
Discovery and Gallant Fox! All great 
horses—and every one with an equal 
chance.” In real life Man O’War was the 
dominant horse in 1919 and 1920. But 
there is a twist. War Admiral, a male 
offspring of Man O’War, won the triple 
crown in 1937, the year of POST TIME. 
Mills should have been smart enough to 
put him on the playfield. 


1937 was a very horsey 
year for pinball. The tail 
end of the Great Depres- 
sion was still wagging the 
dog, and betting to win 
something substantial for 
a small wager was in vogue. 
More often than not that 
meant horse racing. The 
tracks across the country 
were in a resurgence of 
popularity, and the common 
folk were as likely to be 
seen there as the horsey set 
of years back. Racing had 
become very egalitarian. 

You could see it in pinball 
games, particularly in the 
one ball payouts. There were 
droves of these games. Even 
Chicago Coin Machine 
Company, the copycat king, 
reformed as a corporation, 
had their horse race one ball in 
PADDOCK. It is, for want of a 
better word, adequate. It’s actu- 
ally a lot of fun. If it had the Bally 
or Gottlieb name on it players 
would probably rave over the 
game. But it is the Chicago Coin 
clone of Bally and Gottlieb-ish 
games, with bumpers that look 
like their coils could have been 
wound in the Bally plant. So it is, 
there’s that word again, adequate. 
Not to omit an exciting back- 
glass. 

PADDOCK is a one ball coil 
spring bumper payout game that 
runs a race in lights on the back- 
board. As the bumpers are hit 
the lights race around the oval 
in the backglass and you know a 
race is in progress. The score is 
based on how many laps are 
completed by the lighted horse 
as it races around the oval. The 
advertising called PADDOCK 


“Chicago Coin’s horse race 1 shot 


bumper spring payout table” that was “Now 
ready! For the first time...the race from 
start to finish around the oval track on the 
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Chicago Coin Corporation 
PADDOCK Payout 
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startling Chicago Coin backboard! All the 
atmosphere and thrills of the turf alive in 
flashing perfect action.” The bullet features 
are “Odds change with every game. Odds 
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from 20 to 40! Pays on Win- 
Place-Show. Free play hole. 
Mechanical award adjust- 
ment.” Other than that last 
feature, everything sounds 
pretty familiar. Payouts were 
made in a wooden cup below 
the cabinet front. You have 
to push in the hinge side 
of the drawer to make the 
cup side come out of the 
cabinet in order to grasp 
the returned coins. 

Chicago Coin had 
another promotional plug 
up their sleeve. It was 
timing. The announcement 
press release said: “Just at 
the time when interest in 
horse racing reaches it yearly 
peak the Chicago Coin 
Corporation announces the 
release of its latest horserace 
payout game, PADDOCK. Awards 
are paid according to the laps 
completed. For example, 12 hits 
make one lap and the Show award 
is paid out according to odds 
showing. 18 hits, or a lap and a 
half, award Place odds, and 24 
hits, or two laps, get the Win 
odds. The player can follow each 
hit as the numbers on the rail are 
lighted.” 

The news release also said that 
Chicago Coin was “...running 
full production on the game.” But 
they couldn’t have been. It’s a 
rarity, and Chicago Coin records 
indicate only 296 were produced. 
But they learned from the expe- 
rience. Barely two months later 
they introduced a novelty non- 
payout bumper based game with 
a horse racing theme called TURF 
KING, with a full backglass and 
different playfield. If PADDOCK 
came out just in time for the 


racing season, TURF KING 


certainly didn’t miss it by much. Maybe it 
did better; Chicago Coin records say they 
produced 1,100 units. 
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Daval Manufacturing Company 


SIDE KICK Electromechanical 


If the Daval name is noted 
for anything in particular, 
it’s small counter games with 
cigarette and fruit reels. 
That was a twist on its fate 
as the company actually got 
started as a pinball maker, 
with the early April 1934 
totalizer game AMERICAN 
BEAUTY its first product. 
The firm was first set up as 
the G. B. Daval Company to 
make the game developed 
by the brothers Ginsburg 
(“G” and “B” standing for 
Gins-Burg), Eddie and 
Morrie, Chicago game 
distributors. When the 
producers improved the 
game on their own they 
dropped the G. B., and in 
June 1934 the Daval Manu- 
facturing Company of 
Chicago was on its way. For 
the next five years Daval 
was a pinball name to be 
reckoned with until rapid 
technological advancements 
blew their pinball division 
out of the water. 

SIDE KICK of January 
1939 was one of the last of 
their influential games, made 
when Daval was riding high 
and a far away ten games 
from the end of their pinball 
production. The rapid evolu- 
tion of pinball is evident, 
with SIDE KICK having the full backglass 
that characterized the late 1930s games to 
make them look much like the modern 
game at first glance. The technology would 
change a great deal over the years, but not 
the format. Daval made great use of the 
new format, with game features made on the 
playfield showing up in the lighted back 
panel. SIDE KICK was their trump card 
to be presented at the annual coin machine 
show in Chicago, held on January 16-19. 
To garner their fair share of attention ina 
show that was fickle and highly selective, 
Daval took out a full page ad in the January 
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21 show issue of The Billboard magazine 
extolling the merits of the game. They 
allowed as how “This past year has been a 
somewhat hectic one. It seemed at first 
that operating conditions were not what they 
should be...but toward the end of the year 
there was a marked improvement...and 
operators started making money again. We, 
at Daval, have been modest about our part 
in reviving coin machine prosperity. Yet 
I’m sure operators who look back at their 
most recent successful games...the games 
that brought big profits... will enthusiasti- 
cally throw an orchid or two our way,” in 
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a statement signed by 
company president Al 
Douglis. Humility wasn’t 
his strong card. 

Explaining the game, 
SIDE KICK was described as 
having “Everything you ever 
hoped for in a game—action, 
snap, speed, suspense, 
shifting lights, free balls, 
thrilling side-kick feature, 
colorful beauty and dazzling 
light effects, anti-cheat 
protection, complete 
metering, 100% guaranteed 
mechanical perfection. ..just 
everything.” The side-kick 
feature is a ball kicker that 
snaps the ball sideways at a 
“target bumper.” It’s wild. 
To add to the appeal, SIDE 
KICK came in three models; 
novelty high score, a reserve 
bank “Hi-score with $50.95,” 
and a free play version. The 
operators ordered what they 
could run in their territory. 

After the show the follow- 
up ads called the “SIDE 
KICK magnificent new fully 
adjustable 5-ball novelty 
game” a top game at the 
show. “Ask any operator— 
who copped all the honors 
at the show?, and he’LI say, 
‘Daval...by a landslide.’ 
Yessir, and the minute those 
operators laid eyes on SIDE 
KICK they stampeded straight for it! For 
SIDE KICK has everything the operator 
ever hoped for in one game.” Strong talk 
for a company that would be out of that ball 
game in two years. But it must have been 
a fairly good game for the operators, because 
it was still listed in the C.M.I. Blue Book 
in 1947 as an active location free play 
pinball traded on the open market. It was 
gone the next year, after HUMPTY 
DUMPTY and the flipper came out. But that 
meant an eight year playing life for SIDE 
KICK. Not bad for those days. 
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Bally Manufacturing Company 


FIFTH 


You would think it was 
last year. Or next. A 
colorful pinball game with 
action in the backglass 
featuring a baseball game, 
with a playfield loaded 
with features. Yet this 
game is well over half a 
century old. That says 
something about human 
nature, and American 
popular culture. Are we 
so different from the past? 
Not in our attitudes or 
enthusiasms. A good sports 
themed game will always 
attract attention, and if 
the play is phenomenal it 
will also bring in the coin. 
Or dollars. Some things 
do change. The machines 
get more sophisticated, 
and it costs more to play. 
Fifty years from today that 
will probably still be true, 
and fifty years from today 
the Bally FIFTH INNING 
of May 1939 will still be a 
playable game. 

In spite of its ups and 
downs as a pinball maker, 
Bally did accomplish one thing. It endured, 
and that alone kept kicking the game maker 
into the higher echelons of technology. 
While other pinball makers folded their 
tents as things got tough, Bally endured, 
and made bigger and better and more 
successful games. D. Gottlieb @ Company 
may have been Snow White, but Bally was 
the biggest Dwarf of the seven to follow. 
That was a simile that inched its way into 
the American business lexicon after the 
first full length Disney animated cartoon 
film of Snow White and the Seven Dwarfs was 
released in 1937. Grinding out an almost 
endless string of machines since its original 
game in 1932, FIFTH INNING was Bally 
project number 326, meaning that they were 
pumping out over 40 projects a year, or three 
or four every month. It was a frenetic pace. 

Bally received a lot of acclaim for its 


May 1939 





Courtesy of Gary Moise 


backglass action games, such as the CHAM- 
PION of August and ROLLER DERBY of 
October 1939. It was FIFTH INNING that 
started the ball rolling for 1939 after a land- 
mark Bally backglass action game called 
ARCADE came out in 1938. FIFTH 
INNING is a coil spring bumper game, with 
some playfield holes. As bumpers are made 
and the scoring advances, players run the 
bases on the “Flash-Action” backglass, with 
rollovers for every home run or “when lit” 
hits. The name FIFTH INNING comes 
from the fact that the game gives you five 
balls for a nickel, so the score with that 
fifth ball, or “fifth inning,” is what you get 
out of the game with the runs tallied across 
the top of the backglass. There is a lot of 
running, scoring and lighted action here. 
“Action in the playfield...” as described 
in a Bally press release of the time,“...consists 
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INNING Electromechanical 


of spiral bumpers, rubber- 
tire bumpers, all-rubber 
bumpers, whip-springs 
and pins. A player shoots 
to light up Ist, 2nd, 3rd, 
4th and 5th on the back- 
board by hitting corre- 
sponding large bumpers 
and also to score 5 runs 
(adjustable to 6,7 or 8) 
by hitting small bumpers 
(4 hits equal one run) 
thus lighting up Official 
Game on backboard. The 
player then continues to 
hit large or small bumpers 
for additional base hits. 
For each Official Game 
an award of one free game 
is given. After Official 
Game is lit the player 
receives one free game 
for each base hit. 

“Among the special 
features are: 

Home-run roll-over 
located at top of the board, 
which scores one run 
toward establishing Offi- 
cial Game. This roll-over 
registers four hits (four 
free games) after Official Game is established. 

Two shifting-light roll-overs are located 
at the bottom of the board, scoring same as 
top roll-over only when light is lit (lights 
alternate and change whenever a run is 
scored, either by crossing roll-over or by 
hitting four bumpers). 

A ball-return roll-over is located between 
the two shifting-light roll-overs and trapped 
ball is returned for free play. 

A sound effect, consisting of a ringing bell, 
is created every time an Official Game is 
established. 

A free game coin chute permits the player 
to play off free games without depositing 
coins; or the location may redeem free 
games and re-set free game register by 
pushing concealed button. All free games 
redeemed by the location are registered in 
the meter.” 
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Bally Manufacturing Company 
VARIETY Electromechanical 


June 1939 


Bally probably started lighted back- 
glass sequential scoring with their 
game AIRWAY OF 1937. Just about 
every game maker ran with the idea. 
Running the numbers up on a back- 
glass in sequence as they are made 
was exciting stuff in the late 1930s. 
Then Bally added the “Spottem” 
feature, and that made VARIETY one 
of the most exciting games of 1939. 

Back up a bit. The free play 
SPOTTEM Bally pinball project 324 
of February 1939 is a spiral coil bumper 
game that sometimes gives you two 
spotted, or lighted, free bumpers once 
a coin is played. You never knew what 
you'll get or if you'll get any at all; 
they rotate. If you do get two, with 
12 bumpers to be lit, you’re already 
one-sixth on your way to a score before 
a ball is even shot. Four months later, 
with Bally project 348, VARIETY 
went SPOTTEM one better by keeping 
the 12 numbered bumpers and adding 
two small unnumbered bumpers at the 
bottom of the playfield to run up 
points. The big addition is making 
bumper number 7—the hardest 
to make, of course—a redeemer. 
As the five balls go to the bottom 
of the playfield during play they 
are held there until the next game. 
But bump that number 7, and you 
get one back as a free ball. A 
skilled player can get two or more 
of the balls back, getting some 
real longevity and scoring poten- 
tial out of the game. 

Push in the coin and all of the 
spiral spring scoring bumpers are 
lit, with lights in a plastic tube 
inside of the bumpers. In play you 
want to knock out all 12 lights, 
which then light up on the back- 
glass. It’s no mean stunt. Tap that 
number 7 a few times and you'll 
get more chances to bump your 
way to fame and glory. In addition 
to the light show, the playfield 
and the backglass are very colorful, 
making VARIETY an exciting 
piece of Deco art standing still, and 
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a kinetic masterpiece in action. 

Then there’s that spottem feature. 
When you shove a coin into VARIETY 
you are just as likely to get two free 
spotted bumpers, awarded in pairs, as 
not. 5 and 6 are nice, but 4 and 10 
are magnificent as they are tough 
bumps to make with posts and other 
bumpers in the way. That also means 
that no two VARIETY games are alike. 
In short, as the name says, the game 
offers a lot of variety. 

VARIETY is also a reserve game, 
with a pot being built up over lengthy 
play that is used to repay high scoring 
games. The player that lights up all 
12 numbers on the backglass gets what- 
ever the climbing reserve number is on 
the glass, at which point the reserve 
starts over again for the next winner. 
A meter tells the operator what points 
are paid out in order to reimburse the 
merchant. VARIETY isn’t techni- 
cally a payout because it doesn’t have 
the machinery to spit out coins. 
But the effect is the same. When 
it came to the laws of the terri- 
tories, there were a lot of ways 
to skin the cat. 

As for game excitement, a Bally 
press release explains that to distrac- 
tion: “We’ve never built a game 
with such come-on-suspense before. 
In the factory and in our display 
rooms the boys go wild over the play 
of the game. It’s almost heart- 
breaking to have 40 or 50 points 
staring you in the face, with one 
ball left, and only one lighted 
bumper facing you, and then, just 
as that ball is hitting up more and 
more points, as it keeps pounding 
those dead bumpers, bango—miss 
that one bumper! But they won’t 
let go of the game because, maybe, 
just maybe, the next time they’re 
going to shut them all off and light 
that great, big beautiful rainbow on 
the backboard which means a 
winner.” 
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Mills Novelty Company 
SPINNING REELS Payout 


Son of ONE-TWO-THREE. 
Well, hardly. But it sure looks like 
it. The Mills payout format was 
a true winner, taking a pinball 
body and converting it to a slot 
machine that bounced balls into 
plastic bumpers over a slick play- 
field to move symbols in a three- 
reel backglass. Lots of action, 
great display, and a payout. The 
success of 1-2-3 (which led to 
model after model enhancement 
of the original) paved the way 
for a slot machine table with 
multiplying odds. And when 
Mills Novelty Company searched 
for aname for their new power- 
house payout, they picked one 
that they had been using for 
years: SPINNING REELS. It 
was the name of the external 
house organ they had been 
sending to operators and distrib- 
utors since the 1920s. Spinning 
Reels was a small magazine, 
Readers Digest size, packed with 
information and photographs 
that kept the operators up to 
date on new Mills equipment, 
had pages and pages of cheese- 
cake photography (sent out by 
the Hollywood film studios to 
hook the public, mostly male it 
would appear) and brief notes about 
what various operators were doing 
around the country and the world. It 
was a name already associated with 
Mills Novelty, and fit right in. 

If anything, SPINNING REELS 
is a triple 1-2-3. The same slot 
machine fruit symbols are there, and 
the payout award card. But three 
columns of payouts are indicated, 
showing the increased odds you get 
by adding coins. Four sets of three 
bumpers each, from top to bottom 
of the playfield, correspond to the 
three reels in the backboard. As balls 
hit the bumpers for each reel, the 
fruit symbols move up another notch. 
The problem is, you don’t have much 
control over that. Let’s say you have bumped 
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up three Bells, and the single ball is about 
dead. Then it bumps a bottom bumper and 
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throws a Lemon into the row. 
No winner, end of game. But it 
could work the other way 
around, too. 

Credit for the game goes to 
company president Fred Mills, 
who has his name on the basic 
patent 2,057,651 for a 1939 slot 
machine called the FREE PLAY 
MINT VENDER that was the 
pattern for SPINNING REELS. 
The company literature said it 
all in its blurb saying “SPIN- 
NING REELS, the fast, racy 
magazine for the coin machine 
operator, now has its match in 
SPINNING REELS, Mills new 
multiple payout table, repre- 
senting the absolute top speed 
in money making and play satis- 
faction. The way the game works 
is fast and furious and bank 
building: “Drop a nickel and 
shoot. If the reels stop in the 
right combinations, player auto- 
matically receives Bell 2-4 
rewards with a jackpot of $3.00. 
Drop a nickel, and then drop 
another nickel before shooting. 
Now, if the reels stop on a paying 
combination, player automati- 
cally receives DOUBLE THE 
USUAL REWARD, with a top 
jackpot of $6.00. Drop a nickel, drop 
another, and then drop a third nickel 
and shoot. Now on a paying combi- 
nation, player will get triple the usual 
reward with a top jackpot of $9.00. 
You can see why SPINNING REELS 
makes money so fast! The average 
play is somewhere between 10¢ and 
15¢, and since a single shot decides 
it without any delay, the game is 
finished with speed and gusto, and 
the table instantly ready for a new 
play.” 

Something else made it exciting. 
The playfield is chrome, with dazzling 
light reflections bouncing all over 
the place from those multi-colored lighted 
bumpers. Great game! 
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Bally Manufacturing Company 
SURF QUEENS Electromechanical 


Fast forward six years. 
Payout pinballs caught the 
attention of the law, and by 
1940 and ’41 payout pins 
were suddenly out in the cold 
just about everywhere. That 
should have opened the way 
for a whole new array of 
entertainment games, and 
did. Except that World War 
II came along and stopped 
production. That didn’t stop 
the wartime revampers, who 
bought up all the old games 
they could find and cobbled 
them up into novelty games 
with wartime themes. By the 
end of the war, when pinball 
production was resumed, the 
game was being played for 
fun and not money, with 
game names and themes 
based on everyday life and 
the fads of the day. 

Years before films like 
Beach Blanket Bingo and its 
successors in the 1960s and 
TV shows like the 1990s 
Baywatch, the postwar pinball 
backglasses brought the surf 
and sun to the bar, roadhouse, 
restaurant, train and bus 
stations, street arcade and 
other locations where 
teenagers and their slightly 
older elders got hooked on 
what seemed to them to be 
a new entertainment. The game was reborn. 
Unlike its past, and very much like the 
future, the graphics quite often featured 
girls! girls! girls! and created followings for 
unnamed artists whose names later became 
very important to the pinball collectors and 
aficionados of the last two decades of the 
20th century. 

Bally was the beginner of the trend, 
and SURF QUEENS of 1946 was the game 
that got it going. It was Bally’s project 
459 and their first novelty game after the 
war, following a one ball pay table called 
VICTORY DERBY and a five ball replay 
version called VICTORY SPECIAL. Amid 
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the hoopla for these two award games, 
SURF QUEENS was announced as a “New 
five ball novelty game. A winner in a class 
with BUMPER, BALLY RESERVE and 
other historic Bally games. For fattest 
novelty profits in years order SURF QUEEN 
now.” Of course it offered the “fattest 
novelty profits in years” because it only had 
the war years behind it. But it is also a 
delight in its own right. The elements of 
the pinball playfield had changed a lot 
since the spiral coil springs of the late 
1930s, with the plastic topped bumper 
moving into place as the premier play- 
field scoring feature. There were half a 
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dozen versions, by makers, 
with Bally moving into a 
second generation model 
under the direction of their 
resident electrical genius 
Donald E. Hooker. In his 
patent application Hooker 
notes that “In order to control 
the sensitivity of response of 
the wafer, and to procure 
new rebound effects, the 
present invention preferably 
suspends the wafer on sporing 
means which holds the wafer 
in an elevated or floating 
condition. Moreover, the 
wafer is provided with a solid 
reinforcing and rigidifying 
member having a sloping 
edge on top which the ball 
may climb to strike the 
bumper and at the same time 
depress or rock the wafer 
contact element.” Hooker 
applied for the patent on 
October 24, 1941, a little 
over a month before Pearl 
Harbor plunged the United 
States into World War II. 
Patent No. 2,322,091 was 
issued in June of 1943, and 
the new bumper was on hand 
for SURF QUEENS when 
postwar production was 
resumed. 

Bally had a hard time 
getting the game out. It was 
announced in January 1946 advertising 
as a “New 5-ball novelty sensation.” 
February 1946 flyers advised operators to 
“Get your share of the first SURF QUEENS 
off the assembly line.” In March the game 
was said to be in production along with 
three other machines, and the first selling 
ads broke in June 1946. Early games had 
a tag inside that said “Because of the 
temporary shortage of live rubber, present 
SURF QUEENS are equipped with all 
medium rubber rings,” adding “Use live 
rubber rings taken from old games or from 
your stock will be suitable.” The postwar 
game had arrived. 
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Exhibit Supply Company 
FAST BALL Electromechanical 


Baseball’s back! The war 
is over, the bombers and 
submarines and aircraft 
carriers on pinball back- 
glasses are gone forever, and 
baseball’s back. And the 
Exhibit Supply Company 
(they started calling them- 
selves ESCO, and put it on 
the front of their pinball 
cabinets for a while) had 
one of the first postwar base- 
ball themed games. It was a 
no fail theme, and the games 
were usually plopped on the 
market just as the season 
got into full swing. ESCO 
brought out FAST BALL in 
July of 1946. 

Exhibit Supply had moved 
itself into a position as a 
major player in pinball, 
hiring away Harry Williams 
and Lyn Durant from Rock- 
Ola and putting them in a 
think tank on West Lake 
Street in Chicago to come 
up with game ideas. They 
did in great profusion, giving 
Exhibit a string of winners 
in the late 1930s and into the 
early 40s. But when the war 
years came along, and 
Exhibit Supply was doing 
war work, Williams and 
Durant got bored and quit to 
go off on their own and form 
a company called United in 
order to revamp pinball 
games and make new ones 
out of old. They were the 
most successful revampers 
in the business, buying up the 
old Exhibit Supply games they had created 
years before and redoing them. Just about the 
time the war ended they split up again, 
Durant keeping United and Williams setting 
up Williams Manufacturing. So in the imme- 
diate postwar years Exhibit Supply was not 
only without Williams and Durant, it was up 
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against them as competitors. It was a worst 
scenario situation. 

The Exhibit games showed it. With their 
premier design team gone, ESCO contin- 
ually innovated their names and graphics 
and kept the same old games. FAST BALL 
may have looked different than SMOKY or 
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FIESTA or CROSS FIRE or 
VANITIES or their other 
games, but under the skin 
they were genetically the 
same. But so what! The 
demand for new games was 
sO pervasive, and supplies 
so short, that anything sold. 
And they were games 
initially designed by Harry 
Williams anyway, so they 
had to be pretty good. So 
Exhibit’s FAST BALL replay 
game entered an open and 
welcoming market. ESCO 
said it had “Skill shots! Free 
play hits! Lively, speedy 
colorful action for big repeat 
play and top earnings. Every 
play a potential winner! More 
than 30 free games possible! 
5-ball play!” In a world 
yearning for normalcy, and 
a younger generation that 
didn’t give a damn about war 
or politics and wanted to get 
away from it all, FAST BALL 
was one of the ways out. 

FAST BALL was yet 
another game that took a 
while to get produced and 
distributed. The original 
working drawings and 
schematics are dated July 
29, 1946, and the announce- 
ment of the game was in the 
same month. But it wasn’t 
until October 1946 that the 
game was advertised, 
suggesting that the lag time 
between the drawings and 
announcement and the 
actual deliveries was another 
case of lagging factory conversion from war 
work to peacetime pursuits. By October 
ESCO was advertising the game as “The most 
popular game on locations today, making 
daily records for big play.” That must have 
been short lived, if at all, as the game isn’t 
common. 


BOWLING 


Gottlieb went into WWII as 
the leading producer of pinball 
games, seconded by Genco and a 
farther away Bally. It came out of 
the war in the same position, with 
the whole industry waiting for the 
new Gottlieb games. They weren’t 
disappointed. Gottlieb promotion 
picked up their marketing posi- 
tion with the mission statement 
“There Is No Substitute For 
Quality,” with the postwar novelty 
games starting with STAGE DOOR 
CANTEEN in November 1945, 
a carryover from a wartime theme. 
That quality thought alone kept the 
industry patiently waiting, and it 
was six months before the next 
game came on line, with all sorts 
of inside improvements that 
Gottlieb’s war work had taught 
them. One small but nifty touch 
was a multiple connector that 
coupled anywhere from two to ten 
or more circuits by means of a 
multiple connector jack that fit 
into an adjustable socket bracket, 
speeding setups and avoiding wiring 
errors. David Gottlieb, who eschewed 
patents as being too late and unpro- 
tectable, put his name on this one along 
with co-patentee Anthony V. Jerard, a 
demonstration of his belief in the new 
method for handling wire connections. 
Applied for on May 18, 1946, and 
becoming patent No. 2,429,810 on 
October 28, 1947, it came along just 
in time for BOWLING LEAGUE. 

Sports themed games were long a 
pinball favorite, but it was Gottlieb that 
pumped bowling. They knew the theme 
was a good one for their BOWLING 
ALLEY of 1939 (and its wartime revamp) 
had done well. Only one or two other 
bowling games had been made in prior 
years, so it was almost a Gottlieb fran- 
chise. And in that, they stumbled into 
one of the fastest growing fads of the 
postwar years. An enormous jump in 
home building as a result of G.I. home 
loans offered to former servicemen and 
woman led to a burgeoning shift to the 
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LEAGUE Electromechanical 


suburbs surrounding the nation’s 
cities, and with it came a rapid 
growth in leisure time activities. 
In most communities that meant 
bowling alleys. Along comes 
Gottlieb with the perfect game 
for the new locations, which also 
met the need for the locations 
already crying for more product 
to put on their floors. The name 
is perfect, for the rapidly growing 
communities also needed mixers 
to bring people together. That 
meant the formation of bowling 
leagues to roll the ball on specific 
nights. BOWLING LEAGUE was 
a stroke of good fortune. 

The playfield is set up like a 
rack of pins, limited to six bumpers, 
plus two top scoring side bumpers. 
To adjust for the missing pins, the 
outside rows double up, with 
bumpers 2 and 4 also accounting 
for 8 and 7, while 3 and 6 take 
care of 9 and 10, creating a play- 
field with ten pins to be hit. They 
also face upward, as if the bowling ball 
were being thrown out of the arch, with 
1 being the point pin at the top. Knock 
down all the pins in the backglass and 
the game goes into “increased scoring 
values.” At the bottom of the playfield 
are two 5000 point holes, left and right, 
which Gottlieb calls “Jet” Kickers. In the 
trade paper advertising, Gottlieb said 
that the “Jet Kickers propel ball back 
through the field for tantalizing recovery 
shots and EXTRA SCORING.” The 
flipper was yet to come, from Gottlieb 
no less, and already players were expecting 
features that put the ball back up top or 
at least partway there to get another 
shot at the features before them on a 
rolldown. At a time when typical game 
runs were about a thousand units, 
BOWLING LEAGUE was finding place- 
ment in a raft of new locations, played 
by bowlers waiting their turn in the 
lanes of their favorite bowling alley. For 
many, the pinball game was probably 
more fun. 
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Marvel Manufacturing Company 


DOLLY Electromechanical 


November 1947 


The Pinball Curse. The 
Marvel Manufacturing 
Company of Chicago could 
have been one of the major 
pinball manufacturers but for 
The Pinball Curse. Gary Stern, 
contemporary president of 
Sega Pinball in Melrose Park, 
Illinois, after Sega bought out 
Data East Pinball Inc. in late 
1994, explains it well. Gary has 
been involved with pinball 
his whole life. His father Sam 
Stern was co-owner of 
Williams Manufacturing 
Company with Harry Williams 
in the late 1940s, later 
becoming full owner, selling 
it out and later taking over 
the assets of Chicago Coin in 
1977 with his son Gary to 
create Stern Electronics, a 
pinball maker. As Gary tells 
it, there is room in the busi- 
ness for three and a half to four pinball 
manufacturers, but not more. His exam- 
ples go back to the 1960s, but it seems 
that the curse really began in the late 
1940s, after the return of pinball produc- 
tion following WWII. 

Coming out of the war, the Big Four 
pinball makers were Gottlieb, Genco, 
Chicago Coin and Bally. Exhibit Supply 
was wounded by the loss of its creative 
team, and Keeney hadn’t made a full 
commitment to the industry, concen- 
trating on other forms of coin-ops. Mean- 
while three rash young upstarts entered 
the business. They were United Manu- 
facturing Company, Williams Manu- 
facturing Company and Marvel 
Manufacturing Company. All had started 
out as wartime revampers, converting 
existing games, and evolved into inte- 
grated manufacturers producing their 
own machines from the ground up. All 
three came out of the starting gate about 
the same time and had the same chances 
of success in the postwar years. Except 
for that curse. 

If you were to bet on a survivor, 
Marvel Manufacturing might have been 
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the best choice at the time 
because they were willing to 
take more chances and 
invested some money in their 
games. The coming of the 
flipper is a good example. 
Once Gottlieb introduced 
HUMPTY DUMPTY in 
October 1947 pinball changed 
at once and for all. The flipper 
added playfield excitement 
by booting a ball upward to 
give it another chance at fame. 
But the main contribution 
had a legal footing. The flipper 
made pinball a skill game and 
instantly relegated the payout 
and location pay free play pins 
to the dark ages. The flipper 
revolutionized the game. But 
everybody didn’t see it that 
way right away. 

Except Marvel. Chicago 
Coin, Keeney and Williams added the 
flipper to their games in December; 
Genco, Bally and Exhibit did so in 
January 1948. And United came in dead 
last in April. But Marvel Manufacturing 
Company had the flipper on DOLLY 
just a matter of weeks after Gottlieb 
HUMPTY DUMPTY deliveries got 
under way. Nobody else was faster. By 
late November Marvel was promoting 
DOLLY as having “exciting flipper 
action. Out hole scoring. Bonus pocket.” 
and adding that distributorships were 
available. That should have put them 
right out in front of the business. But it 
didn’t. By the end of 1948 they were 
gone, victim of the curse. And if you 
think the name of the game was in any 
way related to the charming Edwardian 
period stageplay, song, or movie Hello 
Dolly you’re dead wrong. That whole 
thing came along in the 1960s. Marvel’s 
DOLLY has playfield and backglass 
graphics that look very much like a Las 
Vegas style stripshow of the period, 
prompting more of a “Helloooo000 
Dolly” reaction. 
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Sunshine, the beach, and 
girls was one of the great 
enduring themes of 40s and 
50s pinball, and the 
Chicago Coin CATALINA 
is a classic of the genre. 
Pinball backglass art was 
just starting to be recog- 
nized as having its own 
artistic integrity, and the 
great named artists were 
beginning to attract a 
following. They worked in 
art studios in Chicago, with 
some of them doing glasses 
for a variety of manufac- 
turers. The Chicago Coin 
CATALINA, the second 
game by that manufacturer 
to have flippers, has art 
that has a distinct Roy 
Parker look to it. It is 
known that Parker did 
Gottlieb and Chicago Coin 
games among others, and 
this may be an early 
example. 

The CATALINA flip- 
pers are somewhat of the 
HUMPTY DUMPTY and 
the subsequent Gottlieb 
fairy tale series type, with 
two sets, a total of four, 
along the sides to pop the 
ball into the playfield. A bit 
livelier with better flipper 
placement than the 
new Gottlieb games, 
CATALINA is one of the 
first of the true skill games, 
with flipper shots making 
it to the undersides of the 
top row of C-A-T-A 
bumpers. The center and bottom of the 
playfield has L-I-N-A bumpers to fill out the 
name. Advancing scoring, from 10,000 to 
900,000 on the backglass, is worked into 
the art in classic Parker styling, with the 
numbers located in a series of colored flags 
on a ship’s line from lower left to upper 
right, with a lovely lady in a bathing suit all 
the while smiling at you while you play. 
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Get behind the two upper flippers to get 
into the CATA at left and LINA rollover 
lanes at right, and CATALINA is lit. Knock 
out the 8 bumper lights and that’s when 
the big scoring begins, with “Special When 
Lit” bumpers and a central rollover lane 
awarding 50,000 a pop. There are also bonus 
holes at the bottom of the playfield so the 
game isn’t over ’til it’s over. 


p-184 


NUS 


- 
oo S80 5 
CR ee 
wa vent y 
es, 7807 


Chicago Coin promo- 
tion didn’t mince words. 
In fact, it hardly had any to 
say. By April 1948 the game 
was still being advertised 
as “Now in its 8th week. 
New flipper action. Double 
bonus. High score. Super 
bonus build-up pockets. 
Free play lanes.” Before it 
was all over Chicago Coin 
had churned out 2,700 of 
the games, more than their 
first flipper game a month 
or so before, and quite 
possibly more than any 
game subsequently made 
by the manufacturer until 
the end of its days in 1979. 
It was probably their last 
big production number. 

There is a postscript to 
the game. Designer Jerry 
Koci truly believed that 
Chicago Coin had invented 
the flipper. Working on a 
baseball game in the 
summer of 1947, Koci 
suggested they put his 
swinging bat on a pinball 
game. The powers that be 
said no, so they were caught 
flatfooted when Gottlieb 
came out with the same 
idea before the year was 
out. Koci didn’t let go, and 
applied for a patent on an 
indigenous flipper on 
January 30, 1948, the 
month CATALINA was 
introduced. Patent No. 
2,520,283 for a “Pivotal 
Ball Return Means For Pin 
Games,” issued to Koci for the idea:and 
assigned to Chicago Coin Machine 
Company on August 29, 1950, shows a 
pair of flippers well down the playfield. 
The idea was right but the timing was 
wrong, but it does make you wonder how 
things might have turned out if Chicago 
Coin had been first with the feature that 
gave pinball a new lease on life. 
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Bally had schtick, and they schtuck 
to it. Their oversize one ball odds 
advancing horserace themed games had 
been enormously successful since the 
early 1940s, and they were the first form 
of Bally pinball games to come back 
after the war. At which point things 
began to move pretty fast. Universal 
Industries, Keeney and even Gottlieb 
got into the act with the one ball multi- 
ples. That put the heat on Bally. The 
other makers produced games in both free 
play and automatic payout versions. 
Bally did one better. They produced 
their multiples in pairs, one a free play 
and another, with a different name, a 
payout version of the same game. By 
the end of 1947 the Bally format of 
starting the free play and payout odds at 
3 “instead of old style 2” as a Bally press 
release stated (Gottlieb and Keeney 
started at 2 but Universal went the Bally 
route and started at 3, with Keeney 
quickly following), the spell name and 
A-B-C-D features, a build-up award 
feature and a motor driven shuffle 
that automatically shuffles the board 
was standard stuff. Add a feature 
of any kind, and Bally had added 
a game. Actually, two. 

Early in 1948 Bally had two pairs 
of one ball multiples on the line at 
the same time. Project 498 was a 
payout called JOCKEY CLUB, with 
its free play version project 499, 
called JOCKEY SPECIAL. Bally 
had long been adding the word 
“SPECIAL” to denote the free play 
version. JOCKEY CLUB and 
JOCKEY SPECIAL were noted for 
their “Mystic Flash” Horseshoe Flash 
feature, a designated hole lightup that 
flashes at random intervals when 
additional coins are added, giving 
the player a shot at earning replays 
or payouts by making the lighted 
holes. 

The next two machines on the 
line ended the tradition of adding 
“SPECIAL” to the name by 
providing new names for each 


version. Project 498-A is TROPHY 
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and 499-A is called GOLD CUP, both 
feature enhanced versions of JOCKEY 
CLUB and JOCKEY SPECIAL with 
completely different backglasses. They 
differ by adding yet another feature 
called “Fan Flash” to the earlier projects. 
In play, when you insert a coin one or 
more of the seven numbers on the back- 
board light up to create the “selections” 
for the coming race. Add more coins 
and you up the payout odds. Then you 
have one ball to land in a lighted hole 
in anywhere of four sections on the 
playfield, with Purse at the top, Show 
next, Place at lower center and Win at 
the bottom. To score big the ball has 
to survive the trip down the playfield to 
land in the Win holes at the bottom, 
specifically a lighted one. 

Which is where the fabulous “Fan 
Flash’ feature comes in. Keep pumping 
coins in the machine and the feature 
eventually lights up all of the 7 selec- 
tions, making every hole on the 
board a winner. And if you think that 
wasn’t a coin puller you’re not a 
student of human nature. Bally sales 
manager George Jenkins at the time 
claimed that GOLD CUP and 
TROPHY pulled in three to five 
additional coins per game over other 
multiples. It is irresistible! How can 
you lose if absolutely anything comes 
up a winner? That’s an easy equa- 
tion. Let’s say you put seven nickels 
in the game, and you shoot. That ball 
has to land somewhere, or drain. 
And the odds are that it’ll rack up 
less in free plays than you put into 
the coin slide. But human nature says 
you'll stick with it until the ball 
makes it down to a big hole. Don’t 
hold your breath, because the pins 
and bouncing springs on that play- 
field damn well make sure that the 
game isn’t giving money away. 

The looney fact is that although 
GOLD CUP and TROPHY have 
later project numbers than JOCKEY 
CLUB and JOCKEY SPECIAL, 


they came out first. 
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March 1948 


You can practically hear the 
starlit rooftop orchestra, and the 
castanets clicking, when you take 
a look at the United Manufac- 
turing Company MANHATTAN 
backglass. Great looking novelty 
game. Except for one thing. Here 
it is well into 1948, and there are 
no flippers on MANHATTAN. It 
all boils down to the misjudge- 
ment of one man, United founder 
and president and game designer and 
electrical engineer and promoter, 
Lyn Durant. 

Durant was one of the true 
geniuses of the industry. Paired 
with Harry Williams at Rock-Ola, 
then at Exhibit Supply, then 
together during the WWII years 
at United, the fabulous duo created 
some of the most memorable games 
ever produced. Then they split up, 
with Harry going off on his own, and 
Lyn remaining at the helm of United 
(and adding designer and engineer 
Mel Binks, and Universal Industries, 
to his stable by financially staking 
the company). Durant was also strong 
willed, single minded and no one to 
argue with. So when he decreed that 
flippers were a passing fad, and not 
worth the engineering time or money, 
United kept on making plain play- 
field games until April 1948. 
MANHATTAN came out in March. 

Although Durant almost always 
took the credit, the designer of 
MANHATTAN was a truly clever 
industry character named Iggy 
Wolverton. His first name was actu- 
ally Marcine, but when people saw 
the name in print, or heard it on the 
telephone, they assumed he was a 
she. So Iggy he became, both to friends 
and business associates. Wolverton 
had a fabulous design engineering 
career before he came to United, but 
it was mostly in wartime aircraft and 
ordnance design, which meant that 


jobs were short in the postwar years. After 
a brief stint at Wurlitzer, Durant hired 


him to design pinball. 





ween 
NMATT, 
sane 





Dennis Dodel Collection 


The United amusement games have a 


lot in common. Primary is their scoring. 
Their game names have three syllables 


(MAN-HAT-TAN) for a three rollover 
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spell name feature. On 
MANHATTAN a mixture of round 
and diamond shaped bumpers 
reaching from the top to the bottom 
of the playfield carry the letters to 
be made, with M-A-N across the 
top, a mixture of H-A-T along the 
left side and T-A-N along the right. 
As you hit these bumpers their 
lights go out on the playfield. But 
you have to knock out all three in 
a grouping, such as M-A-N, before 
that portion of the name lights up 
on the backglass. So the game 
progresses in lighted chunks. Make 
MAN-HAT-TAN and a lighted 
playfield insert glows at the bottom, 
doubling the bonus scores you rack 
up in the two kick-out holes at the 
left and right bottom center of the 
playfield. There are also two sets of 
three rollover lanes that light up three 
of the letters at once, saving a lot of 
bumping around. The trick is, get the 
right ones. 

United’s ad copy bullets its features: 
“Double-double bonus feature. Terrific 
last second cross-action suspense. 
New automatic shuffle. To play replays 
press button. Five-ball novelty replay.” 
But that wasn’t saying much when 
the rest of the industry was making hay 
out of describing the action of their 
flipper games. The disparity must have 
finally made its mark, for 
MANHATTAN was the last United 
novelty game made without flippers. 
But you sometimes can’t tell. So many 
United MANHATTAN games were 
retrofitted with flipper kits offered by 
parts suppliers and game manufac- 
turers, Exhibit Supply for one, that 
the surviving examples suggest it was 
a flipper game. But it isn’t. 

To get back to that artwork. It was 
done by Ad Posters in Chicago, a 
subcontractor to United, and the artist 
was George Molentin, the dean of 
pinball backglass artists. He was called 


back seven years later to do a larger version 
of the same backglass for a two card bingo 


buy in ball game...called MANHATTAN. 
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August 1948 


Okay, let’s get serious and play 
some real pinball. By the late summer 
of 1948 much of what pinball would 
become was fairly well established. 
Nice big colorful feature filled play- 
field with a lot of lighted plastic 
bumpers and kickout holes, colorful 
artistic backglass with lighted inflated 
scoring numbers, lots of sight and 
sound, flippers on the sides and ball 
lifts. Ball lifts? When in hell will 
that problem be solved? Lifting that 
ball takes time, and cuts down on 
the income because the games last 
longer. But that was a small problem 
when you considered how far the 
game had come in the past two or 
three years after WWII. The new 
game was the result of force fed 
evolution. 

Themes were all over the map as 
national emergencies faded into the 
deep dark past and the invisible 
driver of popular culture took over. 
Things were changing a lot. Beer 
came in cans. Kitchens had appli- 
ances no one had ever seen before, 
from blenders and deep fat fryers 
to some that were totally useless. 
Blankets were suddenly electric. 
The military mess hall “clippers” 
were converted to peacetime elec- 
tric dishwashers for the home, an 
unheard of luxury in the prewar 
years. The nylon parachutes of the 
recent past gave American women 
the durability of nylon hose. 
And you could buy frozen 
foods in just about every super- 
market. What a world! What 
a world! 

It was a world in which 
someone that was nutty and 
off the beaten track was a 
screwball. A dozen years earlier 
the term meant a well thrown 
curve pitched baseball. But 
words change their meanings 
over the years as youth has 
its way, and the upcoming 
younger generations modify 
the language. So when Genco 








named a game SCREWBALL in 
the summer of 1948, and had a goofy 
looking clown on the backglass, 
they were right in tune with the 
times. This game has often been 
credited to Steve Kordek as the 
designer, but that’s not the case. 
It’s a Harvey Heiss game, with a 
credit to Kordek that even exceeds 
that of game designer. When Heiss 
was out of commission for a few 
months due to food poisoning, Steve 
Kordek had to take over Genco 
game design, starting with a January 
1948 game called TRIPLE ACTION. 
Flippers had just come in, and Kordek 
put two at the bottom of the play- 
field, facing backwards by modern 
standards. And that’s where they 
have stayed ever since, only turned 
around, to give the pinball player a 
full shot up the playfield. When 
Heiss came back and took over 
design once again he did something 
courageous with SCREWBALL. 
First he left the flippers where Kordek 
put them as a credit to his protege. 
Then he took out all the bumpers 
and achieved all of the after shot ball 
movement with rubber rebounds. 
And does that ball bounce around. 
Even its advertising said “No 
Bumpers!” You have no idea where 
the ball is going, and you’d better 
react fast if it heads for a flipper. It 
literally took the country by storm. 
It was also cheap to produce 
as its electricity was limited. 
The proof of its popularity is 
the fact it received the 
Cashbox Magazine award for 
the most profitable pinball 
game of 1948. Its popula- 
tion was so big it survived 
for years, and even got its 
playing life extended when 
Block Marble of Philadelphia 
revamped the game as BEBOP 
a few years later, yet another 
pop culture ikon. 
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Once United Manufac- 
turing discovered George 
Molentin, they didn’t want 
to let him go. And once 
United discovered flippers, 
they couldn’t let them go. It 
took a while, but United 
Manufacturing was being 
blown into the mainstream 
of pinball design. They didn’t 
go willingly. Where Lyn 
Durant resisted flippers 
longer than anyone else, 
when he finally succumbed 
he did it his way. No sleek 
tapered arm for United, by 
George. Iggy Wolverton 
assembled just what the boss 
asked for. Durant had a way 
about him. He’d walk into 
the engineering department 
and say just exactly how 
he’d want something, even to the 
exact dimension. And the job of the 
back room was to give him just what 
he asked for, and make damn well 
sure it worked. 

The United Manufacturing flippers 
came out looking like two rigidly 
mounted posts encircled—enrec- 
tangled is more like it—by stretched 
rubbers. The fact is that one of the 
posts is shafted below the playfield 
while the other is cut off flush at 
the bottom to swing freely. So a 
multi-part flipper was positioned on 
the United playfield. But where? On 
WISCONSIN, CARIBBEAN and 
MONTEREY they sat awkwardly at 
the upper end of the playfield. Even 
as late as August 1948 they were still 
there on PARADISE. It wasn’t until 
BABY FACE came along at the end 
of the year that conventional wisdom 
prevailed, and they were moved to 
the bottom center of the playfield, 
precisely where the rest of the industry 
was just beginning to place them. 
In one swell foop United had matched 
the mavens of the industry and they 


were all on the same footing. Except: 
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United still had those funny 
looking double post and rubber 
rebound flippers. It would be 
a while before they gave up on 
their funny bumpers, but at 
least they were going in the 
right direction. 

But from that point 
forward United filled the 
BABY FACE playfield with 
a lot of their indigenous 
technology. And that 
includes a completely new 
bumper that gave the ball 
a kick. There are no stand 
alones on BABY FACE, with 
every bumper protected by 
a rebound rubber, enough 
to give the ball a double 
kick. The plastics are double 
ringed, with the bumper 
having a flat top. They look 
streamlined, tucked under cutaway 
islands of plastic surrounded by deflec- 
tion posts and centered by the 
rebounding rubbers. The game has a 
distinctly different look. 

The graphics are commanding. It 
has the Molentin look, so no doubt 
it came from the Molentin hand. A 
languid blonde in an evening gown 
is draped in a diagonal across the 
full field of the backglass, lower left 
to top right. This is a womanly figure, 
with a baby face. Lying on a couch, 
with a pillow under her head. Playboy 
Magazine wasn’t even a part of the 
culture yet (it would be five years 
later), and here we have the killer 
blonde taking it easy in our pres- 
ence. She gets even more 
commanding on the playfield, and you 
can really pin down her features. Is 
this a Lyn Durant girlfriend, a sort of 
early “Celebrity Game?” Lyn was 
noted for squiring around beauties, 
and this baby face certainly is. If 
only we still had George Molentin 
around to query him about the game. 
We'd ask, “Who’s the mystery girl, 
George? We think she’s real.” 
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Genco Manufacturing Company 


ONE-TWO-THREE Electromechanical 


How many games fall through 
the cracks? Many, if not most, 
of the popular pinball games 
have had a story or two written 
about them, yet here we have a 
great looking Steve Kordek game 
that seems to have been a literary 
orphan. Even Kordek scratches 
his head over this one, mostly 
because it came in a rush period 
when games were coming and 
going so fast it was hard to keep 
track of the differences. Genco 
had introduced PUDDIN’ 
HEAD, a knock off of Harvey 
Heiss’ SCREWBALL in 
November, and BONE HEAD, 
another one, in December. And 
here was a second December 
1948 game, this time coming 
from the mind of Steve Kordek. 
It owes much to the previous 
three games, with bumpers put 
back on the playfield in place of 
the bouncing rubbers that had 
been throwing the ball all over 
the place. But it was a stunt 
that had run its course, so ONE- 
TWO-THREE brought the 
Genco offerings back to the 
mainstream, with junior designer 
Kordek the pathfinder. The idea 
of making a knock off version of 
a prior game, or making two or 
three in a row, was a matter of 
economics. Quite often the 
points of difference between 
successive games were minimal 
as the manufacturers made repeated use of 
the components available to them in order 
to keep developmental costs in tow. 

Genco Manufacturing Company was in 
a growth spurt attempting to continue its 
line of pinballs at a time when they were 
also getting deeply involved in arcade 
machines to replace the aging games that 
had survived the 30s and the first half of 
the 1940s war years. The old arcade 
machine makers, specifically Exhibit Supply 
Company in Chicago and the Interna- 
tional Mutoscope Reel Company in Long 


December 1948 
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Island City, New York, had lost ground 
after the war by not being able to rush in 
with a full line of new equipment, leaving 
an opening for as many other arcade game 
producers as could fit in the cracks. Genco 
made a race for a piece of the market. 
They started out with a series of Harvey 
Heiss designed roll-downs in 1945, 1946 
and 1947 and quickly graduated to greater 
volume fare when they added lighted back- 
glass scoring to shuffleboard, and soon 
complete shuffleboard games, followed by 
arcade guns in the early 1950s. Throughout 
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this period senior Genco game 
designer Harvey Heiss was 
assigned to the exploratory 
equipment while his protege 
Steve Kordek took over many 
of the pinball duties, particu- 
larly when Heiss was out for a 
number of months early in 1948. 
It gave Genco an advantage, 
as they now had two skilled 
gamemakers on the payroll. 
Typically during this period 
the artwork was done by Roy 
Parker, fairly unchallenging as 
the games tended to feature 
numerical scoring rather than 
themes. But Roy still squeezed 
in his master touch, including 
a strange little fellow at the 
very bottom of the ONE-TWO- 
THREE backglass who seems 
to be swabbing a tree with ice 
Or paint or some strange 
substance. Only Roy knew, yet 
there’s a message here some- 
where. 

The lower playfield of ONE- 
TWO-THREE is wide open in 
the manner of SCREWBALL 
and PUDDIN’ HEAD, with the 
stock Genco round plastic 
bumpers upper and lower left 
and right, plus two at the top left 
and right, to bump the ball 
around the open spaces with 
rollovers in the center to light 
the bumpers. There’s a Special 
When Lit smack dab in the 
middle of the lower playfield with an Extra 
Special When Lit kickout hole above it. The 
left side scores green and the right side 
red, with the 1-2-3 for ONE-TWO-THREE 
frilly edged scoring bumpers with the 
numbers screened on top in the side corre- 
sponding colors. What had become the 
Genco conventional placement of flippers, 
to be followed lock step by the whole 
industry, had them at the bottom, making 
ONE-TWO-THREE a respected member of 
the mid- to late 1948 family of repeatedly 
similar Genco pinballs. 
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ROCKET Electromechanical 


May 1950 


In later years game designer Steve 
Kordek would be noted for his excep- 
tional space oriented games for Williams 
Electronics. They show an insight into 
the marvels of earth satellites and inter- 
planetary travel. Steve’s reputation is 
that of an ardent researcher who looked 
up the meaning and the graphics of 
any project he worked on. He is also 
noted as having a memory of every- 
thing he did. Which just might explain 
his affection for the out-of-earthly. It goes 
way back, and he stuck with it. It began 
in the 1950s. His first space themed 
game was MERCURY for Genco in 
March 1950. It had a unique feature. 
Almost like a space launch, it featured 
a lineup of ten kickout holes that worked 
like a relay race. Kick, kick, kick, kick 
right along as the single Genco “Power 
Bumper” at the top center was hit and 
a ball was passed from one hole to the 
next to jump back up to the top of the 
playfield. A very exciting concept. So 
Steve used it again two months 
later on the Genco ROCKET of 
May 1950, changing the theme and 
graphics to interplanetary space 
travel. 

The interesting thing about these 
games is that they predate the Amer- 
ican space program by a whole lot. 
The Mercury capsule and successful 
launches of men in earth orbit were 
still over a decade away. Rockets 
and space travel had a German 
name in that era, with Wernher 
Von Braun, a German rocket scien- 
tist living in the United States 
since the end of World war I], just 
beginning to preach about the 
wonders of space and the possibil- 
ities of space travel and orbiting 
space stations. It was in 1950 that 
Von Braun was put in charge of the 
U.S. Army’s ballistic weapons 
program in Alabama, a job for which 
he was well qualified based on his 
leadership position at the top secret German 
rocket center at Peenemunde during the war, 
supervising the building of the V-2 rockets 
that rained on London in the closing months 
of the war. Many people were troubled by 
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the role of a German rocket expert in 
America’s military. In retrospect, it would 
seem that this was in large measure the 
beginning of the American space program 
that would be so successful a dozen or so years 
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later. But in 1950 it was just another 
expression of militarism. But not to the 
starry eyed Steve Kordek. His answer was 
to ignore the dirty tactics of the Cold 
War and put these new space themes into 
pinball games that caught the public 
fancy. MERCURY wasn’t named for the 
space program, but for the planet 
Mercury in the solar system. ROCKET 
wasn’t named for NASA rocket 
launches, but for the possibility of 
peaceful space travel, all a gleam in an 
enthusiast’s eye. 

There was a logical reason to repeat 
a game, changing its name and graphics. 
1950 was a period of enormous inflation 
in the United States, fueled by the 
Korean War and its nasty habit of not 
going away. The inflationary leap of 
costs, and degrading of the American 
dollar, didn’t go away either. It stayed, 
reducing the value of savings while 
making people adjust to the higher cost 
of living in an advanced industrialized 
world. In spite of the higher prices 
it led to the consumerism bash of 
the Fabulous 50s (and the growth 
of credit cards to be able to afford 
the increased living expenses). 

Steve Kordek’s position at Genco 
was growing mightily while Harvey 
Heiss was tied up on arcade gun 
games, and working toward his 
masterpiece TWO PLAYER 
BASKETBALL game of the early 
1950s. That gave what had been 
the pedestrian pinball duties to 
Kordek, only Steve took the assign- 
ments more than a step further by 
taking chances and pushing his 
games beyond the norm through 
research, playfield features that 
corresponded to the game theme, and 
superior graphics. They would bring 
great credit to Genco, and to their 
designer, Steve Kordek. This gentle, 
soft spoken man created a giant of 
a game in ROCKET, as he did with 
so many others. Genco may have had the 
reputation for making good games at lower 
cost, whereas Kordek saw his franchise as 
making the best games that money would 
allow. It dramatically improved the breed. 
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SWEETHEART Electromechanical 


May 1950 


Shades of the United BABY FACE 
of a year and a half earlier, only 
switch the girl around from lower 
right to upper left just like a computer 
might say Flip Horizontal. Have we 
done it again? BABY FACE is an 
endearing nickname for a girlfriend. 
So is SWEETHEART! This time 
her cushion isn’t a couch. It’s more 
like a beach blanket, but it has 
almost the same busy pattern in the 
fabric. Our charmer is also in a 
unique outfit that looks like some- 
thing in the middle between a long 
blouse and a bathing suit, and she’s 
on the beach by the surf and sun. 
Although we get to see more of the 
girl, the SWEETHEART situation 
isn’t quite as intimate as BABY 
FACE. But the adoration has a 
similar ring to it. 

Part of that similarity is the outward 
staring girls’ face, practically a George 
Molentin signature. It’s one of the 
ways he signed his work. It was also 
a marketing technique Ad Posters 
used to sell their art talent. They 
acted a lot like booking agents for 
their artists, and sold their special- 
ties. Want a girl? We got George! 

It’s just when we needed him. The world 
had turned crazy again, and war was back. 
This time it was almost uniquely Amer- 
ican, with the rest of the world watching. 
After WWII the Japanese abandoned 
Chosen, a chunk of Asian mainland they 
had occupied since the early 1900s. It 
became Korea. The top half, closest to 
China and the Soviet Union, opted for a 
communist government, and the southern 
half decided to go democratic in their own 
fashion. In June of 1950 the north invaded 
the south to “unify” Korea. The United 
States saw that as a major geographic and 
prestige loss to “Monolithic Communism,” 
meaning we saw the “Red Menace” every- 
where. After the recent loss of Eastern 
Europe to Communism, and the dropping 
of the Iron Curtain, the U.S. government, 
with the American public behind it, wouldn’t 
tolerate another image setback. So we went 


%, * Ol 
e = 
= D> ew & 
+ a. wet 
Vel eam ve or 
eee 








Alex C. Demetruk Collection 


p.191 


into Korea to repulse the North 
Koreans. Members of the U.N.sent 
in token forces, but it was largely 
an American war. While the Korean 
War droned on, up and down, back 
and forth, with serious losses of 
American life, America’s 50s pop 
culture was as lively as ever. The 
amazing thing is that of this writing 
that war still isn’t settled, with a 
guarded demilitarized line still sepa- 
rating north from south. It’s the only 
middle 20th century war that may not 
be resolved until the 21st century. 

Meanwhile, back home, who 
cared. Frankie Laine was a top 
crooner, the Ames Brothers had a big 
hit in Rag Mop, and Nat “King” 
Cole recorded Mona Lisa. Televi- 
sion was just beginning to take over 
home entertainment, with more 
new sets sold each year than the 
total for all the years previously. In 
point of fact, the Korean War was 
the first TV recorded war. But it 
still didn’t take center stage in the 
hearts of Americans. Most every- 
body had enough of war a few years 
back and just didn’t care. You'll 
probably learn more about the Korean 
War watching Mash reruns than you can 
learn from elder family members. It was 
our first modern forgotten war. 

And here is George Molentin and his 
signature ladies to help us forget. Inflated 
backglass scoring, flippers at the bottom, 
facing outward (and weak, typical of Williams 
at the time), four thumper bumpers and a 
lot of rebound rubber and some brand new 
circuitry underneath. Williams Manufac- 
turing had come under the strong manage- 
ment hand of Sam Stern, with Harry the 
designer. Part of that was the “Combina- 
tion antitilt and restoring circuit for amuse- 
ment game apparatus” that Harry patented 
and assigned to his Williams Patent Corpo- 
ration, issued as Patent No. 2,544,945 on 
March 13, 1951 after a December 10, 1949 
application, just in time for SWEETHEART. 
But...whose SWEETHEART? Same ques- 
tion. “Who’s the girl, George?” 
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D. Gottlieb @ Company 
ROCKETTES Electromechanical 


August 1950 


Welcome back Gottlieb. They held 
their leading position in the business 
for years following the late 1947 flipper 
introduction of HUMPTY DUMPTY. By 
1950 Gottlieb had converted that lead 
into a runaway gain, and started a string 
of woodrail games that are regarded by 
collectors as classics of the Golden Age 
of pinball. It was done with a combination 
of imagination, clever themes and playa- 
bility, great graphics, leading edge tech- 
nology, long flipper shots and Roy. 

Parker, that is. Once the product was 
firmed up, it was up to artist Roy Parker 
to add the garnish. He was part of the 
Gottlieb formula for hit after hit, with 
his touches of irony and humor adding 
a lot to the games. The backglasses were 
loaded with inside jokes, yet even if the 
players didn’t get them there is enough 
visible funmaking to make the games 
something to talk about. The Gottlieb 
backglasses were like reading comic 
books, with players waiting to see what 
would come next. Gottlieb even dupli- 
cated game platforms as their “b” produc- 
tion runs with new names and Parker’s 
graphics, and the country bought in. 

One of the great themes of the fifties 
was the “Rockettes” of the Radio City 
Music Hall at Rockefeller Center in 
New York City, the last of the great 
chorus lines and a carry over from the 
1930s. A long row of lovely ladies tapped, 
swirled and kicked in unison and New 
Yorkers and visitors to the city loved it. 
But when Gottlieb picked up the idea the 
dancing girls were dropped, and in their 
stead were halter topped ladies doing 
high wire trapeze acts on the backglass, 
with a Parker clown popping out of a Jack- 
In-The-Box to provide an excuse for regis- 
tering ascending points. Points were a 
separate scoring system and an alternate 
route to specials (as opposed to “score,” 
which was denominated in 10,000s) that were 
very popular in the Gottlieb games of the 
50s. The playfield looks like it was made for 
a different game, because it shows the high 
steppers of the chorus line at the top, and 
dressed up ladies farther down. Is this the 
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result of two games that ended up as one? 

Performancewise, it’s just one game, and 
it’s great. One of the Gottlieb “double 
flipper” games, with the flippers finally 
facing inward. The idea is to knock out 12 
numbered lights in any order as they are hit, 
from bumper number | at the top right 
clockwise to matching bumper number 12 
at top left, hitting stretched rubbers 2, 3 and 
4 down the right side, bumper number 5 
below them and rollover lane number 6 at 
the bottom; with the process reversed going 
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up the left side from bottom left rollover 
lane number 7, bumper number 8, the 
three stretched rubbers numbers 9, 10 
and 11, back to the top left bumper. 
Two sets of flippers, center top and next 
to the bottom rollovers, keep a ball in 
play. Two pop bumpers, center left and 
right, can also shoot the ball up the 
playfield. Or down. To help you complete 
the twelve numbers there’s a spotting dial 
at the bottom of the playfield. The lit 
number (or numbers) are put out auto- 
matically when the ball drains through 
the bottom center rollover. At all times 
during play from 1 to 3 numbers are lit 
on the spotting dial and the lit numbers 
change each time an additional point is 
scored. Knock out the twelve numbers 
and the “Special When Lit’ comes on to 
award you replays when you drain through 
the center rollover. A great ROCK- 
ETTES feature is the series of four two- 
way kickout holes strung out in two 
fenced channels from the top to the 
middle, kicking up and down with the 
direction determined by rollover buttons 
left (up) and right (down) of the verti- 
cally aligned holes. The direction is 
also reversed with every step up of 10,000 
scoring unit. Free games are awarded 
at 24 points and over, or for a high accu- 
mulated score starting at 3-1/2 million. 
The plastic posts securing the stretched 
rubbers which encircle the 8 and 5 
bumpers can be adjusted by the operator 
to make it easier or harder to lose the 
ball behind the lower flippers for a fast 
drain, thus permitting settings for conser- 
vative to liberal play. 

ROCKETTES also offers one of the 
highest scoring shots in pinball. When lit, 
the kicker holes score 500,000 plus one 
point, with the lighted hole advancing 
upward each time an additional point is 
scored. So if you make the bottom hole in 
the row of four when lit, and the kicking 
direction is up, you can be kicked into 
three more 500,000 holes for a single 2 
million score shot. That puts you over half 
way to a free game with one ball in one 
feature. Not too shabby. 


D. Gottlieb & Company had 
another claim to fame. They were 
the “King of Card Games,” going 
back to their countertop PLAY-BOY 
of February 1932, with card machines 
continuing to be significant in the 
Gottlieb line. They really came into 
their own in the Golden Age of 
woodrail pins. The first of the new 
generation of card games was JOKER, 
a Harry Mabs design with backglass 
art by Roy Parker. Our luscious 
gracing lady is clad in card spot 
clothing, with the Joker figure in 
her hand offering her a rose. A further 
demonstration of his affection is the 
fact that the name JOKER shows 
the letter “O” in a heart shape. It’s 
in the jokers lined up top to bottom 
on the far right side of the backglass 
that the Roy Parker talent for cari- 
cature and humor shines. That could 
be Dave Gottlieb four times on the 
card faces, or more likely, the Gottlieb 
design and marketing staff for the 
game. , 

As for the game itself, the top of the 
playfield has 7 bumpers, which corre- 
spond to the seven backlit aces in 
the backglass. At the bottom a single 
set of flippers sit above four rollover 
channels, posted in the center of the 
playfield to flip outward. A skilled 
player can nudge the game enough 
to prevent the ball from draining 
down the two outside lanes, walking 
it up to the capturing pocket the 
flipper provides by being reversed 
from what had become the norm, and 
whacking it back into play with a 
flipper shot. It was practically life 
after death. 

The idea of the game is to get 
enough points, or rack up a high 
enough score, to earn free games. 
Replays are awarded both ways, as 
well as for mystery rollovers. High 
score is the toughest way to go, and 
also the dullest. Just bing bang your 
way up the 10,000 numbers in the 
card spots in the center of the back- 
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glass to get into the 100,000 to 900,000 
scoring panels. The other way to 
achieve awards is the complicated 
but far more rewarding, in terms of 


game play, point scoring method. And 


that’s where JOKER shines. Of the 
seven Ace bumpers at the top, three 
are live poppers while the other four 
are lighted but dead. All seven 
appearing on the lighted backglass. 
Get them all and you get two points. 
Except, if you pick up two or more 
Jokers before you fill out the seven, you 
get more out of the result. With two 
Jokers the seven Aces set is worth 
three points; and getting all four Jokers 
while knocking off the magnificent 
seven scores five points. When you only 
need 19 points to get a replay, getting 
five in one swat is moving you right 
along. 

To pick up those Jokers you need to 
go down the rollovers behind the 
triangular islands left and right at the 
center of the playfield, or hit the four 
infield facing fronts of these same 
islands, at which point they light up 
on the backglass. Making them by 
way of their rollovers also gives you 
points for tripping the rollover wire. 
The inverted flippers also add to the 
skill, and gratification, of the game. 
They aren’t fast and furious like modern 
pinballs, but they lead to a lot of 
scoring possibilities as the flipper 
shots are well calculated. You just 
have to know where to let them roll 
on the flipper face before you give it 
the button. There’s a lot going on in 
JOKER. 

JOKER is also one of Gottlieb’s 
most internationally famous games. 
When the Editions F. Nugeron color 
postcards were printed in France in 
the 1970s, the lighted backglass of 
JOKER was on one of the cards. So 
when American tourists bring home 
some French postcards, they are 
just as likely as not to have an image 
of the Gottlieb JOKER in their 


possession. 
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SHOO SHOO Electromechanical 


February 1951 


If the backglass on SHOO 
SHOO looks a bit confusing, 
it’s because much of the display 
area is filled with numbers. As 
pinball scoring escalated in value, 
and new features were added to 
the games, the crisis in avail- 
able space was approaching crit- 
ical mass. Add one more scoring 
feature, or further inflate the 
scoring values, and the back- 
glass would have been a hope- 
less mass of cartouches and 
numbers. No room for girls! 
Quite obviously that had to end. 

But before it did, early 50s 
games used a lot of tricks in the 
book to provide room for scoring 
features as well as a modicum 
of area for the game theme 
graphics. That may not have 
added to the art quality of pinball 
backglasses, but it certainly did 
make whatever area was allo- 


cated to the game name and 


theme graphics, such as the 
“Molentin Girls” for Williams 
games, all the more important. 
SHOO SHOO allocated one- 
third of its space to scoring 
numbers at the top, with sequen- 
tial numbered scoring step up 
lights left and right in animal 
panels numbered from 1| to 10, 
using up almost another third. 
All that was left was the middle, 
with Molentin using it to great 
advantage. A clown at lower 
left is calling to the girls, three 
of them, sitting on an overstuffed 
cushion, which makes their poses 
very leggy. At far right is a 
costume trunk, so they have to 
dress up for their act. The back- 
ground suggests it’s the high 
wire. Beaches, sand and surf, 
the circus and high wires. Don’t 
we seem to be getting a lot of 
that? Much has been said about 
50s pinball being so unique and 
diversified, but in point of fact 
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it wasn’t. The themes were 
limited, with nothing of the 
variety offered in the 1990s. Yet 
they were perfect for their times, 
because that’s what was on the 
mind of their players. 

Playing the game makes it 
different. The playfield is pure 
circus, with a trained elephant 
and lots of clowns. The single 
pair of reverse flippers are some- 
what high up the playfield, posted 
center astride a centerline 
rollover lane with a “Special 
When Lit” playfield insert below 
it. It may be a drain, but it does 
give you an opportunity to add 
score. Above it the playfield is 
asymmetrical, with the top left 
having three kicking holes 
numbered 1, 2 and 3 while the 
top right has a rollover lane 
numbered 4. Side rollover lanes 
are 5 and 6, with kicker holes 7 
and 8 left and right of center. 
9 and 10 are pop bumpers jutting 
into the playfield below the 
kicker holes and above the flip- 
pers. Dead center in the play- 
field is a 5000 hole that is “Super 
Special When Lit” with lighted 
insert spotting feature numbered 
1 to 10 randomly flickering, 
waiting for the right ball. At 
the lower playfield the numbers 
1 to 10 are lit as the hits are 
made, so two features make use 
of these lighted sequenced 
numbers. Williams called the 
game a “Magnificent, gripping 
action spectacle. A circus of 
dazzling play! Tilt reset. Thumper 
bumpers. High score! Point score! 
3 special rollovers. Super Special 
Hole builds up to 10 replays! 
Remains lit—does not reset at 
end of game.” 

Where’d they get the SHOO 
SHOO name? Designer Harry 
Williams named it after his 
beloved toy poodle. 
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The new Prohibition after WWII 
was against gambling. It’s not that 
the country was a gambling pit 
with visible casinos all over the 
place (as is happening in the 1990s 
under individual state sponsor- 
ship in a complete reversal of 
mores). It was more against subter- 
ranean gambling, with illegal spots 
hidden from sight, reportedly under 
mob management. In an effort to 
curb crime, and the gambling that 
reportedly filled illegal criminal 
coffers, the Johnson Act was passed 
and signed by president Harry 
Truman, making slot machines 
and other gambling games illegal 
as of January 1951. That knocked 
out all of the old payout pinball 
games, and the newer postwar 
payouts and one balls. The 
offending machines were clearly 
defined in the new law. So clearly, 
that something that worked in a 
different way and didn’t make 
direct cash payouts could get 
around the legal jargon. And that 
something came along in a hurry. 

It is called the in-line, or “bingo 
game,” based on the way the game 
format is scored to award free plays 
(most games giving up to 999) and 
the appearance of the backglass. True 
pinball aficionados don’t regard bingo 
games as real pinball as there are no 
flippers and any semblance of skill is 
lost the moment the ball makes it 
past the top row of holes. Holes! 
They’re back after taking a back seat 
following BUMPER fourteen years 
earlier. About the only things amuse- 
ment pinball and bingo games have 
in common is the table, a spring ball 
shooter and a backglass. After that 
they diverge a lot. The object of the 
bingo game is to lob five balls into a 
row of numbers left to right, top to 
bottom, criss or cross, corresponding 
to a matching grid on the backglass 
in the form of typical bingo style 
“cards.” The format started with a 
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March 1951 United game called 
ABC that had three 25 hole cards. 
The first nickel bought in to card 
A, with additional nickels for cards 

B and C. You shoot five balls into 

a stationary roulette type wheel 

to make the numbers. A pop 

bumper in the middle of the field 
kicks out the ball if it doesn’t 
immediately drop into a hole. The 
game was quickly followed by Bally 
project 533 in April with a similar 
scoring method in a game called 

BRIGHT LIGHTS, only the bowl 

was gone to be replaced by a 25- 

hole playfield. The Bally approach 

to the in-line format prevailed, 
and led to a long line of similar 
games with new names and added 
features. ATLANTIC CITY came 
almost a year and four bingo games 
later, identified as Bally project 

541. Bally called ATLANTIC 

CITY their “newest 3-card 5-ball 

replay hit.” The old time 

“Spottem” feature was called back 
into play for ATLANTIC CITY, 
randomly lighting numbers when up 
to three coins were fed to buy in on 
the cards. ATLANTIC CITY also 
added replays for making four corners 
on a card, a feature first added on 
the bingo game just before it. As 
extra features were added, and scoring 
possibilities changed, the in-lines 
got increasingly complicated to the 
point where you had to seriously 
study them to know what the hell 
was going on. 

As for the ATLANTIC CITY back- 
glass and playfield; sand, surf and 
girls. Not much has changed there. 
And they have that great ladylike 
straight forward come on look to them. 
Only one man did that: George 
Molentin. What a busy guy he was, 
working on Bally bingos as well as 
their novelty games, banging out the 
Williams games, and even coming up 
with the cabinet designs for some of 
the Gottlieb games. 
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Bally Manufacturing Company 
ICE FROLICS Bingo 


Bally brought out a 25 
hole bingo in August 1952 
called FROLICS that had 
their somewhat conven- 
tional six cards on the 
backglass in order to haul 
in as many extra coins as 
they could. It was finally 
a bit too much maybe, 
because for a while after 
that the backglass card 
count generally dropped to 
three or less, although six 
cards inched back in later 
on. There was also some 
new technology behind 
the shift. The key man 
behind the Bally bingo 
was a staff old timer who 
had worked on Bally 
games since the 1930s. 
Donald E. Hooker was a 
self taught electrical genius 
who would stay up nights 
to solve game problems 
and create new ideas. His 
original work in steppers 
and replay odds made the 
games possible. When it 
came to putting the games 
together he was aided by 
Bally engineer Asbjorn 
Kihl, with both men 
mentioned in early bingo 
patents. Then Walter M. 
Burnside came along to 
make his contributions, 
described in his June 9, 
1952 patent application 
as a “Ball game searching 
and scoring circuit,” assigned to the Amer- 
ican National Bank and Trust Company 
of Chicago, the executors of the Ray 
Moloney estate, once Patent No. 2,864,619 
was issued December 16, 1958, five years 
after Ray Moloney had died. The language 
of the patent is a marvelous read describing 
what was demanded of hard wire circuits in 
the days before chips: “One of the partic- 
ular features of the invention...provides a 
game...in which the lamps may be illumi- 
nated in numbers of one to, say, five lamps 
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in vertical, horizontal, or diagonal rows, 
and said search circuits are contrived to 
detect which lamps are illuminated and to 
establish award circuits when a certain 
number of successive lamps, say, three or 
more, are illuminated in a vertical, horizontal, 
or diagonal row. Another object is the 
provision of a search switch means including 
ganged contact wipers adapted to pass over 
search contacts in a positional arrange- 
ment such that the simultaneous detec- 
tion of a certain number of energized search 
contacts in certain geometric patterns (e.g. 
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four or five contacts in a 
vertical or diagonal line- 
up, or possibly a horizontal 
line-up) will operate a 
group of search relays 
having interconnected 
contacts which will set 
up different chain circuits 
for general control 
purposes.” Hooker also 
developed a self-cycling 
ratchet-stepping switch 
for the games, applying 
for a patent in June 1952 
and getting Patent No. 
2,689,281 on September 
14, 1954. A lot of state- 
of-the-art technology went 
into these games. 

ICE-FROLICS was 
the 25 hole three card 
Bally entry for November 
1953, numbered project 
554, the first game in 
the new Burnside three 
card format. Bally called 
it “Another great 3-cards 
hit by Bally,” and compared 
it to ATLANTIC CITY 
of February 1952, BALLY 
BEAUTY of October 
L952 and CONEY 
ISLAND of August 1951, 
although the game was 
much newer in concept. 
Bally said “Built to meet 
the demand for a 3-cards 
Ballygame with extra 
play-appeal, ICE- 
FROLICS features the 
attractive variety of 3 cards...plus profit- 
proved features of recent Ballygames...plus 
brand new money-making features.” Those 
features are the new selectable Super-Score, 
with the player lighting the signal; added 
star rollovers; hold buttons to return the balls 
from numbers not held; advancing Super- 
Scores; corner scoring and extra balls. All 
in one game, remarkably without any sand 
or surf. But the “Molentin Girls” are there, 
small as they might be strung across the 
bottom. 
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United Manufacturing Company 


Here’s another Molentin 
repeat performance, with a 
twist. For starters, Lyn Durant 
at United Manufacturing 
couldn’t stand the fact that 
Bally had such a good thing 
going for them in their in-line 
bingo games, so he copied them. 
He was particularly riled 
because he had introduced the 
in-lines first, although that 
dumb roulette basin idea of 
his in the ABC game of March 
1951 was a dog, and Bally made 
the game a lot better with their 
25 hole playfields. So United 
took the Bally format and made 
it theirs. By 1952 the United 
bingos were the major chal- 
lengers to the Bally games, 
with United grinding out three 
or four new games every year. 

Not wanting to miss a beat, 
and trying to make the market 
think that their position in bingos 
went way back, United used 
proprietary names on many of 
their in-lines, often using the 
same names as their amusement 
games of a few years earlier. Thus 
there were United novelty RIO, 
HAVANA and MEXICO games 
in 1947 and an in-line RIO in 
1953, HAVANA and MEXICO in 
1954 and numerous other exam- 
ples of name duplication. One of 
them was the MANHATTAN 
bingo of April 1955 witha 
completely new in-line mecha- 
nism, using a game name they 
had put on one of their very best 
novelty games back in 1948. They 
even went back to George 
Molentin and asked him to make 
a new backglass and cabinet design 
for their new MANHATTAN, 
utilizing the identical theme of 
the original game. George, ever 
clever, gave them more than they 
asked for and created an in-line 


classic. The stars and tall buildings were 
retained, but the rooftop dancing gave way 


MANHATTAN Bingo 
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to a ground level activity. And this time the 
no name non-entities were avoided. In a 
flurry of daring, George gave United Fred 
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and Ginger. It’s unmistakable! 
There is no way that a game 
manufacturer would get permis- 
sion to put big name stars like 
Fred Astair and Ginger Rogers 
on a machine in those days. 
The two were a bit past the 
peak of their dancing part- 
nership fame, with the Fred 
and Ginger musicals making 
them world famous in the mid- 
1930s, although they were 
teamed up for the last time in 
The Barkleys of Broadway, a 
1949 movie. For movie charm 
and romance no team ever 
equalled their appeal. Holly- 
wood tried to recreate their 
male female electricity time 
after time, but failed. The 
strong appeal of Fred and 
Ginger is still visible on the 
late late show. George Molentin 
was probably a fan, and when a 
matching MANHATTAN theme 
was needed he did what he prob- 
ably wanted to do the first time. 
So there they are, the unnamed 
but obvious debonair top-hatted 
Fred and the aggressively blonde 
Ginger together again and 
preserved for all time in glass. 
The cabinet graphics didn’t carry 
out the theme, with a brunette 
doing the dance steps along the 
side. But on the glass, it’s Ginger. 
The game offers a Lite-A-Name 
feature, a number selection, and 
the UMC (United Manufacturing 
Company) pennant feature with 
5 in-line and 4 corners scoring. A 
dime lights up the first card, and 
the second dime gives you card 
number two plus a guaranteed 
advance score. So 20¢ a game was 
typical. The schematic is dated 
January 22, 1955, so they had it 
out and tested a lot before they 
introduced the production game. 
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Bally Manufacturing Company 
MIAMI BEACH Bingo 


August 1955 


Back to the beach. When you take a 
look at the graphics and the name of the 
game, followed by its description, one 
wonders if the idea of Beach Blanket 
Bingo for the title of the classic Annette 
Funicello and Frankie Avalon movie 
of 1965, a cool ten years later, came 
from a passing notice of the Bally “Beach 
Party” bingo games. Something to 
ponder. 

So is the positioning of this game. 
Bingos were coming under the scrutiny 
of the law more and more, with their 
detractors saying they were out and out 
gambling machines sans any form of 
skill. Shouldn’t obvious skill features 
have been added at this stage, such as 
a small flipper or something that got 
away from the randomness of inline 
scoring? Nope. Bally went just the other 
way with their project 571 MIAMI 
BEACH. They added an incredible 
feature called the “Magic Card” that 
opens up additional rows of numbers 
as you add coins. Put in your coin 
and you get a shot at a5 line card. 
Add another dime and it goes to 
7, another one 8 and another for 
9. Bally describes it as the “MAGIC 
CURTAIN (which) folds back, 
revealing extra lines and giving 
players widest choice of ways to 
score.” In effect, it added numbers 
to make the randomness more 
liberal, making it easier to get five 
in a row. 

If you’re lucky. 

What you end up with is one 
big card that acts like a triple card 
game, with a raft of plus features 
that greatly enhanced the scoring 
possibilities. Bally literature called 
them out; “Super-X boosts 3-in-line 
to 5-in-line, red and yellow super 
lines boost 3-in-line to 4-in-line. 
Select-A-Spot. X-corners score 
100 or 300, Advancing scores. 
Extra ball.” That’s one big bursting 
bingo game. 

The key addition was that Magic 
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Card feature. It was the simplification 
of a more complex and expensive Don 
Hooker idea. It started out as a “Change- 
able Score Control and Display Mech- 
anism” on his December 31, 1954 patent 
application. Four added vertical panels 
with numbers on them sit behind a 
shuttered screen, each with their own 
lights. It was-all very complicated and 
done by hard wires, with a stepper that 
moved each new column into view. In 
the patent language, it covered “...provi- 
sion of a changeable score panel, for 
instance, a so-called bingo card having 
one or more columns of numbers carried 
on a shiftable panel member capable 
of being moved back and forth to change 
the display of numbers thereon in rela- 
tion to the remaining set of numbers 
found on such ‘cards.’ Still further 
objects relate to a selective control 
circuit for shifting the number carriers 
and changing the connections of apper- 
taining display lamps to certain ball 
switches; and to feature switch 
means controlled by the number 
of balls played for rendering the 
selective circuit operable; and to 
the provision of releasable latch 
means for the number carriers.” 
That whole thing was in house in 
early 1955, just as bingos were 
running into more legal problems. 
So it was simplified for MIAMI 
BEACH, with added numbers a 
viable idea simply covered by shut- 
ters, with no panel movement. 
When Patent No. 2,932,517 came 
along in 1960 it had been by- 
passed by simplified applications. 


4 George Molentin did the game 


artwork. An entirely different 
promotional idea was used in the 
introductory literature and press 
releases, picturing what appeared 
to be a nude women called Miss 
Magic Curtain edged around a 
curtain, with the copy suggesting 
that the shuttered portions would 
disappear as you played the game. 


ee 
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United Manufacturing Company 


The “other” bingo maker 
(Keeney and some others 
made bingos, but their 
numbers weren’t signifi- 
cant) kept right on going 


STARLET Bingo 


November 1955 
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really funny industry stories 
about the dead heat compe- 
tition between Ray 
Moloney and Lyn Durant 
over who was first and fore- 


ve 


most when it came to 
bingos. The death of 
Moloney, diminishing 
bingo returns and changes 
in market acceptance put 
a damper on the compet- 
itive race. As Bally added 
features, so did United, 
but they began to be 
different as the parallelism 
of the two makers pulled 
apart. 

STARLET is somewhat 
similar to the earlier 
MANHATTAN in that 
the backglass carries its 
name at the very top, the 
primary theme graphics in 
the center of the bottom, 
with the cards in the 
middle. In the case of 
STARLET, it’s only one 
visible card, with room for 
additional George 
Molentin graphics on the left side of it. 
So we get a solid movie theme, with camera 
dollys and spotlights at left center, the new 
“Roto Feature” at right center, and our 
namesake starlet at bottom center, hounded 
by cameras. We also see her smiling face ala 
Molentin at lower right and a gaggle of 
other hopeful starlets at lower left. 

In the working part of the backglass we 
get that center card, and the ever moving 
roto, defined by United in a press release 
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as “...a new in-line pinball game...rotating 
mechanism that transforms one backglass 
card to eight. The third coin lights up the 
‘roto’ feature. This is put in action by the 
player pressing a button on the cabinet 
molding which controls the inside square 
of the backglass card. It rotates, clock- 
wise, eight numbers on the inner ring of 
the card. The ‘roto’ action can be put in 
motion after the player has shot the third 
or fourth ball, depending on which panel 
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is lighted. Another panel 
registers horizontal in-line 
scores separate; other 
panels register horizontal 
3-in-line scores as 4-in- 
line, and a horizontal 4-in- 
line scores as a 5-in-line.” 
The description tells us 
something about the new 
feature, but also reveals 
how close the Bally and 
United games were to each 
other in added score 
features. If Bally did it, 
United took it. And if 
United did it, Bally figured 
out another way of offering 
the same feature. Neck 
and neck. Except in the 
long run. STARLET was 
the last United bingo for 
1955. They made five 
more in 1956, and only 
one the next year, 
finishing their involve- 
ment with the inline 
format in the summer of 
1957. 

In features, STARLET 
also offers spell name, 
advancing scores, number 
selection, spot rollovers 
and up to three extra balls 
if you buy them. In 
graphics, one wonders. 
Lyn Durant was known 
for his escorting of Holly- 
wood starlets now and 
again. Obviously one of 
them caught more than his passing fancy. 
That’s a pretty impressive thing to offer a 
date; her face and figure on a pinball 
game backglass. Lucky lady. Did she get 
one of the games? United had coined 
their own theme line to counter Gottlieb’s 
quality pitch and the absence of a Bally 
statement. It was “United operators are 
successful operators.” One might assume 
that also held true for Lyn Durant’s 
personal relationships. 
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D. Gottlieb @ Company 
AUTO RACE Electromechanical 


Pinball’s Golden Age 
of novelty and amuse- 
ment games flipped along, 
and Gottlieb held the 
reins. They also changed 
their theme line, which 
became “Amusement 
Pinball, as American as 
Baseball and Hot Dogs!” 
to distance themselves 
from the bingo pins that 
had just been judged 
gambling devices by the 
United States Supreme 
Court. In court hearings, 
and in print, they finger 
pointed at Bally as making 
the “bad” machines while 
they were selling Ameri- 
canism. It was a marketing 
approach that largely 
worked in their favor until 
Bally returned to the 
flipper game, and ulti- 
mately made them pay 
dearly for this breach of 
industry solidarity. But 
that was years away in 
1956, a time when any 
Gottlieb game was as good 
as gold. 

With AUTO RACE in 
September 1956 Gottlieb 
briefly added another 
graphic element to their 
advertising and promo- 
tion, a medallion looking 
device that stated “29 
Years of Leadership.” They 
may have felt that was a 
bit pushy, as it didn’t show 
up on subsequent pinball flyers. But the 
Gottlieb sense of pride was briefly evident, 
and certainly well earned. 

AUTO RACE was a refreshing return to 
the classic pre-WWII action backglass 
games. The escalation of game scoring, all 
jammed into the backglass, had the effect 
of a creeping encroachment on the avail- 
able space on a backglass for game graphics 
and art elements. AUTO RACE avoided 
the problem by keeping things fairly simple. 
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It has the classic Gottlieb layout created 
by chief game designer Wayne Neyens; 
three rollover lanes at the top, leading 
into a cluster of pop bumpers, in this case 
four, followed by a great feature in the 
form of three stationary targets in an island 
directly upfield of the flippers, adding a 
lot of scoring action to the game. It’s a 
clear shot from the bottom playfield with 
the flippers in the now traditional posi- 
tion to provide straight up the middle flips. 
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Allowing the ball to roll 
down the downward tilted 
flipper arms lets the player 
pick the point of contact, 
and select any of these 
stationary targets at will. 
The game play races 
cars around an oval, all 
imaginary, with scoring 
advancing on the back- 
glass as the hits are made. 
Lighted playfield inserts 
show the progress of the 
race, with three cars 
competing for “winning 
honors” as the Gottlieb 
advertising stated. When 
a car gets to the finish 
line in the lighted insert 
race, specials are lit. A 
player can complete up 
to six complete races in a 
game. Lining up the three 
cars after a simulated race 
has started lights two pop 
bumpers to score 100,000 
each time they’re hit. The 
instruction card details 
the play: “Hitting 
numbered rollovers or 
targets advances corre- 
sponding car. First car to 
reach the finish line wins 
the race and lights one 
hole for special. Special 
when lit hole awards 1 
replay for each car in Ist 
win position (and) 3 
replays for each car in 
2nd win position. Lighting 
up all three cars at any 
position along track except starting posi- 
tion lights up two pop bumpers.” 
Backglass art is classic Roy Parker. In a 
swift multi-car race the car at the top 
center has tossed a wheel, which is running 
ahead of the car, and a pit stop mechanic 
is confused about what to do next. But 
the big kicker is the lady at the extreme 
lower left. She’s looking the other way. 
What’sa matter, lady, don’t you like auto 
racing, and why’d Roy put you in there? 
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Bally Manufacturing Company 
CYPRESS GARDENS Bingo 


Because you get five balls, 
enough of a dedicated format 
to get around the restrictions 
of the Johnson Act of 1951, 
bingos had an unfettered life 
of about five years, only 
getting into real trouble in 
1956 when the Federal court 
ruled they were gambling 
machines. That didn’t stop 
them. Although their numbers 
dropped dramatically, with 
the games allowed to be 
shipped to only those local 
areas in the few states that 
allowed them, the game 
format kept going. Never 
again were bingos the primary 
production games of their 
manufacturers, leaving both 
Bally and United, and to some 
degree Keeney, looking for 
new markets and legal games 
that could pay the rent. For 
United and Keeney that didn’t 
happen, and they were soon 
out of the bingo and pinball 
business. For Bally it did, but 
not right away. So they kept 
on making their inlines, even 
though they were faced with 
a diminished market. 

CYPRESS GARDENS is 
one of the more popular post- 
1956 bingo games. It has a 
George Molentin backglass, 
and a gimmick. It stimulates 
repeat play by giving the 
player four playing squares 
and a lighted line when they 
put in a coin to start the next 
game, provided the Ballyhole 
(third panel down, top left side of back- 
glass) is lit the game before. In their 
CYPRESS GARDENS literature Bally calls 
it “New. Next-Game Magic insures repeat- 
play. Ball in Ballyhole, when Ballyhole is 
lit on backglass, gives player Magic Squares 
A, B, C, D and Magic Line E on first coin 
of next game...strongest repeat play insur- 
ance ever built into pinball.” That is a 
strong incentive to make another game 
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happen. But Bally has an equally strong 
come-on for the game in play. The litera- 
ture again: “New Stop and Shop score 
booster in Bally CYPRESS GARDENS is 
powerful profit-booster. Player may stop 
shooting in middle of game and ‘shop’ for 
higher scores by playing extra coins to 
advance scores.” What that does is give 
the player a second, third and fourth chance 
to improve the situation on the backglass 
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by adding coins. By the time 
that Bally project 608 
CYPRESS GARDENS was 
on the production line Magic 
Squares (“square” replacing 
the word “card”) had become 
a standard feature of the Bally 
bingos. In them, a single card 
on the backglass acts like as 
many as five, all based on 
shifting shuttles that change 
the numbers. You practically 
have to be a math professor 
to figure out what’s going on, 
but it was this very level of 
multidimensional sophisti- 
cation that attracted bingo 
players, and held them. In 
reviewing the movable 
squares, Bally literature 
defined the feature as “4 
Magic Squares plus Magic 
Line. Popular ‘Before and 
After’ feature. Player may 
shift Magic Squares and Line 
before shooting fourth ball, 
before shooting fifth ball or 
after shooting fifth ball, 
depending on panel lit. Fifth 
ball extra time panel may be 
lit by coin-play or by hitting 
roll-overs when lit.” 
CYPRESS GARDENS also 
offers corner scores, extra 
balls and what had become a 
Bally bingo basic, the Triple- 
Deck Advancing Scores, in 
which “Red, Yellow and 
Green scores advance sepa- 
rately and score separately,” 
based on changing color lines 
in the square. But that had its 
problems. A January 1959 Bally Service 
Bulletin numbered B-615-1 states “It has 
come to our attention that ‘cheaters’ have 
been drilling holes in the front door of 
the bingo games and inserting wires to 
short out circuits behind the red and yellow 
button switches. The wiring change shown 
on B-615-1 will eliminate this condition.” 
Sure. So what did the cheaters figure out 
next? 
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Williams Manufacturing Company 


ROCKET Electromechanical 


November 1959 


A sleeping giant was starting 
to stir. Williams Manufacturing 
had gone through various finan- 
cial hardships, with industry maven 
Sam Stern ending up with a half 
interest. To keep his investment 
solvent, and make Williams a 
major player in the field, Stern 
bought the rest from co-owner 
Harry E. Williams in 1959 and 
proceeded to revitalize the 
company. He did it by cost cutting, 
modern game concepts and the 
hard sell, including the setting 
up of offshore distributors to capi- 
talize on the British and Euro- 
pean fondness for American 
pinball games. Stern also hired 
some new talent. He had designer 
Gordon Horlok, adding Harry 
Mabs, the creator of the flipper at 
Gottlieb a little over a decade earlier, 
and in 1960 picked up Steve Kordek, 
the latter from Genco by way of Bally. 
He also tossed out many of the expen- 
sive gimmicky playfield features that 
Harry Williams had whomped up over 
the years as unproduceable, or decid- 
edly not cost effective. Stern strived 
for a lean, mean pinball machine. 

In the field of modern themes, he 
relied on his designers. While the 
outer space man in the industry was 
Steve Kordek, who had done 
MERCURY, FLYING SAUCERS and 
ROCKET at Genco in 1950, he wasn’t 
at Williams yet. So Harry Mabs was 
the spaceman. That led to SATELLITE 
in June 1958 and an almost repeat 
called ROCKET in November 1959. 
The playfields are very similar, and so 
are the backglasses. Two pop bumpers 
at the top, three part way down, two 
split wide each to a side half way 
down and a pair of flippers at the 
bottom over a rollover lane and drain. 
On ROCKET the field has five kicking 
holes between posts at the top, with 
pop bumpers on each side. On the 
playfield Williams calls the two pop 
bumpers left and right of center Jet 
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bumpers, while the game litera- 
ture alludes to them as having 
“Atomic bumper action.” Rockets 
numbers 2 through 6 are selected 
by the top rollover lanes while 
rockets numbers 1 and 7 are 
suicide balls as they are made in 
outside rollover lanes that drain. 
Once selected the rockets are 
fired by the flippers slamming a 
ball into the absolute center of 
the playfield where a bumper 
called “FIRE when hit” sits inside 
of a three hundred degree shield, 
with only the bottom exposed 
to the flippers. The two bumpers 
at the top also have “FIRE when 
hit” bumper caps. Describing the 
action of the game, its flyer says 
“1-Select, 2-Count-Down, 3- 
FIRE! Orbit any 3 successive 
rockets for ‘Special’! 3 to 7-in-line 
scoring.” 

The backglass art is interesting as 
it has a decidedly Russian look to it. 
The seven rockets aimed at an impact 
studded meteorite look like Soviet SS2 
interplanetary missiles, while two 
Sputniks are floating around at upper 
left and lower right of the backglass. 
It looks like the artist had some stills 
from a Soviet rocket launch and 
picked up the art elements for an 
American pinball game. Except in 
1959 that stuff was super classified and 
you needed a high CIA rating to 
even get a look at it. Was all this 
imagination? If so, our unknown 
artist did a good job. 

The ROCKET flyer had a couple 
of other Sam Stern touches. A seal 
of approval graphic element with a 
ribbon states “Tested for 16 weeks 
on 25 locations. Approved and 
Recommended.” Stern knew the 
value of promoting proven value and 
reliability. He also added a theme 
line: “ When you buy a 5 ball — buy 
the best — buy Williams.” He pulled 
the company out of its Dark Ages, and 
led the way to its future. 
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D. Gottlieb @ Company 
SEVEN SEAS Electromechanical 


Reel drum scoring didn’t 
happen all at once. In the 
beginning it wasn’t even 
seen as a solution to back- 
glass crowding, but rather 
another game feature that 
had to be put somewhere. 
When Gottlieb put the 
feature on SUPER JUMBO 
in October 1954 and 
DUETTE in March 1955 
they saw it as a gimmick 
for multi-player pinball, 
giving each player a sepa- 
rate three digit scoring unit 
of three reels each. The 
drums were something that 
the Mills Novelty Company 
had done years before with 
ONE-TWO-THREE in 
1938 and with SPINNING 
REELS some pages back in 
January 1940, although 
Mills didn’t see it as a score 
keeper but rather as a graphics 
display unit. Gottlieb didn’t see 
it much differently as the 
rather dull SUPER JUMBO 
and DUETTE backglasses are 
only there to provide windows 
for the scoring units for these 
electromechanical multi-player 
games. 

Here was a million dollar 
idea that could have been 
picked up at any time by 
others, but wasn’t right away. 
It was left up to Gottlieb to 
make it viable. By the summer 
of 1957 drum scored two and 
four players were basic Gottlieb 
formats, with graphic back- 
glass scoring still being used on 
their single player games. The 
first single player reel drum 
scoring was on MISS 
ANNABELLE in August 1959. 
Although Gottlieb’s UNIVERSE of October 
1959 put the scoring reels in the center of 
the backglass, a positioning that became 
classic Gottlieb, in December they went 


right back to their original DUETTE idea 


December 1959 
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of four years earlier and a game called 
DOUBLE ACTION made in December 
1958 to make a flat out competitive two 
player with drum scoring units for each in 
a Wayne Neyens flipper game called SEVEN 
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SEAS. As was true of all 
Gottlieb multi-players of 
this era, the game was also 
a single player, but encour- 
aged multiple play for 
the fun of it. And the 
money. 

Two four digit drum 
units and a requirement 
for adequate instructions 
for play plastered all over 
a backglass didn’t leave 
much room for creativity. 
But Roy Parker was a 
master at getting some- 
thing out of every square 
fractional inch of space. 
He made the glass inter- 
esting. The mandatories 
are killers. A large panel 
below the “Ist Player” 
reels says “1 or 2 can play 
at the same time.” Across 
the glass, under “2nd 

Player” it says “It’s more fun 
to compete. A game of skill.” 
Whatever room was left was 
filled by Parker, showing the 
family yacht (Identified as S. 
S. Gottlieb, but its real name 
was Flipper) with Dave 
Gottlieb on deck landing 
crabs and sharks. At the 
bottom a young sailor—is it 
Alvin Gottlieb, or Parker?— 
is rowing like crazy toward a 
mermaid. The playfield is 
made for scoring, with two 
stationary targets and three 
pop bumpers clear flipper 
shots from the bottom. Twin 
double bonus holes can rack 
up 300 points, a thumping 
pleasure as the scoring drums 
kick around. It is adjustable 
for 3 or 5 ball play, and has 
10¢ and 3 for a quarter play 
coin chutes. It went into production as a 
woodrail, although some can be seen as 
steelrails. Most likely some operators 
retrofit their “woodies” with steel to make 
their games look newer. 
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Bally Manufacturing Company 
GOLDEN GATE Bingo 


June 1962 


Never was so much put into a 
game for so few. While the domestic 
bingo market had shrunk, the games 
were embraced overseas. It was the 
beginning of a pop period when all 
things American were wanted 
throughout the world. The 
corrupting influence of American 
popular culture was proving its total 
pervasiveness, and pinball was one 
of the arms of this international 
invasion. Russians wanted Amer- 
ican blue jeans; The Beatles, who 
credited much of their approach 
and sound to American groups, 
particularly Elvis Presley, were really 
getting started; Polaroid introduced 
color film; and the world was closer 
to war than at any time since WWII. 
The times they were dicey. And 
the amusements were American. 

The bingo game was a perfect fit 
for the era. Britain, Belgium, 
Australia and even Japan became 
major markets for the games, mostly 
set on replay but some available as 
cash pay. The complex sophistica- 
tion of the Bally bingos hooked the 
offshore crowd, with the states of 
Tennessee, South Carolina, parts 
of Maryland and the dependable 
Nevada, where payouts were in 
cash, also allowing their operation. 
The fact was that more were going 
out of the country than were stay- 
at-homes. The games also changed, 
adding more and even more features 
and moving them ever upward to the 
peak of development. Part of that 
development was the introduction 
of the O. K. machines. Bally’s 
COUNTY FAIR of September 1959 
was the first one, and the bingo 
devotees went wild. 

The way the O. K. feature works 
is that there are certain patterns 
in the square that you can reach 
for when the “O. K.” is lit, making 
the Magic Screens move by pushing 


the right arrow button on the front 
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rail. The object is to place two 
balls in the “L” pattern of five 
numbers, giving you a completely 
new game by pushing in the “R,” 
or Replay button on the front rail 
and holding it in. The balls will 
drop and you will receive a new 
game with odds and features prede- 
termined by how high the green 
odds were on the previous game, the 
higher the better. Got it? Of course 
not. There’s no way you can explain 
an O. K. game on a single page, or 
even two, maybe three. It takes a 
lot of memory work, and an under- 
standing of where the various color 
fields lie in the Magic Screen layout. 
You’ve really got to know what 
you're doing as the O. K. games 
can soak up a lot of coins before you 
figure out what’s going on. Veteran 
players say you should spend three 
to five minutes or more studying the 
game card or you'll miss some of 
the important game features. It’s 
also hard to find any O. K. games 
as collectibles as most of them that 
have survived are still in opera- 
tion, making money for an operator 
somewhere. 

GOLDEN GATE is Bally project 
698. Its release date was May 7, 
1962, but it was June before the 
game could be seen on location. It 
even added a further feature to the 
O. K. mess called the Golden Game. 
Bally said that “When ‘Gate’ posi- 
tion is lit, player can shift the screen 
to bring a new purple section into 
the scoring area. Any 3 numbers 
lit in purple section starts a new 
free Golden Game. Screen auto- 
matically shifts to bring a big new 
Gold Section into the scoring area.” 
The description goes on and on, 
but that’s enough for now. Artwork 
is by George Molentin. Can’t you 
just tell by that exuberant girl with 
her arms outstretched on the dock- 
side stage. 
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FLIPPER COWBOY Electromechanical 


October 1962 


The Gottlieb cowboy pins were 
almost as distinctive as their card games. 
Escapism was the key word in the year 
of the Cuban Missile Crisis, which in 
retrospect showed that the world was 
an itchy two trigger fingers away from 
nuclear war. It didn’t happen, and the 
Superpowers of the United States and 
the Soviet Union did a lot of backing 
away over the subsequent years. The 
crisis month was October, when 
FLIPPER COWBOY came out. 
Somehow the wars or near misses in 
Korea, Cuba, Vietnam and elsewhere 
didn’t create the wartime conversions 
or military theme games that WWII 
did. Patriotism seemed to be on the 
wane, and the United States was trying 
to avoid the reality of its military 
commitments around the world. We 
were speaking harshly, carrying a big 
stick, and pretending that neither was 
happening. 

Cowboys and the American West 
are a good antidote for things like that. 
Americans wear blue jeans, walk around 
in ten gallon hats and polish highly 
ornamented boots, yet few of these 
Drugstore Cowboys ever sat on a horse, 
and couldn’t twirl a piece of rope above 
waist high. It’s the American look, but 
when it comes down to a reality check 
it’s asham. Anything that contributes 
to the aura of “horseshit and gunpowder” 
has an audience, from movies to TV 
shows to, closer to home, pinball games. 
And Gottlieb was the King of the 
Cowboys. In the early 1960s alone they 
did WAGON TRAIN, TEXAN, OKLA- 
HOMA, CORRAL and in October 
1962, the single player FLIPPER 
COWBOY, followed in a few months 
by the two-player SUNSET and four- 
player GAUCHO just to mention a few. 

FLIPPER COWBOY moved the Gottlieb 
cowboy franchise into the Add-A-Ball class, 
a major shift. Pinball was under a great 
deal of legal assault, with one-balls and 
bingos outlawed across the country, while 
other areas came down on free play and 
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replay games as awarding something of 
value, constituting gambling. Alvin Gottlieb, 
scion of the family Gottlieb, came up with 
the idea. What can you give a player for a 
good game without the connotation of 
playing for profit? Why not give them some- 
thing that doesn’t cost the operator anything 
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and gives the players more of what they 
paid for. Give them another ball for 
score, or for making specific playfield 
features. The first Add-A-Ball was 
FLIPPER in November 1960, followed 
by a series of games with the name 
“FLIPPER” included to suggest that the 
skill player has some control over the 
ball, not possible with an inline bingo. 
FLIPPER COWBOY was the fifth, after 
which the feature became a standard 
option for future games. The “Previous 
High Score” memory feature introduced 
with MISS ANNABELLE in summer 
1959 along with drum scoring, showing 
up in altered form on FLIPPER and 
FLIPPER PARADE as the “Previous 
Hi-Score” feature, was also added to 
include this game in the “FLIPPER 
SOMETHING” family. 

In scoring, when you get to 2,000 
you get another ball. Add another one 
at 4,000. Or hit the spinning roto-target 
bullseye for an added ball, or the two 
white rollovers when lit. There’s a lot 
going on with FLIPPER COWBOY. 
And that includes great animation. 
Add a ball, and pop! The gunfighter 
in the backbox gets a shot off at the 
target that pops out, swinging when 
hit. It’s 3D backbox animation that 
ultimately led to the BUCKAROO 
(and Italian RANCHO) of 1965, only 
it’s better. 

As for the artwork, something says 
that this isn’t Parker. The artwork is 
nice, but not amusing. And most impor- 
tant, there aren’t any purposely 
misspelled words. Two cowboys and 
four cowgirls, with a cook and two 
more girls in the background, are 
hanging around the old corral, All 
pretty straight stuff with no inside 

gags, although the cuffs do carry the letter 
“C.” It’s not a “G” for Gottlieb, so maybe 
that’s our painter. All the other cowboy 
amenities are there; the blue jeans, ten 
gallon hats and, on the lower playfield, 
some very classy boots, enough to help 
the player get away from it all. 
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Midway Manufacturing Company 
RACE-WAY Electromechanical 


October 1963 


When United Manufacturing started 
to come apart, even before the death of 
Lyn Durant, there was a “Bright Flight” 
of the brightest and best. Engineers, 
designers, marketing, foremen, shop 
personnel and even people on the line, 
they all suspected an imminent company 
collapse, and took off. Among the 
brightest and the best were Iggy 
Wolverton and Hank Ross, the guys 
that created and made the games that 
earned United a reputation of having 
the cleverest and the best machines, 
often the first in their class. It was 
hardly a corporate secret that this level 
of achievement was due, in the main, 
to Iggy and Hank. 

So they left in 1958, and started up 
their own shop. It wasn’t a particularly 
opportune time, and the two men gave 
it everything they had by putting virtu- 
ally all their worldly goods on the line 
to finance the venture, creating the 
Midway Manufacturing Company. 
They located in Franklin Park, Illinois, 
an industrialized suburb west of 
Chicago adjacent to O’Hare Inter- 
national Airport, at the time the 
largest commercial airfield in the 
world which made the city the hub of 
American air traffic just as it had 
become the hub of national rail traffic 
a century before. The experience, the 
location and the market were all lined 
up for Midway, and Iggy and Hank 
made the whole thing work. 

They started out by making arcade 
and gun games, and inched their way 
into pinball. Their first pin game was 
RED BALL of 1959. It wasn’t until the 
fall of 1963 that they made their 
second game: RACE-WAY. The game 
owes a lot to the Williams NAGS 
and JALOPY games of 1951 by having 
a 3D race track in the backbox. But 
it goes off on its own from there. 
Midway called it a “3-Dimensional 
Animated Racing game,” and animated 
is the right word. Not only animated 
in the box, but animated for the player, 
for this is a very fast game. Midway 





literature again: “Player advances his 
racing car by hitting various targets 
with flippers and kickers.” Years later 
Williams and Bally would make some 
semi-pinballs at the end of 1981 and early 
1982 called HYPERBALL and RAPID 
FIRE respectively, in which the balls were 
fed at high speed from the center of 
the playfield bottom to fly up toward 
stationary targets that dropped in droves 
to run up the score. Yet here is pretty 
much the same idea almost twenty years 
earlier, only the balls are shot one at a 
time by pushing a button in the center 
of the front top of the cabinet. It was 
done that way for two reasons. First, it 
was different. But the second reason is 
far more commanding; Midway was too 
new. They didn’t have a pinball spring 
shooter assembly, or the rights to one. 
They’d have to make one, but didn’t 
have the time or the inclination. So a 
center pushbutton shooter it was, built 
as a two-player game no less. Whoever 
the player is, flipping balls into the 
targets advances their car. Lose the ball 
and player number two is up, kicking 
the other car around the oval by 
making targets. Score is by laps, with 
the cars advancing depending on 
what targets you hit. Some move the 
cars four lengths, others a lot less. 
Making the pit stop holes awards a lap 
when lit. Inner rollovers award bonuses, 
and outer rollovers give you half a 
lap when lit. Fast ball action, and 
the ever lurching cars, make the game 
exciting. Underneath a complicated 
maze of wheels and bicycle chains 
move the cars, with everything going 
on at once. Game design is by Iggy 
Wolverton, with artwork by a just 
getting started Jerry Kelley some years 
before he hit the big time as a major 
pinball appearance designer at Bally. 
Not quite a Roy Parker, Kelley did 
add appealing touches of humor and 
racetrack trivia to the crowd graphics 
on the inside backglass. 
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D. Gottlieb @ Company 
HAPPY CLOWN Electromechanical 


It was a Gottlieb heyday, and 
Wayne Neyens was the man behind 
the product while Roy Parker was 
the product in front of the player. 
Technologically, a lot was 
happening to the game, and it was 
no small trick to keep up with the 
changes. Drum scoring had become 
the norm, and the design trick was 
to allow enough room in the 
lightbox to include enough graphics 
to make the game. In a four player 
that wasn’t easy. Particularly when 
the concept of four different players 
competing against each other on a 
single game at the same time was 
still an innovative thought. The 
concept went back to the Wayne 
Neyens Gottlieb DELUXE JUMBO 
and SUPER JUMBO games of 
1954, the first a non-replay model, 
and the latter a powerhouse that 
looked as if it would instantly 
convert pinball to four-players. 
While a number of pinball histo- 
ries have said that’s just what 
happened, it didn’t. SUPER 
JUMBO was an unique hit, but 
mainline pinball didn’t change all 
that much except to set up two 
classes of games; the single players, 
and the multiples with the two- 
player the most popular, although 
the best multi-player designs were 
reserved for the four-player games. 
It took wildly interesting and 
outlandishly displayed games such 
as HAPPY CLOWN to truly seat 
the four player idea. 

If you mixed up a bowl full of just 
about every backbox feature a game 
could have, and then tossed it at a 
piece of glass, you would approxi- 
mate the incredible diversity of the 
HAPPY CLOWN display, all blended 
together in a unity of individual units to 
make a whole, a Roy Parker gift. When 
SUPER JUMBO came out Gottlieb recog- 
nized the need to explain the playing 
possibilities, and they did it with a detach- 
able marquee at the top of the backbox that 
explained the intricacies of the game. 
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Unfortunately, the banner either broke 
off, was never put on or otherwise disap- 
peared. So the game was often put out 
without adequate instruction for play. 
Following a decade of the positive Gottlieb 
experience with four-players it was deter- 
mined that all of that complex informa- 


tion should be included in the HAPPY 
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CLOWN backglass. So you have 
lighted panels left and right on the 
glass that say “It’s more fun to 
compete! Choose partners for team 
play” and “Player 1-2-3-4 can play 
at the same time. A game of skill.” 
Add four sets of drum scoring 
windows, with a backlit “1” first 
digit (the Gottlieb trick to make it 
look like four reels were there, when 
there are really only three) followed 
by three revolving drums for each 
unit and notations for “1st Player,” 
“2nd Player” and so forth, and there 
isn’t much room left. Now the 
Parker genius. He put a Parker Girl 
right in the front center, and hung 
a different clown face over each of 
the four player scoring units, 
repeating the faces on the playfield. 
But the biggest player magnet was 
a “Puppet clown with sparkly eyes,” 
an animated 3D attraction that bobs 
around in its backbox square to 
keep the action going. With every 
one point hit that clown jumps up 
and down, tilts his head and sends 
sparkles out of his eyes, making you 
want to follow his antics rather than 
the game. 

Don’t make that mistake. You 
have to really pay attention to 
HAPPY CLOWN. Stationary C-L- 
O-W-N targets fanned across the 
center playfield give you ten times 
the “Spinning Number” score value 
when they are all made. Make C-L- 
O-W-N a second time and that 
jumps to 100 points per hit. The 
Spin-Roto numbers are actuated by 
two each kickout holes, side targets 
and top rollovers. A shoot-again 
feature at the bottom of the playfield 
lights up for that extra shot. Then 
there’s that monster gap between the flip- 
pers at the bottom that drains play fast 
just when things seem to be moving along 
so great. The game can be set up for 3 or 
5 ball play. The game literature also 
promotes the “Stainless cabinet trim,” 
formalizing the somewhat new steel rail 
sides and legs. 
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D. Gottlieb @ Company 
FLIPPER POOL Electromechanical 


Last of the Gottlieb “FLIPPER” 
named Add-A-Ball games, FLIPPER 
POOL came a little over two years 
after a Williams game of virtually 
the same theme. The Williams 
SKILL POOL of June 1963 had their 
own copycat Add-A-Ball feature, 
which they were soon calling Extra 
Ball to get away from the all but 
proprietary Gottlieb name. Beyond 
that, there were major differences 
between the games. Where Williams 
had taken the traditional pool ball 
rack of 15 spots in five rows of 
rollovers with five across the back 
and one in front as a playfield format, 
Gottlieb completely avoided any of 
the visible game features of pool. 
The game could have been called 
almost anything else, having an all 
but generic playfield and backglass. 
Except for one thing, the 3-dimen- 
sional effect. In a trough across the 
top of the backbox, much in the 
same fashion as the Peo ALL 
AMERICAN FOOTBALL of over 
thirty years earlier, the 15 colored 
and numbered pool balls are dropped 
into view as their corresponding 
rollovers are made and targets are hit, 
with the 15 numbers scattered all 
over the playfield. The scoring balls 
are perfect miniature reproductions 
of actual pool balls, and add noise, 
action and color to the lightbox. 

Gottlieb called FLIPPER POOL 
“Another great animated Add-A- 
Ball,” which it truly was. But the 
game, its theme, backbox anima- 
tion and scoring wasn’t alone. The 
game was first introduced in a replay 
model called BANK-A-BALL, incor- 
porating a completely new feature 
called the return lane. What 
Gottlieb did was squeeze in two 
outside lanes behind the lower play- 
field kicker islands, giving the ball life 
after death depending in which outside 
lane it landed. It adds a lot of excitement 
to the game as a ball will often dance 
around the top of the outlanes making up 
its mind which way to go. Farthest out, it 
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drains. But if it plops into the return lane, 
the ball is fed directly to the flipper to 
bring it back to life again, setting up flipper 
shots as never before. This new playfield 
“Gottlieb bottom” revolutionized pinball 
play almost as much as the flipper, and 
made a dazzling new array of skill shots 
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possible. Originally scheduled for a 
later game, the flipper runaround 
was rushed to market in a speeded 
up BANK-A-BALL in September 
1965. It wasn’t until October that 
the FLIPPER POOL Add-A-Ball 
version was brought out. 

The two games look a lot alike, 
the most visible differences being 
in the backglass. BANK-A-BALL 
has a replay scoring drum in the 
skirt of the lady at the right in the 
backglass, just below her belt. 
FLIPPER POOL replaces that small 
window with a large “Previous High 
Score” panel, and then adds a “Balls 
In Play” panel across the bottom 
numbered 1 to 10. For dropping 
pool balls 1 through 9 into the 
backbox you get an additional ball. 
Get up to 11 another ball, and the 
same for 14 and 15. Knock all 15 
out and the pool balls are reset to go 
around again. In all you can pick 
up enough additional balls to earn 
up to 10 balls. The more you get, 
the more chances you have to get 
more. 

Making Add-A-Ball versions of 
replay games was a fairly standard 
Gottlieb approach, but it wasn’t 
necessarily so. Out of the four single 
player replay games made in 1965, 
only two were also produced as Add- 
A-Balls. SKY LINE and KINGS 
AND QUEENS weren’t, whereas 
BUCKAROO and BANK-A-BALL 
were, leading to COWPOKE and 
FLIPPER POOL. 

One appreciated touch. Gottlieb 
finally got away from that fake first 
reel in the drum scoring unit, with 
a full four reels made available to 
run up higher scores. It was about 
damn time. Ditto for the return lane, 
an idea whose time had certainly 
come. But Gottlieb might have been 
cautious about the acceptability of both 
changes. While these features added a lot 
to the games, neither the BANK-A-BALL 
or FLIPPER POOL spec sheets mention 


either one. 
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Williams Manufacturing Company 


TOP HAND Electromechanical 


April 1966 


It’s cowboy time at the ol’ 
Williams ranch, the boys are in 
town to play a little TOP HAND 
poker at the local saloon, and they 
look very uncomfortable doing it. 
Maybe because there’s a cowgirl, in 
shorts no less, watching, while a 
dancehall girl yuks it up in the 
lower left hand corner of the back- 
glass. None of this seems quite 
right, and for all the world it looks 
like Williams is trying to pack 
everything Gottlieb does into one 
game, from playing cards to 
cowboys, including humorous back- 
glass art and gambling themes. 
They didn’t miss much, and in the 
process got mush. 

The game was produced in two 
versions, a replay as FULL HOUSE 
and in an Extra Ball version as 
TOP HAND. Beyond the replay 
and Add-A-Ball versions, there is 
a lot more here that owes its origins 
to Gottlieb. After a disastrous exper- 
iment with its own proprietary 
modern cabinet design called the 
“Styling of the 60’s”, Williams settled 
back into the industry mode, albeit 
Gottlieb directed, and produced 
steelrail games with steel legs much 
like everybody else. By this time 
Harry Williams was long out of the 
company, Sam Stern had sold it to 
Seeburg, and the whole facility had 
moved into the former United Manu- 
facturing Company plant on North 
California Avenue in Chicago. 
Designer Steve Kordek had been 
picked up from Bally to join the 
renamed Williams Electronic Manu- 
facturing Corporation as part of a 
massive injection of ideas, money, 
talent and enthusiasm, resulting in 
a plethora of new product. 

As a single player replay machine, 
FULL HOUSE apes the Gottlieb 
approach, but adds a clever touch. A 
panel is provided along the base of 
the lighted backbox that provides 
room for the location name, an 
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appealing piece of promotion. 
Then there is the drum unit on 
the playfield, an expensive addi- 
tion (One above, one below) 
that steps up a frame at a time as 
targets are hit in much the same 
manner as the Mills Novelty 
SPINNING REELS of 1940. The 
cards you are dealt as a player 
are visible on the three drums, 
giving you a poker hand to 
compete against the dealer, lit 
up near the bottom of the back- 
glass. The problem is that as your 
ball hits the targets your hand 
changes. A lot. But you do have 
some flipper control over the 
hand you end up with. 

FULL HOUSE is adjustable 
for 3 or 5 ball play, with Williams 
recommending 3 for “speed play” 
games to get more player receipts. 
Bumpers at the top, and lower 
playfield rollover buttons, light 

up for specials while three targets 
facing dead upfield from the flippers 
advance the drum reels. The left 
target says “Advance Left Card or 
100 When Lit,” while the center 
and right targets say the same for 
their reels. In one regard Williams 
was way behind Gottlieb, for any 
ball that went into an outlane drained 
fast, no recourse, although there are 
“Special When Lit” and 100 score 
rollovers in the lanes. The FULL 
HOUSE replay counter is in a wanted 
poster hanging over the saloon door, 
replaced by a “Previous High Score” 
panel on TOP HAND, which also 
adds a lighted “Balls to play” panel 
above the location name area. 

The Williams FULL HOUSE and 
TOP HAND games did get one up 
on their major competitor that was 
significant. Starting in the summer 
of 1965 Williams had added an auto- 
matic ball lift to their games, almost 
a year ahead of Gottlieb. Artwork 
seems to be Jerry Kelley, freelancing 
for Williams at the time. 


HURDY 


Classic 60s Gottlieb, probably 
the most collectible pinball genre 
as this is being written. That will 
change, as fads come and go, and 
game availability shifts occur over 
time. But as long as pinballs are 
collected, the 60s games, and 
specifically the Gottlieb games 
from that era, will be prime pieces. 
There are some identifying char- 
acteristics. The “Wedge Head” 
backbox, symmetric and amusing 
mostly Roy Parker art left and 
right on the backglass followed 
by Art Stenholm of Ad Posters 
once Roy was gone, a big game 
name, scoring drums, makeable 
center playfield targets, often some 
mechanical animation in the 
backbox, and a lot of other 
features. But where is the typical 
“Gottlieb bottom,” the flipper 
setup outlanes? 

Welcome to Gottlieb’s Add-A- 
Ball HURDY GURDY. Just because 
a feature was great didn’t mean it 
kept coming right back on every 
game. Not only that, the return lane 
was really too new to get fully seated. 
Games are specced out long before 
they go into production, and a 
popular new feature takes a while 
to get analyzed and incorporated 
into future games. And HURDY 
GURDY was right in the middle of 
an already successful string of games 
so why change things. That was 
evident in another backward touch; 
HURDY GURDY still has a ball 
lift. 

Actually, the name was an after- 
thought. The game was originally 
developed as CENTRAL PARK, a 
similar single player replay, ball lift 
and all.Art Stenholm’s graphics are 
self evident. This is New York’s 
Central Park, with horse carriages, 
swimming, runners (even then!) and 
tall buildings. In the foreground, 
entertaining the populace, is an ethnic 
organ grinder with a trained monkey 
that whacks the oversize five inch 
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golden copper bell every time 100 
points are scored. Clang! Clang! 
Clank! as you flip, flip, flip! That 
monkey did it. As an animated 
3D feature it is so pronounced you 
can’t miss it, so when the Add-A- 
Ball version was projected the 
artwork led the name, and HURDY 
GURDY it became. 

As often as that bell rings, it’s 
not really that easy as HURDY 
GURDY requires some concen- 
tration on where you are going. 
You need a plan to play this game. 
The primary playfield feature is a 
triangular target platform with 
two stationary targets that score 10 
to 50 points when hit, and specials 
beyond 50 points. Targets at the 
top, numbered from | to 5 at the 
left and 6 to 10 on the right, set 
up the specials. The pop bumpers 

at the top bounce the ball all over 
the place, banging away at those 
highly visible targets. What you want 
to do is set up sequences from | to 5 
on the left to advance the value of the 
center left target, and do the same 
thing for the sequence 6 to 10 on the 
right. In your master plan it is best to 
stick to a side and set up a sequence, 
and then try and do the same thing 
on the other side. And you'll need 
those extra balls to keep going. You 
start out with a five ball game, but can 
add as many as ten for a total of fifteen 
or aS many more as you can earn. 
Lighted numbers across the bottom 
of the backglass indicate how many 
balls are in play and how many you 
have earned as play progresses. Yellow 
and green mystery targets and bottom 
center rollovers can give you another 
ball and score up to 400 points. Clang! 
Clang! Clang! Clang! Reach for the 
“Previous High Score” and you’re on 
your way. 

HURDY GURDY has yet another 
claim to fame. It showed up in the 
1988 Disney movie Who Framed 
Roger Rabbit as a 1940s tavern prop. 
Wrong! 
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One of the more charming games in 
its time frame, Gottlieb’s MAYFAIR 
scabbed a name from a presentation of 
greater fame. When the Irish playwrite 
George Bernard Shaw wrote Pygmalion 
in 1914 he could hardly foresee the 
mark it would make in the English 
speaking world. It was filmed in England 
in 1938, with British matinee idol Leslie 
Howard (who later played Ashley in 
Gone With The Wind in 1939 and was 
killed in an air crash in WWI) playing 
professor Henry Higgins. He was also the 
co-director of the movie. On a bet 
saying that it couldn’t be done, in the 
movie the professor transforms Cockney 
flower girl Wendy Hiller into what 
appeared to be an aristocratic lady. 
Superficially, that is. He didn’t under- 
stand what was in her heart, and in 
that lay the dynamics of the play, and 
the movie. It won an Oscar. After World 
War II the storyline was picked up by 
the composer and lyricist team of Fred- 
erick Loewe and Alan Jay Lerner who 
converted it to the most successful 
Broadway musical ever, giving it the 
name of My Fair Lady. British actor 
Rex Harrison played professor Higgins, 
and a stunningly beautiful and incred- 
-ibly gifted 20 year old Julie Andrews 
sang the female lead of Eliza Doolittle, 
the transformed flower girl. My Fair 
Lady opened at New York’s Mark 
Hellinger Theater on March 15, 1956 
and went on to set the record for its 
time of 2,717 performances in a run of 
six and a half years, up until September 
1962. In London the show ran 2,281 
performances until October 1963. The 
songs burst on the American national, 
and quickly the international, scene, 
with I’ve Grown Accustomed To Her 
Face, The Rain In Spain, I Could Have 
Danced All Night and The Street Where 
You Live becoming the top hits in 1956. 
The live cast LP album was the greatest 
musical show album ever made, selling 
over 6 million copies. It stayed on the 
bestseller chart for nine years, for a 
total of 482 weeks, getting a Gold Disc 
Award in 1964. And it made Julie 


100 Pinball Games 








‘Paul Olsen Collection | 


Andrews an international star. 

The movie rights were sold to Warner 
Brothers in 1962 for a whopping 
$5,500,000, up to then the highest paid. 
It was such a powerful media event the 
play and the movie project became 
known by the call letters “MFL.” It was 
at that point that the whole world was, 
seemingly, up in arms over the fact that 
while Rex Harrison kept the professor 
Higgins role in the movie the singing 
role of Eliza Doolittle wouldn’t go to 
Andrews but rather to the frail and 
unsinging beauty Audrey Hepburn (with 
her voice dubbed in by a beautifully 
voiced Marni Nixon, whose name wasn’t 
mentioned in the credits). There were 
demonstrations over the fact, and the 
studio was picketed by Julie Andrews 
fans. At the time a gross setback, in 
the long run it certainly didn’t damage 
the career of Andrews. The movie came 
out in 1964, and the songs once again 
became hits eight years after the stage 
play had opened, with singer Vic 
Damone’s million seller On The Street 
Where You Live selling again. 

Dave Gottlieb must have loved the 
play, and the music. And one would 
suspect he was a Julie Andrews fan. 
There was no way that any pinball 
manufacturer could have come up with 
a celebrity tie-in with the play or the 
movie, but Gottlieb did anyway in the 
summer of 1966 just as the movie was 
coasting down but still reaching its 
audience. MAYFAIR picks up the 
themes of the play, and shows a red 
headed Julie Andrews styled lady with 
a matching young girl of fashion on 
the backglass, with other characters 
from the play in the glass and on the 
playfield, including a Cockney flower 
cart. It is a classic example of one form 
of entertainment honoring another. 
Small touches abound. A Broadway 
type marquee in the backglass says “Now 
playing- MY FAIR LADY,” and a street 
sign close to the upper right hand corner 
is marked “Your Street.” Two player. 
Swinging target in the center of the 
playfield. 
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By 1967 Williams Electronic Manu- 
facturing Corporation was entering 
its own Golden Age, with game 
designers Steve Kordek and Norm 
Clark turning out game after game 
with a distinctive contemporary touch. 
It was the modern world of rock music, 
Cold Wars, muscle cars and rocketry. 
These were the themes that differen- 
tiated Williams from all others. While 
Gottlieb may have been the home of 
cards and cowboys, Chicago Coin the 
home of what everybody else did first, 
and Bally the new home of a growing 
inventory of original novelty games 
after their inline bingo production was 
drastically reduced, Williams was the 
space station and the growing home 
of playfield and backbox gadgetry. 

BLAST OFF of May was Steve 
Kordek’s first space race entry for 1967, 
coming out first as an Extra Ball 
version of the Williams APOLLO 
which came out in June. The design 
is commanding and timely, showing a 
manned Apollo rocket in the back- 
glass in launch position, with three 
more pictured on the playfield. A 
remarkable addition to the backbox is 
a three dimensional rocket launch in 
the form of a vertical bagatelle game 
starting at the tip of the emerging 
rocket that can be fired, or blasted 
off, once countdown has been 
achieved. What you want to do is 
advance the countdown until blast 
off time. You have to hit several targets 
to get this done. An exceptionally 
long center has countdown rollover 
buttons, topped by a stationary count- 
down advance target almost a full 
length of the playfield away from the 
flippers. Make all of the countdown 
lights and the center target lights up 
to score 300 points. When you hit 
that target while it is lit, the bottom 
out lanes also light up to give you an 
extra ball. When the countdown gets to 
“1” the center yellow button lights up for 
300 points. One more advance and the 
countdown drops back to “10” while the 
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“Launch Rocket” button at the bottom 
by the flippers sets up the backbox action. 


When the ball leaves the playfield the 


rocket is launched, with a solenoid below 


p22 





the backbox bagatelle kicking a steel 
ball up to circle the arc and drop down 
into the scoring troughs of 50 at each 
side, 300 for each of the two inboard 
scoring troughs and special in the 
center, which gives you an extra ball 
when made. In the free play APOLLO 
version making that special in the 
backbox gives you a free game. Its like 
a separate game going on out of your 
control that scores and gives you a 
reward for a good play. It’s a blast. 

While all of this wonderfulness is 
going on, there is a light show behind 
the game name. Flasher lights behind 
the names BLAST OFF or APOLLO 
blink on and off, giving the rocket 
blast off action a lot of twinkling red 
lights that glimmer and glow, making 
either game a standout in a dark room. 
The games have another intriguing 
feature. Making the countdown target 
when lighted on APOLLO opens a ball 
gate on the right outlane which sucks 
the ball back to the plunger, ready to 
shoot all over again. This feature isn’t 
on BLAST OFF, but the side return 
hole is in place in the right outlane to 
be ready for an APOLLO conversion, or 
possibly an added feature for BLAST 
OFE 

Because the BLAST OFF and 
APOLLO single player games came 
out at the very beginning of the Apollo 
space program in the summer of 1967, 
they sustained a long period of popu- 
larity up until the time we put a man 
on the moon in July 1969, placing 12 
Americans there by December 1972. 
Even though the games came out a 
quick four months after the disastrous 
January attempt at an Apollo launch 
rehearsal, when Astronauts “Gus” 
Grissom, Roger Chaffee and Ed White 
were burned to death, and well before 
a successful Apollo launch, the fact 
the games play very well, with that 
fabulous center advance target long shot 
up the playfield, kept them in the public 
eye as long as the space program for which 
they were named. 
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KICK 


Blast off. Kick off. What’s the 
difference? Here are two games 
that could have been just about 
the same, both having a superb 
excuse for animated backbox 
kicker action. But designer Steve 
Kordek took the long route and 
developed completely different 
approaches for these action pieces. 
The Williams KICK OFF came 
along right in the middle of the 
1967 football season. The initial 
offering was TOUCHDOWN, a 
replay model of November 1967 
followed by the Extra Ball KICK 
OFF version in December. It was 
the season that The Green Bay 
Packers beat the Kansas City Chiefs 
in the first Super Bowl game, the 
beginning of the Los Angeles 
January classic that would ulti- 
mately draw the largest sports audi- 
ences in television, and become a 
national ikon of sorts that is 
followed throughout the world. 

The backbox animation in 
TOUCHDOWN and KICKOFF 
is perfect football, with a hundred 
yards of gridiron stacked verti- 
cally. As scores are made the 
lighted ball moves up and down 
the vertical playing field so you 
can see where you are as the score 
moves toward, or away from, a 
touchdown. Williams calls it “Real 
gridiron animation.” Two methods 
of scoring are going on at the same 
time. First, the drum score unit 
at upper right tells you what your 
pinball score is. But right below it 
is the game score, and a two reel 
tally of the points made. Once 
you shoot the ball it drops out of 
the arc to face a formidable array 
of pop bumpers, kicking the ball 
all over the place and hitting the 
two stationary targets at the top 
right and left, increasing the 
kickout hole value and scoring 
100 points when their buttons are 
lit. All this action is described as 
“Exciting kickoff returns” in the 
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game flyer. Once past this upfield 
action, the ball works its way down 
to a field full of rollover buttons 
that advance the ball on the 
backbox animation by five yard 
units, but only when they are lit. 
Field goal buttons are at the right 
and left of the lower playfield, just 
above the outside drain lanes 
which, when lit, are specials. In 
KICKOFF that means an extra 
ball. Other ways to get that extra 
ball are at 20 points, 40 points 
and a score of 3,000. The Williams 
flyer says you can “Score touch- 
downs, conversions and field goals. 
Make football points and high 
scores for competitive play. Match 
feature,” the latter a TOUCH- 
DOWN exclusive. 

The differences between the 
games reflect their altered modes 
of play. TOUCHDOWN has a 
lighted scoreboard in the artwork 
at the top right of the backglass, 
replaced by a “Previous High 
Score” panel on KICKOFF. A 
lighted “Ball In Play” panel 
stretches across the bottom of the 
TOUCHDOWN backglass inside 
of the artwork for a pennant, 
which is empty on KICKOFF. 
Added on KICKOFF is a stacked 
set of numbers from | to 5 witha 
lighted “Balls To Play” arrow 
pointing them out. Both games 
have their football heros running 
across the playfield, while they 
are cheered on by an enthusiastic 
group of healthy cheerleaders 
flashing pom poms and yelling 
their hearts out. Their letter 
sweaters carry a big “W” so that 
they can be true to their school. 
Williams? It certainly isn’t the 
Packers. But Kordek had done it 
again. Imagine bringing out an 
animated football pinball game 
in time for the first Super Bowl. It’s 
almost as, and in some minds even 
more, important than a space shot 
to the moon. 
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Another Williams Extra Ball 
game, SMARTY is the Add-A- 
Ball version of DING DONG. It’s 
a theme that Gottlieb had touched 
on a time or two, school kids and 
the little red school house and 
the troublemaker. But you sure 
miss Roy Parker and his ilk when 
you see the opportunities missed 
on a backglass like this. It’s 
charming as it is, and we know 
that something is about to happen 
as the dominant figure, the trou- 
blemaker kid at lower left, has his 
fingers in his ears as if an explo- 
sion is about to rock the school- 
yard, or the school itself. But we 
don’t see the cause for his concern. 
There’s no bomb, or firecracker, 
and nothing seems to endanger 
the school building, other than 
the fact the bell is ringing for some 
reason. Parker would have...well, 
just let your imagination go. You’d 
see clues all over the glass to 
announce the imminent rude 
awakening. We know it’s coming, 
but the message is perhaps a bit too 
subtle. 

The game isn’t. It’s an all out 
romp, a spellathon if you will. In 
the center lower playfield is a 
four-by-four grid with letters for 
each of the sixteen lighted play- 
field inserts. You light them up 
all over the playfield by hitting 
targets and making rollovers. That 
means there are 16 things to 
accomplish to fill out the grid. 
That’s a lot of work, and the game 
is keyed to getting half the job 
done. Which half is up to you. 

Take the horizontal lines which, 
top to bottom, spell: 

CLEW 
HAVE 
OVEN 
PART 

The first line is made by hitting 
the letters to spell the word. For 
instance, the “W” is at the second 
target down from the top left. You 
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get the idea. By spelling the words 
CLEW, HAVE, OVEN and PART 
the bottom lanes are lighted to 
score a special, with one special 
light for each word completed. Go 
through one of those lighted lanes ° 
on SMARTY and that’s an added 
ball; on DING DONG its a replay. 
Do the same thing vertically with 
the words CHOP, LAVA, EVER 
and WENT and you light the 
center “Horseshoe” enclosing a 
circular lane with a target in the 
middle, to score 500 points when 
you make it on its own. And that’s 
for any vertical word. 

As for the differences, 
SMARTY can be played as an 
add-a-ball or a 5 ball novelty 
game. An arrow at the upper left 
of the backglass points out “Balls 
to play.” That feature isn’t on 
DING DONG, although the 
latter game does have its “Ball 
In Play” indicator in the brick 
wall behind the ear plugged boy. 
DING DONG also offers a 
“Match Feature” that isn’t on 
SMARTY, and is adjustable so 
it can be set to play as a3 or 5 ball 
game. Another change is in the 
school house roof. On DING 
DONG it’s just there, no changes, 
but on SMARTY the roof has a 
“Previous Hi Score” panel. 

The game designer is Norm 
Clark, who offers a lot of ways to 
make the game work for you, in 
either novelty or Add-A-Ball play. 
Williams also made much of its 
high techy features, such as the 
automatic ball lift, Stainless Steel 
molding and trim, doors and legs, 
and the individual lift-out coin 
trays for the operator. But as clever 
as the game may be, it seems to 
lack heart. The school kids are as 
sassy and pranky as any in pinball, 
probably, but we don’t see the 
stunts or inside jokes. Thumbs up 
on the game, and thumbs down on 
the glass. 
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It’s amazing what a change in 
artists can do. LADY LUCK, the 
very next game after the Williams 
DING DONG, featured a stylized 
form of art that had captured the 
pinball playing public. It’s as if 
Williams knew they were missing 
something in their artwork. It was a 
cubistic form of art in moody colors 
that had been created by graphic 
designer Jerry Kelley, a free lance 
artist that had his own advertising 
art and design business in down- 
town Chicago called Dawn Studios. 
Williams had it first, on a June 1965 
game called POT-O-GOLD, but they 
didn’t like it. Then when his style of 
art appeared on the December 1966 
Bally CAPERSVILLE, a runaway 
success, Kelley was the artist in 
command and demand. He was 
also a loner, and ran his total oper- 
ation by himself with one assis- 
tant, a young woman who filled in 
the art according to Jerry’s sketches 
and instructions and whose name 
wasn’t Dawn. So Jerry started the 
art, made the customer contacts, 
handled the books and went out 
to get new business. It was a killer 
schedule, particularly when he 
achieved his fifteen minutes of 
true fame. It was just too much 
to handle. But he (and she!) did 
it, and turned out an amazing 
inventory of appearance pieces 
for pinball games and arcade 
machines, guns and bowlers, 
venders and other coin machines 
for United, Bally, Williams, 
Chicago Coin and others while 
he kept up with his advertising 
agency business of illustration for 
print ads and brochures. 

Williams took another chance 
on the Kelley style, and booked 
artist Christian Marche through 
Ad Posters for a number of games 


in the stylized format. DAFFIE 


was the second game after DING DONG, 
and was scheduled for the Christian 
Marche artwork. The game is a Steve 
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Kordek design, and the backglass is a 
mysterious looking modernistic spread 
of hip teenage to twenty something guys 
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and gals hanging around a British 
MGA sportscar, one of the hottest 
vehicles on the American road at 
the time. The boxy MG TC and 
the 1949 TD had long held the 
hearts of the sports car truists 
throughout the world, and clubs 
were formed all over the Americas 
to tour in these tiny but elegant 
straight grilled two seaters. But 
when MG switched its styling from 
the classic European sports car look 
to the smooth bodied and stream- 
lined MGA in 1956 the purists 
balked. But MG was right, and 
gained a whole new younger upscale 
market with the car. The very gang 
illustrated in the backglass, followed 
by very hip women scattered all 
over the playfield around a big 
“X” with lighted rollovers in the 
middle and at all four extremi- 
ties, all done in various shades 
of purple and black. 

For a while DAFFIE looked 
like that true rarity, an Add-A- 
Ball game (by this time Williams 
gave up on their Extra Ball 
description, and opted for the 
Gottlieb words which had become 
a game generic) without a replay 
companion. It was over two 
months before its 3 or 5 ball play 
counterpart arrived in a replay 
game called DOOZIE, same glass 
and playfield with the minor vari- 
ations needed for the Add-A- 
Ball and replay versions. The 
play on both games is around 
that centerfield “X,” and the 
need to light the rollovers. In 
the process a lot of exciting 
things can happen. Light that 
“xX,” 1 to 5, and it scores 300 
points. On DAFFIE that gives 
you another ball, on DOOZIE a 
special. And there’s a very special 
treat for long and successful 
flipper shots; an open gate at the 


top right takes the ball back to the 
plunger for another go around. Both 
games have the feature. 
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CUE-T is Kell-ey. The abstract 
and dark mystery look took hold, 
and Jerry Kelley became a hot 
property at Ad Posters. He wasn’t 
doing all the Williams games, 
but he was doing enough to estab- 
lish his style as the current 
Williams look, no matter what art 
they had on their other games. 
All this was going on while he 
was also doing the artwork for 
Bally pinball games among others. 
Kelley also had another trait. He 
named games. While that worked 
at Bally, it hit a stone wall at 
Williams. But there was no stop- 
ping the man. If Kelley was 
anything, he was outspoken, and 
it was extremely difficult to tell 
the man he was wrong. That led 
to trouble at times. And prob- 
ably some game name acceptance 
to shut him up. 

CUE-T may have been one of 
those times. Kelley had a 
penchant for cutesy names, or 
twists on words to create double 
or even triple meanings. Where 
Roy Parker loved to misspell 
words, but still keep them read- 
able, Kelley liked to create words 
that required some stretch of the 
imagination to understand. And 
where Parker liked to show actual 
people’s faces in a cartoon format, 
and have the backglass and play- 
field characters saying or doing 
something completely out of 
character, Kelley went all out 
for the abstract art and mood, 
no hidden messages intended, 
that expressed the name of the 
game. It was the game name that appealed 
to him as a graphic platform. And CUE- 
T sounds pure Kelley. The theme is a pool 
game, thus the “cue.” And women are 
playing, thus the “t“ to come up with a 
name that phonetically comes out “cutey.” 

CUE-T is a Williams Add-A-Ball that 
shows four women and two men playing 
a game of pool, with the women confi- 
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dent and the men awestruck. The play- 
field shows another two women, and 
another guy, playing the game. Coming 
in at the top there are four bumpers A-B- 
C-D, with three rollover lanes between 
them. Below each one are stationary targets 
that are fed by three pop bumpers directly 
below the rollover lanes. There’s a lot of 
hardware at the top of this playfield, and 
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the ball bings and bangs all over 
the place. Hit all four of those 
targets to light up A-B-C-D and 
you get another ball and light up 
the center “Horseshoe,” that peren- 
nial Williams feature that sits right 
in the middle of the playfield and 
allows a runaround with a 
stationary target facing downfield. 
These are flipper shots galore. 
Below that, in the center lower 
playfield, is an illustrated rack 
of pool balls that light up and, 
once lit, light up the bottom 
outlanes to give you another ball 
when the rollovers are pressed 
down. But the most surprising 
feature is a fully charged pop 
bumper right at the bottom 
center of the playfield, with the 
flippers on either side. Hit that 
baby and you don’t know where 
in hell the ball is going. It’s just 
as likely to be a lightning bolt 
shot at the right or left flipper 
that, if it isn’t caught fast, rolls 
tight down them into the drains. 
Hold the flippers up to catch the 
ball, and it’ll shoot beneath them 
and you loose all advantage of 
the strategically placed bumper. 
CUE-T looked like a lonely 
Add-A-Ball for a few months, 
until its replay counterpart came 
out in February the next year. 
“Balls To Play” and “Previous Hi 
Score” were removed to be 
replaced with “Ball In Play” and 
a match feature. And now it was 
naming time. It sounds pure 
Kelley. Same name, only reversed. 
This time it’s “Miss” for the ladies, 
and “Q” for the pool cues: MISS-Q. 
Perfect! Until a French distributor balked 
at ordering the game because of its fowl 
language. It seems MISS-Q in French 
refers to a lady’s rear end. The screens 
were already cut and the glass was set for 
production. So the descender in the letter 
was patched, and the name changed to 


MISS-O. Kelley must have been crushed. 
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April 1969 


The Kelley cubist look rolls on. 
A name like POST TIME is hardly 
his, so we can all but assume that 
Williams eventually took a hard 
line and maintained a blind eye 
and deaf ear in order to name 
their own games, with the desig- 
nated artist filling in the holes as 
instructed. It’s called benevolent 
Fascism: “We want your ideas, but 
do it our way!” 

The same for the game 
designers. The Add-A-Ball POST 
TIME and its later replay version 
PADDOCK were Norm Clark 
designs. Orders came from head- 
quarters; “It’s time for another 
horse race game, Norm. Make 
one.” POST TIME came first, in 
April 1969, followed five months 
later with PADDOCK, the replay 
version. The Add-A-Ball and 
replay territories were so distinct, 
and geographically isolated, the 
long time span between game introduc- 
tions didn’t lead to suffering from over 
exposure of the game graphics and play 
features. The market areas just didn’t 
overlap, so whatever version came out 
first didn’t impact on the second. In the 
case of Williams, they characteristically 
brought out their multi-purpose Add-A- 
Ball models first, and followed it with 
their replay version. This seems to say 
that the money was really in Add-A-Balls, 
with leftover cabinets and unproduced 
backglasses on hand for the replay version 
if the game didn’t become a boomer, ready 
for immediate usage if it did. The staging 
was advantageous. 

A newer feature of POST TIME is its 
longer flippers, first introduced by Williams 
when two sets appeared on 
HAYBURNERS II, an animated backbox 
novelty game of August 1968, as their 
“Twin-Double Extra Large Flippers.” While 
it looked like a one game feature at the 
time, with subsequent games going back 
to the smaller flippers characteristic of 
Williams games, the new flippers main- 
lined with POST TIME. They weren’t 
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or advertising; they were just there. 
The way was open to modern 
flipper play with flippers held high 
to catch balls, with a full array of 
flipper shots now made possible by 
picking the spot on the flipper face 
to push the button. With pinball 
now considered a sport, credit 
should be given to the bigger flip- 
pers which finally moved the game 
into that class. 

POST TIME was promoted as 
an “Add-A-Ball, Novelty or 
Extended Play Game,” which 
covered most of the operating 
bases. It is also a Williams horse 
race game without racing horses, 
something unique from the manu- 
facturer. But why not? Just about 
everything else had been carried 
by the backglass for years, and 
Williams had carved out a game 
niche just as Gottlieb had with 
westerns and poker. The Jerry Kelley 
backglass shows two angular horses and 
equally pointed ladies and a jockey. But if 
you wondered if Kelley could do real 
artwork, there is a rather nice conven- 
tional rendition of a horse, handler and 
jockey in the background, just in front of 
the paddock building. The man can draw. 

Five jet bumpers, as Williams called 
pop bumpers, are upfield lettered A-B- 
C-D and Special. Make them and you 
light the center target to score 3,000 
points, as well as light the bottom outlanes 
that score one race when the ball goes 
through. Four “high powered automatic 
kickers,” or targets, move the lights, or 
horses, around the centerfield race track, 
with extra balls awarded for each 
completed race, high score and those 
lighted return lanes. It’s a bang up good 
time. PADDOCK adds to the fun as a 3 
or 5 ball single player that gives extra 
balls by winning a predetermined number 
of races, or going through the “Horse- 
shoe” outlanes when lit. Plus a match 
feature. Yet it seems like the Add-A-Ball 
and replay models are getting closer and 
closer together. Pinball is changing, and 
the differences are getting academic. 
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Gottlieb art was also suffering from 
tired blood, some good, some bad, 
quality spotty. The modernistic look 
was adopted now and again, and then 
avoided, with most late 60s and early 
70s games having a cluttered graphic 
look that cried out for a Son Of Parker 
approach. But aped art is never novel 
art, and cries out for replacement. The 
claim was staked with DIMENSION, 
an Add-A-Ball (the Italian version is 
called GALAXIE) that added a lot to 
Gottlieb’s lustre at a time when it was 
needed. Allegorical art was in, and 
Gottlieb got into it. The new artist 
helped a lot with a superhero image 
soaring upward from a galaxy (which 
is probably where the Italian game 
name came from) at center left to the 
“Balls To Play” numbers at upper right, 
with the head of a terrific looking 
women swirling out of the intergalactic 
gases at lower right. The exception is 
beautiful. But it was on the playfield 
that Gottlieb excelled with a very 
simple idea. If the disappearing target 
was a great game feature, why not set 
them up in multiple target 
banks to make an even greater 
feature. Gottlieb took over 
target technology with that 
move and made it theirs. 
DIMENSION was the first 
game to do it. 

Some pundits have described 
banked drop targets as the 
greatest playfield improvement 
since the flipper. There was 
also an economy to the new 
feature, with economics recog- 
nized as being the major driver 
for most new pinball develop- 
ments. Targets need resetting 
once they have been hit, with 
a separate assembly required 
for each one when they stand 
alone. But if they are set up in 
a bank of five, to all reset at 
one time once they have all 
been dropped, a single reset 
assembly does the work of five. 


So Gottlieb bit the bullet, 
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tooled up for the idea, and dropped it 
in DIMENSION. Here was an idea 
waiting to happen, ever since Williams 
introduced the drop target on a game 
called VAGABOND in 1962. It took 
nine years to hit on the banked idea, 
but it has never left the game since. 

Not to be outdone, at least for a 
while, DIMENSION didn’t throw up 
a bank of five drop targets; they put 
in four banks, a total of 20 targets, 
with each bank in a different color. 
Knock down all five red and all five 
blue targets along the left side and 
the two bullseye targets at the left 
center of the playfield light up, as 
well as the left pop bumper at the top, 
for 1,000 point scores. Knock down the 
greens and yellows on the right and 
you do the same thing for the right 
side. If you pick up all the red and 
yellow targets on the lower banks 
you light up the top center kickout 
hole which rewards you with addi- 
tional balls. 

The replay version, which came 
out about the same time, added a 
surprising twist to the game. 
Other than eliminating the 
Add-A-Ball features the play- 
field and backbox are iden- 
tical. Except for one thing. 
The graphics are entirely 
different, and the name is 
2001, yet it plays the same 
with those long flipper shots 
at the banked targets. If you 
were to hazard a guess at the 
artist you’d probably say Jerry 
Kelley, because the backglass 
has that cubed and pointed 
look with people floating in 
space. In point of truth, the 
game was superficially named 
after the incredibly inventive 
Stanley Kubrick outer space 
movie 2001: A Space Odyssey 
released in 1968, three years 
earlier. But that’s a whole 
‘nother story. 
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It was the year 1971, and 
Gottlieb pumped out their oblig- 
atory baseball, card and a couple 
of cowboy games, plus a number 
of others, returning to outer 
space in October. Escapist 
themes were the order of the 
day because the country had 
once again walked itself into 
an international puckersnatch, 
and this time there seemed to be 
no way out. In Korea in the 
1950s, at least, there was a 
semblance of UN participation, 
with others involved. But in 
Vietnam the United States was 
largely alone, facing the fact 
that it is extremely difficult to 
subjugate an enemy that is 
driven by a mission mixed with 
patriotism. Millions of Ameri- 
cans saw it the same way, and 
wanted their country out of the 
morass of Southeast Asia. 
Except the nation kept getting in 
deeper and deeper, with Ameri- 
cans dying in a war they hardly 
understood. Slowly but surely 
American public opinion turned 
against their government, with a 
loss of faith that may take a century 
to heal. Meantime, most people 
did everything they could to avoid 
the reality of Vietnam, except those 
young men and women who were 
in service, or who would ultimately 
go to the war zone either as draftees 
or volunteers. Much as the race 
card would mar American rela- 
tionships in the 1990s, the country 
was split down the middle in the 
early 70s over the right or wrong 
of fighting in a far away country 
that was waging a war of survival. 
The problem was ultimately 
resolved, at a high cost to all, 
but it does show that there is 
always hope for solutions to seem- 
ingly insoluble political and social 
problems. 

So true escapism was back in 
full force in the early 70s, cowboys 
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and cards and outer space. 
When Gottlieb returned to the 
space theme with ASTRO, an 
optional Add-A-Ball game, after 
a ten month absence the 
artwork was almost a carbon 
copy of DIMENSION. Things 
were moved around a bit, with 
the drum scoring unit on the 
other side, with a robot that 
looks like a painted aluminum 
King Kong holding a green alien 
space Fay Wray replacing the 
superhero. But the girl is there 
lower right, looking much the 
same but this time ina 
spaceman’s—alter, space- 
woman’s— helmet. No banked 
targets here. This looks like the 
super economy model of a 
pinball game, with 3 pop 
bumpers, 8 stationary targets, 
the “Gottlieb Bottom” with a 
return lane, 4 rollover chan- 
nels at the top and not much else. 
No banked drop targets here, or 
kicker holes or anything like that. 
Down and dirty Gottlieb. Each 
of those targets has a letter for a 
spell name feature. Spell the name 
and hit either one of the two star 
targets and you get another ball. 
At that point the name resets and 
you start over. You also get balls for 
high scores. 
Now what might that name be? 
8 targets don’t spell A-S-T-R-O. 
But they do spell the greatest 
escapist show that ever hit tele- 
vision: S-I-A-R T-R-E-K! From 
the moment it hit TV in 
September 1966 until it ended 
three years later, Star Trek was the 
ultimate TV experience. It’s still 
shown in reruns, and three subse- 
quent series came out of it. Who 
needed to think about Vietnam 
when you could be a “Trekkie.” 
While they couldn’t get away with 
it in the United States, the Italian 
version of the game was called 


STAR. TREK. 
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Another giant stirs. Bally Manu- 
facturing Corporation was a 
company blessed. CEO Bill O’Don- 
nell knew what he wanted, and 
better yet, he knew what he needed 
to get it. Once the management of 
the firm had changed, with the 
Moloney family owners forced to 
sell to meet financial obligations, 
O’Donnell gathered a group of 
investors and bought the firm. It 
was soon incorporated. After strin- 
gent lobbying, and the need for a 
gambling product in England once 
the U. K. permitted pub games in 
1962, Bally created what would 
become the prototype of the 
modern slot machine. And guess 
who appearance designed it? Jerry 
Kelley. After its introduction in 
1964 the Bally MONEY HONEY 
slot machine and its later issue 
swamped the world casino markets, 
and Bally had a lot of something the 
other pinball makers were short of: 
money. Kelley was pulling a hot ticket, 
and got the assignment to name and 
provide the graphics for a series of 
Bally pinball games. CAPERSVILLE 
was such a success at the end of 1966 
it put Bally back in the pinball busi- 
ness. After a fairly successful string of 
games Bally started to chintze on 
things, and tried to copy Kelley’s art 
approach, but it didn’t take. So they 
brought him back in off and on to 
continue his work. But they couldn’t 
make the Pinball Division profitable. 
So in 1969 O’Donnell hired Sam Stern 
of Williams as Executive Vice President 
charged with making the pinball group 
turn the corner. As the man with the 
axe, and the wallet, Stern straightened 
things out in a year, and then left to 
go back to Williams. But it got Bally 
started out in the right direction, and 
made them one of the Big Three pinball 
producers of the 70s and 80s, right up 
there with Gottlieb and Williams. 

The Bally ability to fund its projects 
had a lot to do with their success, 
supported by an exceptional staff of 
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engineers, designers and produc- 
tion people, not to omit marketing, 
a Bally superlative. Playfield 
gimmicks, patent protection of new 
ideas, and a willingness to try an 
endless variety of stunts were all 
Bally hallmarks, and their issue 
showed up in profusion in the firm’s 
70s games. Yet in spite of all they 
had going for them, some games 
never quite made it. MARINER, 
Bally project 930, was one of them. 
A four player, convertible to Add- 
A-Ball, MARINER was said to be 
“feature packed.” Yet there’s not 
that much on the playfield. 3 pop 
bumpers, 3 mushrooms, 2 slingshot 
kickers, a kickback ball on the right, 
and a gated ripple wave feature on 
the left side, with the gate opening 
when you drain right, a kickout 
hole at the top and four targets that 
provide an advance bonus, open the 
gate and deliver an extra ball are about 
it. There is a clever feature that seems 
to be an alternative to the closing 
Zipper Flippers. Make a mushroom 
bumper dead center, or the lowest 
right side target and the “Play-More” 
post lifts up between the flippers, 
preventing a drain. Flip back the all 
but lost ball, and the moment it hits 
something the post goes back down. 
But you got a shot out of it. This is a 
Ted Zale game, but it’s no FOUR 
MILLION B. C. or FIREBALL, but 
rather a fairly pedestrian pin game to 
fill the marketing pipeline featuring a 
popular summertime theme. Except 
the game came out in the winter, near 
the end of the year. At least SEA RAY, 
the project 899 two player version of the 
same game, came out in September. 
The playfield is identical, but the back- 
glass is different. SEA RAY has a guy 
and a girl swimming around, whereas 
MARINER has the guy and a sailfish 
under water. Both have the Jerry Kelley 
look, but it’s a copycat artist. Kelley 
never made pointed elbows or knees, but 
the folks on MARINER and SEA RAY 


have sharp points sticking out all over. 
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In the early 70s Williams was a 
powerhouse in action, and succeeded 
in turning out quite a number of hot 
games that played exceptionally well. 
The convertible three way replay, 
novelty play or Add-A-Ball (an 
inside switch sets the mode of play) 
SPANISH EYES is one of the best, 
both for its art and its playability. 
The designer is Norm Clark, begin- 
ning to hit his full stride at Williams. 
He made SPANISH EYES a turning 
point. Williams games had been 
recognized as clever, artistic and 
slow based on the fact their flippers 
didn’t have the wallop of the short 
Ballys or 24 volt AC Gottliebs. So 
Clark stepped up the SPANISH 
EYES circuit to 24 volts DC witha 
rectifier that pushed through enough 
juice to make the pop bumpers give 
a lot more pop, make the slingshots 
a lot faster and turn the flippers into 
weapons. This change added so much. 
speed to the play Williams quickly 
picked up the reputation as the 
producer of the fastest games in the 
business. Clark had added the stepped 
up voltage to a straight Add-A-Ball 
version of the game called 
GRANADA as a lash on a month or 
so earlier, and was so pleased with the 
results SPANISH EYES was designed 
from the ground up as the first true 
Williams 24 volt DC game. This 
bigger bang for the buck was partic- 
ularly noticeable in a walloping pop 
bumper stuck dead center right at 
the bottom of the playfield below 
the flippers. Sure, the ball could roll 
off the flippers and drain, but if it had 
any momentum at all it would hit 
that bumper and blast its way side- 
ways or upward. You never know 
where, and it’s super fast. This feature 
alone makes SPANISH EYES one 
of the best playing pins of its era. 

But there’s more. In the Add-A- 
Ball mode making the five top 
rollovers A-B-C-D-E gives you 
another ball. So does making the six 
standup targets on the playfield and rolling 
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around that traditional Williams middle 
playfield horseshoe once it is lighted by 
getting the targets. Get an added ball and 
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you also hear the first Williams use 
of chimes, another attempt at 
catching up with Gottlieb, with a 
single cylinder tucked away in the 
cabinet to stay away from the bell 
included in the backbox. In the replay 
mode you get a replay at a score of 
60,000, another at 100,000 and a 
third at 140,000. That scoring is 
helped along when the lighted horse- 
shoe counts for 5,000 per trip around 
the loop, with 6,000 points for getting 
the kickout hole in the middle. Profi- 
cient players can get a lot out of 
SPANISH EYES, with ten minute 
or even longer games not extraordi- 
nary. Novices get into the game, too, 
with the stepped up kickers and flip- 
pers giving one a feeling of great 
power. Naturally, that makes players 
want to get at the game all the more. 
The playing characteristics were no 
surprise. Williams had the same upper 
playfield of rollovers, three bumpers, 
six targets and the horseshoe on 
DING DONG four years earlier. 

A lot has been said about the 
export Add-A-Ball version called 
GRANADA, and the fact that it is 
an entirely different game, although 
the backglass and cabinet are prac- 
tically identical. When asked why the 
difference, designer Norm Clark said, 
“The Italians wanted it to be 
different.” The fact of the matter is 
just the reverse. GRANADA came 
first by at least a month, so when 
SPANISH EYES came along Clark 
changed it to give the Italians the 
exclusive they desired. Europeans 
didn’t particularly care for aggres- 
sive pop bumpers at the bottom of a 
playfield anyway, so the American 
game got a more exciting format. 
So exciting, that when the Spanish 
pinball maker Segasa copied the 
game a year later for primarily Euro- 
pean sales they made a nuts on dupli- 
cate of SPANISH EYES under the 
same name, only they tilted the play- 


field more to make the game play even 
faster. Like a speeding bullet! 
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Are pinball games supposed 
to be cute? The Williams 
HONEY sure is, and so is the 
name. We’ve spent enough time 
getting to know the stories 
behind various games over the 
years, and have learned that very 
little happens by accident. These 
things are planned, and someone 
passes the word down for a game, 
or a name, or an art element or 
a favorite feature. Who gave us 
HONEY, and who is she? That 
she is a beauty there is little ques- 
tion. To add to that physical 
starting point the game is all 
done in pinks and flesh colors 
and highlighting in reds, greens 
and blues. The psychedelic seven- 
ties graphics effect is stunning 
and very attractive, with a cameo 
HONEY commanding the back- 
glass while other pictures of the 
same girl adorn the slingshot 
islands at the lower playfield. If 
an artist made her up, he or she 
did good. She’s a swooner. 

Enough speculation, let’s get 
to the game. It’s a Steve Kordek 
four player design, and one that 
makes powerful use of the 24 
volt DC bumpers and flippers 
that had so electrified the 
Williams games. The game starts 
right out with a flurry of excite- 
ment, with five of the souped 
up Williams thumper “Jet” 
bumpers right at the top, below 
three rollovers that feed a ball 
right to the bumpers. Brrrrrrrup- 
ppppp! It’s like a machine gun 
sputtering away. Okay, now the 
ball is out of their grip and heads 
down your way. Hot, long flip- 
pers await its arrival. If it hits a 
stationary behind a stretched 
rubber downfield left or right up 
goes a post set right in the middle 
of the flippers and the ball is 
yours to do with as you wish. 
Jiggle it a bit, and make one of 
the many skill shots the game 
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offers. Five advancing rollover 
buttons on each side of the open 
playfield, total of ten, step up 
the scoring, and you can make all 
five per side if your flipper shot 
is perfectly aimed and slow 
enough to place some weight on 
each button as it rolls over them. 
Then there are the center upfield 
shots. Sad to say, there’s a “Down 
Post” button in the way of the 
center drop target. But you’ve 
got to go for it, because you need 
to drop that target to get into 
the kickout hole behind it on 
the next shot. This is a very 
sophisticated requirement, much 
like planning the plays in a chess 
game, because it takes two 
perfectly aimed shots to get into 
that hole. The idea is a Steve 
Kordek original. It had never 
been done before. And in the 
pinball business, when you can 
come up with an exciting new 
playfield feature without 
inventing some new hardware 
or requiring a lot of new tooling, 
you’re a company hero. There 
are also two other drop targets in 
the game, and two kickout holes 
(Williams calls them “Eject 
Pockets”) below them down the 
playfield, all in line of calcu- 
lated skill shots from the flip- 
pers. A lighted “Same player 
shoots again” feature gives 
multiple players an onfield 
advantage now and again, and 
you can also earn an extra ball 
when the advancing buttons are 
made. There is also a ball return 
gate at the right outlane, open 
when lit, that gives you back 
the ball for another shot starting 
from the beginning. 

HONEY is a honey of a 
strategy game, and one you can 
really get hooked on. And take 
another look at the backglass 
honey of HONEY. It would be 


easy to get hooked on her, too. 
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Enter a Golden Age of 
Bally pinball started by uncon- 
ventional game designer Ted 
Zale and wildman graphics 
artist and designer Dave 
Christensen. It was a two way 
street. Zale had to create the 
games to inspire Christensen, 
and then Christensen had to 
come up with the graphics 
that would in turn boost the 
games. It happened time and 
time again. It didn’t start out 
that way. Early on Christensen 
worked at Bally as a contract 
artist under the severest of 
constraints. He had to do 
exactly what conceptual artist 
Jerry Kelly told him to do, 
and he balked. In a parallel to 
the Kelley career, Bally first 
had Christensen designing slot 
machine fronts, and rather reluctantly 
moved him into pinball. He fought hard 
for his own recognition, and finally got 
it. That is, his art did. The Christensen 
style is so distinct and original the 
artwork fairly leaps out at you. 

Zale’s game design philosophy is 
that of asymmetrical misdirection, 
meaning everything is out of place. 
If you are thoroughly comfortable with 
the symmetrical playfields of the early 
70s, chances are you will be confused 
with a Ted (his real name is Thadius, 
or Thad for short; people stumbled 
over that and called him Ted) Zale 
game. That’s what made Dave Chris- 
tensen such a perfect foil for the man. 
They worked together for the first 
time on the Bally FIREBALL, a 
February 1972 game that got more 
press (and still does!) than any game 
of then recent memory. Christensen’s 
comic book characterizations and 
incredible eye and hand for compli- 
cated detail soon had him working 
with the other pinball designers of 
the Bally Pinball Division. 

The four player convertible to Add- 


\ 


A-Ball MONTE CARLO is Bally project 
964, scheduled for release on October 31, 
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1972 and the second game to get Chris- 
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tensen artwork (although he may have 


done the angular MARINER under 


Kelley’s heavy handed direc- 
tion). Something must have 
stalled it in house, because it 
didn’t make its appearance 
until March 1973, almost five 
months later. The designer is 
the elegant Jim Patla, a man 
that lived and breathed pinball 
since he was a kid. Hired as a 
pinball test player when he 
was a teenager still in high 
school, Patla graduated to 
game design. Taking a cue 
from Zale, Patla made the 
MONTE CARLO playfield 
off center, the optimum 
substrate for Christensen’s 
talents. Dave proceeded to 
build the backglass around an 
elder James Bond type figure 
encircled by a blond and a 
redhead. These aren’t cute 
traditional pinball ladies, but rather 
unquestionably mature women who 
find our gambling man very attrac- 
tive. Christensen then uses a roulette 
wheel motif to include the game name, 
and arted up the details. The play- 
field is just as alluring. Christensen has 
a way of making his art look three 
dimensional, with stacks of chips and 
a dazzling off center roulette wheel 
surrounded by more of his full chested 
Christensen women commanding the 
field. No matter what that ball does, 
the playfield art makes it look like 
it’s doing more. 

The game is also studded with inter- 
esting features that make the artwork 
shine. The Bally “Play-More Post” 
pops up between the flippers when 
either the odd or even numbers are 
lit up, and the corresponding top or 
central kickout hole gets the ball. Two 
rollover buttons in the way of flipper 
skill shots drop the post. The big 
excitement is the dead center ball trap 
which scores 5,000 when the odd 
numbers are lit. If any game was 
collectible the moment it came out, 


like the ADDAMS FAMILY of 1992, 
MONTE CARLO is one of them. 
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If there were ever a contest for 
game names, and variations of 
same, spare the voting and give 
Gottlieb the cup. While Williams 
and Bally often made convertible 
games that could be switched from 
replay to novelty to Add-A-Ball, 
all under the same name, Gottlieb 
usually made all three versions as 
dedicated models and gave each 
one a different name. Sometimes 
an Italian Add-A-Ball version was 
also tossed in, with another new 
name, four in all for the same basic 
machine. Pretty hard to top that. 
Then there were the name changes 
necessitated by an early apprecia- 
tion of political correctness. PC 
was a long way away in the 70s, 
but some of the same logic applied 
even then. The four player BIG 
INDIAN, best played as a three 
ball game, is a classic example. 

The game first went on the line 
as BIG INJUN, a name straight out 
of the “B” westerns Hollywood had 
been grinding out for years. When the 
pre-production games hit the streets 
for location testing, the native Amer- 
ican employees of Gottlieb’s wiring 
and assembly plant in South Dakota 
complained. It was a labor crisis. So 
the glass was pulled back, and the 
name changed to BIG INDIAN. 
Luckily the banked drop targets, a 
vari-target and the top three rollovers 
were designed to knock out the letters 
B-I-G and not the follow up word, so 
the name shift could be made by just 
altering the glass. Easy enough. And 
western wire assembly continued. 
The change did stall the game a bit, 
scheduled for the very end of 1973. 
It came out three months late. The 
idea of making B-I-G to light up the 
pop bumpers and other features for 
a super high score caught on imme- 
diately, and the feature loaded game 
became a tournament favorite 
because of its many skill shots. 

The story doesn’t end there. A 
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few months later a two player 
version hit the street, name of BIG 
BRAVE. Same graphics, same 
features, same emphasis on making 
B-L-G, with a name that must have 
made the South Dakota team inor- 
dinately proud. The two drum 
scoring units at the top were 
retained, with the bottom two 
dropped out to be covered by art. 
Getting into the play of the 
game, the fabulous Gottlieb trick 
of five banked drop targets is at 
the upper left of the playfield. But 
only once this time as there is no 
need to waste a lot of production 
money on bank after bank now 
that the feature had seated itself 
with the playing public. Knock 
down all five when B-I-G has been 
made and you get the special core 
when the last target is dropped. In 
addition to two bullseye stationary 
targets at right and right center of 
the playfield, a spring loaded vari- 
target at the left side of the center 
playfield awaits a ball. The harder 
it’s hit the farther back the spring 
goes and the higher the score, a 
terrific flipper skill shot. The spec 
sheet says that the “Exclusive 
Gottlieb ‘Vari-Target’ scores up to 
5,000 points and 5 bonus advances.” 
Now that’s something to shoot for, 
and why BIG INDIAN from 1974 
is such a desirable tournament game. 
Now let’s see. If we had included 
Add-A-Ball, replay and novelty 
games with each of these two and 
four players, from the original name 
forward, and tossed in an Italian 
Add-A-Ball for each version, we 
could have gotten a clear 12 game 
names out of this one project. One 
wonders if the Gottlieb papers and 
office records we have never seen 
might reveal just that. Play the name 
game, and start with BIG. See how 
many acceptable indian names you 
can come up with. But stick with 


the art; BIG SQUAW won’t fly. 
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The annual Gottlieb card game 
for 1974 (they didn’t make one every 
year, but most years they did) was 
TOP CARD, a five or three ball 
single player. It must have tried 
designers’ souls to come up with a 
different graphic for a poker game 
every year when the cards never 
change. But the card players were 
always good moneymakers, so the 
games came back year after year with 
annual twists on the art approach. 
This time the Kings and Queens are 
depicted as real people, happily 
together in elaborate baskets hanging 
beneath hot air balloons. The Queen 
of Hearts and the King of Clubs are 
floating in the fore- 
ground, with another 
happy royal couple 
in the basket behind 
them. All the other 
cards are left to fend 
for themselves for 
what they are, with 
only the Joker 
receiving some 
recognition as a 
living creature, 
peeking over the 
letter “O” in the 
TOP CARD name, 
upper left. This is a 
pretty nice piece of 
glass with a lot of art 
on it, with even an 
attempt at the inside 
jokes that Roy Parker 
used to stick in years before. At the very 
top center, right above the first two digits 
of the drum scoring unit, is an antique 
blimp with the name “Gottlieb” across its 
bag. Underneath, in a long basket, are 
two men, one young, one old. Is this the 
family Gottlieb, Dad and Lad, Dave and 
Alvin? It’s more than likely, as the blimp 
is towing the Gottlieb logo at the end of 
a string. Only from Gottlieb. You never 
saw Bally or Williams go for that funny, 
inside stuff. 

Great playing game. The playfield art has 
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graphic target islands at the top, Queen at 
the left, King at the right, Joker in the 
middle. The Joker “A” for Ace target is 
stationary, directly above three pop 
bumpers, while both the Queen and King 
sit over banks of five drop targets each. You 
work your way around the playfield with 
a launched ball followed by skill flipper 
shots, Ace at top center; 2,3,4,5,6 in the 
Queen bank of drop targets; 7 at a bullseye 
to the left; 8 at a bullseye to the right; 
with the 9, 10, Jack, Queen, King in the 
King drop target bank. A Gottlieb return 
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lane saves your ball enough times to 
keep you playing for a while. 
Numbered targets and rollovers score 
500 points. Complete the sequence 
and you light “Special.” And match 
the last two numbers of your score to 
a match feature and you get another 
game. Hit that “A” target under the 
Joker island and you light the center 
pop bumper. Making the Queen 
sequence of 2,3,4,5,6 lights the left 
pop bumper, making the King 
sequence lights the right. Once all the 
bumpers are lit the top “A” target, 
center rollover button and return 
lanes alternately light for the special. 
The posts at the top of the return 
lane kicking rubbers 
can be moved 
slightly up for liberal 
play, and down a bit 
for conservative. 

The Gottlieb 
games of this era 
were often simple, 
symmetrical and 
electromechanically 
reliable, meaning 
they were perfect for 
the operator and 
great plays for the 
customers. Gottlieb 
promoted them as 
having “That Extra 
Touch Of Quality 
And Originality.” 
The games were also 
increasingly inter- 
national, with offshore buyers beginning 
to take a major portion of Gottlieb’s game 
production, soon to surpass the domestic 
American market. An Italian Add-A-Ball 
version was made as ROYAL PAIR, with 
the Italians charmingly calling the specials 
“Wows.” 

TOP CARD peaked its design style, 
with only a dozen or more “Wedge Heads” 
to go. Bally and Williams had pushed 
the envelope with multi-players and 
bigger backglasses, and an era of solitary 
comfort had ended. 


Encyclopedia of Pinball, Volume 1 


Bally Manufacturing Corporation 


BON VOYAGE Electromechanical 


November 1974 


Just about the end of the line for 
the Bally single player, blessed with 
Dave Christensen artwork. BON 
VOYAGE is Bally project 1016, a 
one player novelty game that abjures 
outlandish tricks or stunts. This is 
fairly straight stuff for Bally, as is 
Bally project 1024 SLAP STICK of 
a few months later, the termination 
of the single player approach. The 
tide of acceptance had turned, and 
pinball was moving up the ladder as 
a competitive sport. Its dying gasps of 
singleton glory weren’t whimpers, 
however, as this is a clever game. 

There is a nifty gadget on the board, 
and that’s a spinning flag in the upper 
center of the playfield. Typical of 
Christensen artwork, it doesn’t look 
like it’s in the middle as the 
graphics are offset, with a modern 
jetliner heading for the sunset, 
giving the upper playfield a terrific 
hue of reds, yellows and oranges 
as the skies darken in the evening. 
This playfield is a painting rather 
than pinball art. What you want 
to do is light up the letters B-O- 

N and V-O-Y-A-G-E by going 
through the top rollovers, rolling 
over the playfield buttons for the 
letters, or smacking the targets 
that have letters, getting 1,000 
for each letter lit when your ball 
goes down the outlane. But balls 
at the bottom don’t necessarily 
mean a drain, for BON VOYAGE 
has return lanes in the Gottlieb 
style, with left and right awarding 
the letters “G” and “E” respec- 
tively. Everything you tap or touch 
on the playfield goes toward 
making those letters. When you 
finally get all the letters lit 
concentrate on a right flipper 
skill shot at the captive messenger 
ball at top center left. Smack it 
hard enough to send it back to 
its target and you get a replay. 


There is also a great deal of satisfaction 
in hearing those two balls crack each other, 
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like a ball break in a pool game. Now make 
that spinning flag with a solid shot and 
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rack up some points as that sucker 
whirls around at 100 points a spin. 
This is a straightforward presenta- 
tion of a lot of scoring potentials and 
excellent flipper shots. As you play 
and run over the three rollover 
buttons or set up the central flag 
spinner the value of the knockout 
hole at the center left is stepped up. 
Once it lights its way up to 5,000 in 
an arc of playfield inserts leading up 
to the flag, there’s a flipper shot target 
at the top right in a lane that gives 
you three letters at a time per button 
as BON, VOY and AGE, provided 
you go deep enough to tap all the 
buttons. Even if the lights aren’t lit 
you still get 3,000 points for the shot, 
but no letters. One advantage of 
getting the letters through those 
target hits is getting the letters 
“G” and “E” which are risky to 
get in the return lanes as the ball 
is liable to tip over to the drain 
side and go down the outlanes. 
Christensen’s art is very high 
techy for its day. The aircraft 
seems to be the big and mighty 
Boeing 747, just then entering 
commercial traffic as the largest 
carrier in the world. The very 
womanly lady in the foreground 
(wearing a Dave Christensen 
type belt buckle, something to 
which he is personally addicted) 
is the companion of a man with 
a movie camera, something 
blown away by the videotape 
revolution over a decade later. 
The airline seems to be Bally, 
although the logo has a global 
Pan Am look to it, an airline 
that later went down the tubes. 
You can hardly see it, and you 
have to look closely, but if you 
check out the trailing backlash 
of that 747 taking off you’ll see 
two people tumbling out behind 
it. It’s a quick pen stroke of Dave 


Christensen’s renowned gallows humor. 
It’s also no way to run an airline. 
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By the middle and late 1970s 
pinball had reached another edge. It 
was the coming of solid state elec- 
tronics and the inclusion of the 
microprocessor as a game controller. 
But it didn’t happen all at once, and 
the game makers fiddled around with 
test models and lash ups and other 
semi-secret projects before they 
wholly committed to the new tech- 
nology. The subject comes up now, 
well before the games were SS (solid 
state) because the EM (electro- 
mechanical) four player Bally project 
1033 BOW AND ARROW had 
something to do with the change. 

BOW AND ARROW is a five or 
three ball four player flipper convert- 
ible to Add-A-Ball game designed by 
a youthful Greg Kmiec (who likes 
to be called “Gypsy”), then coming 
into prominence as a Bally game 
designer. Coming off the rousingly 
successful game WIZARD, the first 
of a long string of Bally hit games, 
Kmiec followed it with the fabu- 
lously successful CAPT. 
FANTASTIC, and then BOW AND 
ARROW, a fairly straightforward 
game. The BOW AND ARROW 
playfield has a kickout hole at the 
top, four pop bumpers downfield, 
two spinning posts astride a dead 
center bullseye target and a long 
“Collect Bonus” skill flipper shot at 
the far upper right with a pair of 
return lanes at the bottom. 

There are two ways to collect that 
bonus. It starts at 1,000 before a ball 
is shot, and steps up to 10,000 top by 
hitting the upper right target, going 
through the two spinner gates or 
crossing the rollovers in the ball 
return lanes. The highest bonus lit 
stays that way until the ball goes 
down the out hole, at which point 
you start all over with the next ball. 
Meantime, while a ball is in play, 


you have the opportunity to collect what- 
ever shows by getting a ball in that far left 
kickout hole which does not reset the bonus 
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but allows you to keep getting it, or by 
draining down the outhole. If the outhole 
“Double Bonus” is lit on either side, you get 
double if you go in the lighted rollover. 
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Whenever the bonus is picked up it 
is transferred to the score totalizer. 
The twin spinners give a lot for the 
effort, provided they are worked. 
Each spin scores 10, and lights a 
playfield insert below from 1 to 10. 
When that tenth spinner light is lit 
each spin of the disc on the corre- 
sponding free-spinning target scores 
1,000. So if you keep the ball alive 
long enough there’s a lot to be accom- 
plished by banging away at center 
field. Hit the spinners hard enough 
and they will rotate more than once, 
or twice or even three times over. 
The number of spins depends on the 
force of the ball. 

BOW AND ARROW wasn’t a 
particularly successful game, but it did 
contribute to the SS revolution. 
Knowing they needed state of the 
art electronics experience, Bally 
hired designer Norm Clark away 
from Williams in January 1975. Clark 
took a look at the projects in the 
shop, and picked BOW AND 
ARROW as a test case for electronic 
development. Two outside engineers, 
Marion F. Bracha of Chicago and 
Bill Englehardt of Skokie, Illinois, 
had come up with a computerized 
pin ball machine that used a micro- 
processor instead of relays and hard 
wiring, and assigned their patent to 
Bally. They applied for it on 
November 19, 1975. Clark took the 
approach and shoehorned it into 
BOW AND ARROW to see how 
the idea might work. It’s easy to tell 
the two games apart. The EM BOW 
AND ARROW has four white back- 
ground drum scoring units with black 
numbers on the periphery that are 
also heavy and driven by a lot of 
hard wired components, whereas the 
SS version is a lot lighter and doesn’t 
have near as much in its backbox, 
other than those sometimes glowing 


LED scoring displays. Less than 30 of the 
SS versions were made, while EM produc- 
tion of the game was in the thousands. 
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Click those castanets, 
Senorita, another Williams 
stylish Spanish themed game 
is back. This time it features 
the cleverness of that scion of 
old Spain, The Polish Prince, 
Steve Kordek. Dark colors, 
Spanish dancers, and flippers 
that click to the rhythm of the 
game add to the Old World 
flavor of a hot two player. If 
they can make pinballs in Spain, 
and a number of producers were 
doing it, why not make Spanish 
pinballs in America? Williams 
Electronics project 465, named 
TOLEDO, fills the bill. Having 
all that DC power to work with, 
and the proprietary Williams 
jet bumpers, Kordek set to work 
to create a game that gave the 
player a lot of action in a 
strategy game that offers a 
wealth of deep flipper shots. 
For starters there is a bank of 
eight targets facing the player 
dead center at the top. Downfield 
below that there are four A-B-C-D 
targets which light a special for a 
replay. Also upfield are two of the 
Williams jet bumpers side by side 
near the top, with long flipper shots 
that throw the ball right back up to 
the top. And to help keep them 
there, Kordek provides a second set 
of long nosed flippers left and right 
across the center line of the playfield. 
If you can keep your mind about 
you, you have two games to play 
here. Topside, and once the balls 
come down, bottomside. To help 
both along Kordek also gives us 
return lanes that feed those flippers. 

TOLEDO is very versatile, and 
can be set to play replay, extra ball 
or novelty, 3 or 5 ball adjustable, 
with three ball play recommended. 
It also reflects the upped coinage of 
the age, with a single play for a 
quarter and three plays for two quar- 
ters. So just imagine what coinage 








was fed in. Two guys, a quarter 
apiece, and three games for 
the money. In describing the 
game the Williams flyer says 
“The Top Pocket has changing 
values indicated by the lited 
disc and challenging left and 
right lanes for back to the top 
of the playfield action. 
Rollover lane buttons add to 
score and advance bonus when 
lit. Center targets attract skill 
shots from two sets of twin 
flippers for exciting action. 
Hit 1-5 to lite extra ball lane 
or hit 1-8 to lite extra ball 
lane and special lane for 
replay. Hit A and B targets to 
lite double bonus. Hit A-B- 
C-D targets to lite double 
bonus and lite extra ball lane.” 
Then there’s the credit for 
each player matching the last 
two numbers on the score reels 
to a lighted number on the 
backglass when the game is 
over. Both have a chance to get 
another game. But no matter how 
hard you work at it, only one extra 
ball can be awarded for each ball in 
play. One nice thing. A tilt does not 
disqualify the player. You just lose 
that ball, and come back next time 
your turn is up. 

TOLEDO is not a highly sought 
after collectible game in spite of its 
playfield charms. One of the reasons 
is that it’s backglass is quite forget- 
table, with limited graphics on its 
busy playfield. It almost ranks as 
one of the forgotten games of the 
mid-70s. But if the name TOLEDO 
doesn’t instantly bring the game to 
mind, consider its limited edition 
four player version using the same 
basic backglass and playing field. 
It’s called VALENCIA. Click, Click 


on that, Senor. 
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You only get one centennial in a life- 
time, unless you live longer than a 
hundred years. That’s what made the 
United States Bi-Centennial such a big 
deal in 1976, two hundred years after the 
founding of the republic for which we 
stand. It was a lifetime event for just 
about everybody involved. Towns cleaned 
up, wads of books were published, stars and 
stripes became a clothing fad, and Amer- 
icans of all origins, from Mayflower fami- 
lies to the latest newcomers from SE Asia, 
were swept away by patriotism. It was a 
glorious year to be an American, that year 
of 1976, and the grandest event in president 
Gerald Ford’s short and troubled tenure. 
And as America is wont to do, this wave 
of nationalistic feeling showed up in the 
nation’s products. 

Including pinball. Williams made 
LIBERTY BELL, Bally made FREEDOM, 
and Gottlieb made hay with their 
presentation, splitting it two, and 
then three, ways. The lead game 
is a Wayne Neyens design called 
SPIRIT OF 76, without an apos- 
trophe. Every patriotic thing that 
could be jammed onto the back- 
glass of a four player is included 
in this glass by artist Gordon 
Morison. An Astronaut (presum- 
ably John Glenn, the first Amer- 
ican to orbit the earth, in February 
1962), the GEMINI and 
APOLLO spacecraft, Lindberg’s 
SPIRIT OF ST. LOUIS trans- 
Atlantic aircraft from 1927 
(hanging in the Smithsonian 
Institution’s Aerospace Museum), 
a frontiersman (who looks a lot 
like Daniel Boone), the “Spirit 
of ’76” trio of two drummers and 
a fife player, lots of stars and 
stripes and probably somewhere 
a kitchen sink filled the space 
around the four five digit drum 
scoring units. The original proto- 
type and pre-production glasses 
also had the dates 1776/1976 on 
them, which the operators made 
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like to date their machines (ignoring the 
fact the game name had “76” in it), 
making these glasses rare. All in all it is 
a great piece of hardware, and a no 
nonsense game. Two banks of four drop 
targets each, 1-7-7-6 and 1-9-7-6, along 
the sides, and five rollovers, “A” and “E” 
right and left, and B-C-D at the top, are 
waiting to be smacked. Drop all the targets 
and the center kickout hole lights up for 
a double bonus one third of the time. 
Make all of the rollovers and the same 
hole lights up for an extra ball one third 
of the time. Do them both and you get 
that last third to light the hole for a 
special, or replay. The inspiration is 
governmental; executive, legislative and 
judicial, the classic American three way 
split. The scoring was even like the United 
States budget, double/double bonus scoring 
to 60,000, most certainly an unbalanced 
budget. 

A two player was produced as 
PIONEER, taking the name of 
the proposed mission to Jupiter 
project scheduled for a 1979 
launch. With more room for art, 
Lindberg’s Ryan NYP was yanked 
to be replaced by a flaming 
SATURN V rocket launching 
the probe, which ultimately 
turned out to be the most 
successful of the American space ° 
program. Then, later in the 
summer, the game was introduced 
as an Add-A-Ball called NEW 
YORK in honor of the legaliza- 
tion of pinballs in the Big Apple, 
following a demonstration by a 
young Roger Sharpe at a city 
council meeting in which he 
played a brand new Gottlieb 
BANK SHOT Add-A-Ball to 
prove pinball was a skill game. 
So 1976 was also a glorious year 
for pinball. But not for Gottlieb. 
SPIRIT OF 76 went over 10,000 
units. But Bally’s CAPT. 
FANTASTIC went to about 
16,000. Bally was pulling out 
ahead. 
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Dave Christensen’s big bosomed 
broads are back, and the world of 
pinball was delighted to see them. 
On OLD CHICAGO, Bally 
project 1042, the Christensen 
theme of a super cool dude, braced 
by two lovely ladies, was once 
again entrusted to glass. And what 
a big glass indeed. Bally backglasses 
had grown to mural size as their 
games began to take over the 
market. This time the theme was 
one close to Christensen’s heart; 
Chicago, the city he came from. So 
he mixed the old and the new, 
something borrowed and a lot in 
blue. The impression is marvelous, 
and sets a mood of crime, vice, 
decadence, over indulgence and 
night life during Prohibition. 
Amazing. Just as the city of 
Chicago was trying mightily to 
live down its international repu- 
tation for lawlessness, along comes 
a Bally game that goes around the 
world that seems to revel in the 
thought. Yet not one gun, or 
gambling artifact, is shown in the 
art. The two languid ladies set the 
stage while Mr. Tough Guy in the 
middle seems to know just where 
he is going. Dave patterned the 
man after John Dillinger (who 
didn’t look that good), with the 
woman to his left the notorious 
Billy Pleshette (who did!), the 
“Woman In Red” that finked on 
John D. the night he was gunned 
down by the Feds at Chicago’s 
Biograph Theater on the city’s 
near north side. The lady to his 
right on the backbox holding a 
champagne glass even has her eyes 
closed; dreamy, drugged or drunk. 
Only Christensen could pull that 
one off. And she looks marvelous. 
There are small touches that are 
meaningful only to Chicagoans. 
Club Alabam, a night club sign, 


was a major speakeasy during Prohibition, 
and was still operating when Dave did the 
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art. He probably went there for atmos- 
phere. The street signs at the right are 


p.230 


Wabash and 22nd Street, site of Al 
Capone’s first job as a speakeasy 
bouncer. At the far left are signs 
for the 606 Club, and tall signs 
saying “Girls” and “Burlesk.” The 
606 Club wasn’t a Prohibition spot 
at all, but a strip joint on south 
Wabash Avenue that was booming 
in the 60s and 70s. One would 
guess that Dave went there for 
inspiration, too. Dave even got 
his name in the art, printing 
“Christensen” down the side of 
one of the buildings. The rest, big 
cars, jazz musicians and sparsely clad 
ladies in giant cocktail glasses make 
OLD CHICAGO one of the most 
collectible games of the 70s. All of 
this is mood set by suggestion, some- 
thing that’s not easy to do. It’s an 
artistic masterpiece. 

Norm Clark supervised the 
game, with the playfield design by 
Greg Kmiec. It’s packed with stuff. 
Five pop bumpers, three at the top 
and two down below, shoot the 
ball all over the place. A bad 
flipper shot, for example, sends the 
ball smack into a bumper that throws 
it right back at you. Only faster. Two 
kickout holes, center and top right, 
score heavy when lit by making the 
top rollovers and dropping the bank 
of five targets at center right, with 
a spinner at center left. If you exit on 
the right out lane when it’s lit, you 
get an extra ball. By that time you’ve 
earned it. 

Bally may have revealed why 
they named the game OLD 
CHICAGO when the sales flyer 
carried a picture and the copy 
“John Hancock Center, famed 
Chicago skyscraper, looms above 
the Water Tower which survived 
the Great Fire of 1871—a contrast 
of old and new in the pinball 
capital of the world.” They prob- 
ably expected Water Tower art, 


and never figured on what Christensen 
would deliver. 
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While Gottlieb may have 
been the Tiffany of pinball 
games, it was the barbar- 
ians at the gate that finally 
toppled their imperious 
reign. It has been said that 
you always need a classical 
parable to describe a situ- 
ation, at least in your head, 
if only not to use it. But 
not much else does a better 
job of explaining the 
marketing situation in the 
mid-70s. Gottlieb had 
maintained a supply of 
smooth, gentlemanly and 
intriguing skill games that 
were noted for their dura- 
bility and reliability. But 
they weren’t particularly 
exciting and had to grow 
on you. The Bally venture 
into celebrity games and 
other entertainment tie- 
ins cut a deep hole in 
Gottlieb’s market position, 
while the hotshot Williams 
games gathered a whole 
new audience. There was 
a decided downhill turn to 
Gottlieb sales at a time 
when the competition was 
looking up. Trouble on the 
horizon. 

So they kept the card 
games coming. The four 
player ROYAL FLUSH is 
the first new card game 
after the single player 
“Wedge Head” TOP 
CARD, and reflects the 
many changes that had been made in game 
design in the less than two years as a result 
of the Bally influence. Cabinets are bigger, 
the backbox is enormous, Gottlieb has a 
new recessed steel front door and single 
players are passe. In an effort to add excite- 
ment to a Gottlieb card player, just about 
everything that could be put on the play- 
field was stuck right in front of you. How 
can you miss on a game like this? Nine 
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drop targets banked across the playfield 
hardly leave much room for the ball to 
miss them. Drop them all and you light up 
five card combinations in a “Scan-Bonus.” 
Now there’s work to do. Three targets and 
three top rollovers score the Joker, with the 
“Joker Sequence” lights scoring 3,000 in 
the rollovers and specials on the right side 
kickout hole. Double bonus scores go up 
to 30,000. The game was so good, Gottlieb 
brought it back as a solid state game called 
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ROYAL FLUSH DELUXE 
in 1983. 

A two player was also 
produced, named CARD 
WHIZ with the backglass 
art barely changed by the 
flush right placement of 
the scoring reels in the 
same spot that two of the 
drums were positioned on 
ROYAL FLUSH. The 
backglass art was done by 
Gordon Morison of Ad 
Posters, a Gottlieb regular 
by now. While all this was 
going on delicate discus- 
sions regarding the sale of 
Gottlieb were underway 
with a major entertainment 
organization. When the 
word finally came through 
at the beginning of 1977 
that America’s traditional 
number one pinball maker 
would become a division 
of Columbia Pictures Indus- 
tries, many people in the 
industry, and operators, 
were surprised. But the 
match wasn’t illogical. 
Pinball producers had long 
been saying they were in 
the entertainment business, 
and the Gottlieb sale to 
Columbia went a long way 
to confirm the point. It also 
may have been the best 
deal the Gottlieb family 
ever made. They retained 
their management posi- 
tions, and got paid for their 
company. Columbia Pictures felt they had 
scored a coup, and looked forward to great 
days. Unseen by most was the fact that 
video games were making inroads in tradi- 
tional pinball markets that would soon 
lead to a downhill spiral for the All Amer- 
ican game. It was a shift in product direc- 
tion that the Gottlieb facility was 
completely unprepared for. But that was 
yet to come. 
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Time to get serious about 
the Great Experiment. Solid 
state electronics was obviously 
the wave of the future, and 
all of the pinball makers were 
finally tooling up for it by the 
late 70s. Bally was right out 
in front. They were flooded 
with slot machine money and 
could afford the experimen- 
tation and product fiddling 
conducted under the watchful 
eye of game designer Norm 
Clark, brought to Bally to 
bring them into the new age. 
The first mass produced SS 
game from the boards up was 
scheduled for the Bi-Centen- 
nial of 1976, but problems in 
development of FREEDOM 
and the need to set up an 
entirely new line and train the 
assembly people in the new methods 
of assembly, delayed the game, new 
project 103. 

A backup design was also in the 
works, new project 99, the same 
game, only in an EM (electro- 
mechanical) convertible to an Add- 
A-Ball mode. Bally was providing 
itself with the best of two worlds 
with a dual run game, the first of 
three that would include FREEDOM, 
NIGHT RIDER and EVEL 
KNIEVEL to ease operators into the 
new technology, something many 
were most reluctant to do. They also 
ironed out any number of graphic 
and design glitches on FREEDOM 
in the process before the introduc- 
tion of their SS version. The Euro- 
pean connection, for instance. 

When the EM game was first 
announced with flyers distributed, 
it showed a big pop bumper right 
there at the bottom of the playfield 
between the flippers, just as Williams 
had on SPANISH EYES five years 


before. The dates “1776” and “1976” were 
in the backglass at the upper left and right. 
European buyers balked. Much as they liked 
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the all American graphics, they hated that 
pop bumper. So out it came, with the whole 
lower playfield redesigned. In the new 
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version the playability of the 
game was also improved by 
adding return lanes inboard 
of what had been fast drain 
outlanes, with the ball now 
being fed back to the flippers 
rather than being blasted at 
them from that offensive 
bumper. When the German 
spec sheet was issued by 
Léwen-Automaten (who later 
made their own pinball games) 
it showed the new playfield 
with the backglass unchanged. 
But that’s when the Amer- 
ican operators got into the 
act. No dates on their games, 
they cried. So off came “1776” 
and “1976,” and when the 
games were delivered in quan- 
tity they were different than 
anything in print, American or 
European. From a collector point 
of view, that original pre-production 
tested lower playfield pop bumper 
version, and the later dated back- 
glass versions, are the rarities. For 
that matter, they are all fairly rare 
as this is not a common game. 
Playing it takes nerves and 
concentration. This is a very fast 
game that features a bank of drop 
targets to the left, two spinners left 
and right upfield, kickout holes top 
and right and a spinning lighted 
arrow in the center which tells you 
what features are lit when the ball 
goes into one of the kickout holes. 
Your eyes have to be on the ball, 
while a third stationary eye is almost 
needed to see where those lighted 
arrows are pointing: lighted spinners 
for 100; 5,000 points; three bonus 
advances; double bonus and more. 
This ain’t freedom; the game has 
you trapped. No well known person- 
ality seems to claim the artwork, 
which is a relief. It’s lousy and out 


of proportion and does a poor job of 
matching the heroic fife and drum art of 


Gottlieb’s Bi-Centennial SPIRIT OF 76. 
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Seems to me I’ve seen this field 
before. And will again. The double 
banked drop target EL DORADO 
of March 1975 and its high score 
version LUCKY STRIKE of 
November 1975 were such 
successes as single players, Gottlieb 
brought them back at the end of 
1976 upgraded as a big backglass 
convertible to Add-A-Ball four 
player, renamed TARGET 
ALPHA. From cowboys (albeit 
South American) to space jockeys 
doesn’t seem like much of a 
stretch, particularly since the play- 
field didn’t really change at all 
other than the artwork. And what 
a lot of opportunities on that play- 
field. Quoting Gottlieb: “15 drop 
targets and 4 flippers generate full 
top to bottom playboard action. 
Each target down increases bonus 
value 1,000 points. Getting all 
top targets down lights two right 
rollovers for extra ball and special 
scoring. Hitting 5 right side drop 
targets lights left rollover for extra 
ball.” Those are the bare facts. 

The reality of the game is far more 
exciting. If you like drop targets and 
their sound and action as they disap- 
pear (they seem so utterly rewarding 
compared to a popping bumper) and 
then re-appear, there is no better 
game for you than TARGET 
ALPHA. You even get two small flip- 
pers upfield to help you get those 
upper targets. There are differences 
between the single and four player 
games. On the singles, you get five 
balls to knock all the targets down. 
On the four players, and later two 
player, all the targets reset between 
players and balls so your work is 
continually cut out for you each ball 
around. There are a lot of opportu- 
nities as the game is structured to 
bring the ball back to your lower 
flippers. The three rollovers at the top 
right generally drop the ball into the 
top pop bumper, sending it anywhere. 


le 
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If the ball slips by, or is popped 
in that direction, it enters an area 
of two more rollovers on the right 
side that send the ball right back 
to your right flipper. There are 
also return lanes on each side, 
with one of the outlanes always 
lit so you get 5,000 points even 
when you drain. 

What you want to do is drop 
all of those targets. For every one 
that goes down the space lights 
up for a bonus. Get all 15 and 
there’s 15,000 bonus points right 
there. The last ball gives you an 
automatic double bonus, no matter 
what it does. A Canadian four 
player export version called 
CANADA DRY with entirely 
different artwork built around the 
major Canadian brand name and 
its soft drinks plays much the same, 
with the targets spelling D-R-I- 
N-K C-A-N-A-D-A-D-R-Y, about 
as commercial as a pinball can 

get. There’s even a big picture of the 
bottled product right in the center of 
the playfield where the space ranger 
stands on the American model. 

These are great skill games. Not 
many games give you enough playfield 
room to perform some of the stunts 
of TARGET ALPHA and the others 
in this family. Such as the classic lag 
shot. It’s a lot like putting a golf ball 
up a hill. When you make that long 
shot from the lower left flipper up 
to that top right bumper the 
momentum of the ball wanes and 
the ball actually curves into the 
bumper, and instantly comes alive 
once again. Great sport. 

The next February Gottlieb 
produced a two player version, and 
once again the artwork completely 
changed. This time we have 
Amazonic aliens running around 
shooting bows and arrows at a very 
high tech city on some far away 
planet. Spare the pictures, the game 
plays the same. 
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Last of the Bally dual produc- 
tion games, the four player 
EVEL KNIEVEL designed by 
Norm Clark was produced in 
both EM and SS versions. You 
might say tri-production games, 
as EVEL KNIEVEL also came 
out as a non coin two player 
version in an electromechanical 
mode, produced under the Bally 
name at their captive other 
shop, Midway Manufacturing 
Company. That was a lot of 
playfield attention for America’s 
daredevil stunt rider who also 
had the bad habit of settling 
vindictive scores with his jack 
boots and baseball bats. But 
that’s getting ahead of our game. 

Bally’s new project 104 was 
a bet hedger, the electro- 
mechanical version of a game 
that would come up for major 
promotional activity, the solid 
state new project 109 EVEL 
KNIEVEL electronic model. 
Problems with the SS version 
delayed the game, with the EM 
model coming out in January 
while the electronic version 
was being promised. It gave 
Bally a little lag time, and 
consumer tested the concept 
of naming a game after a living 
personality, a completely new idea. EVEL 
KNIEVEL was the first of the major manu- 
facturer celebrated tie-in “Celebrity” games 
that were to come, changing the face and 
the playing public of pinball for the first 
time in years. It also revealed the risks of 
hitching one’s wagon to a public person- 
ality. Bally learned it all at once. 

Lots of action and lots of color charac- 
terizes EVEL KNIEVEL the game, just as 
it did the man. The backglass shows a 
speeding motorcycle with Evel in his signa- 
ture outfit giving it the gun. As the game 
lights and scores on the four drums the 
motorcycle appears to be moving. Evel’s face 
is on the right, with the number “1” and 
one of his record shattering jump cars with 
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a great looking girl in shorts on the left 
side. The art has the unmistakable Dave 
Christensen look, but no big deal has been 
made about that. In announcing the game, 
pinball sales manager Paul Calamari said, 
“The fame of Evel Knievel insures tremen- 
dous player fascination and provides oper- 
ators with the opportunity for local Evel 
Knievel promotions. However, we do not 
depend solely on Evel Knievel publicity 
to make the game EVEL KNIEVEL one 
of the best ever to come off of the Bally 
assembly lines. The play pattern of the 
playfield provides new and exciting skill 
challenges, a total of 35 ways to pile up 
high scores.” The game had to be good, 
because it was that very Evel Knievel 
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publicity that let Bally down. 

In 1977 Evel Knievel was 
everywhere. He appeared to 
have a level of control over 
the media in a fashion that 
only later Madonna seemed to 
command. Just about every- 
thing he said and did was 
reported, and he said some 
pretty dumb stuff. His big plum 
spot was frequent appearances 
on ABC’s Wide World of Sports, 
a sunday staple. He was sched- 
uled to jump a tankful of fero- 
cious sharks on his motorcycle 
in a televised stunt from the 
Chicago Amphitheater in 
January 1977, but cancelled 
out because he broke some 
bones in a fall on a rehearsal 
run. It was later learned that 
the tank was to be filled with 
tame lemon sharks who were 
even tranquilized for the event, 
and later some died because 
of poor medical care. Then, 
in September of that year, soon 
after Bally’s namesake game 
came out, he bushwhacked a 
writer that had written an unfa- 
vorable book about him, 
breaking the man’s bones with 
a baseball bat. That didn’t help 
Bally’s first attempt at a person- 
ality tie-in one little bit. 

In spite of the bad press, acceptance of 
the SS version of the game which came out 
in June was phenomenal, making EVEL 
KNIEVEL the most popular pinball game 
of 1977 with production in the thousands. 
Part of that can be attributed to the fantastic 
performance of the electronic model, with 
its brand new sounds and snappier ball 
action. That left the EM version in the 
dust. Reportedly only 155 were produced. 
Strangely, the SS production model has 
a completely different backglass, with 
everything reversed. The bike is much the 
same, but now Evel is on the left side 
with the girl sans car on the right. And 
she’s a lot bigger. 
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Progress was zipping by Gottlieb in the 

passing lane as Bally went solid state with 
full production games, six months to a 
year ahead of the company that still 
promoted its products as having “That 
extra touch of quality and originality” as 
it signed its long admired name followed 
by another tag line as “A Columbia 
Pictures Industries Company.” Reluctant 
to start pouring developmental money 
into a company they had just paid millions 
for, Columbia Pictures elected to bring 
out the games already stacked up in the 
Gottlieb queue line, electronics be 
damned. It probably didn’t matter much 
as Gottlieb games went to their long and 
loyal following. But it did cost them in the 
newer younger markets that quickly 
embraced the solid state games, giving 
that most popular pinball game of the 
year recognition to Bally’s EVEL 
KNIEVEL. But Gottlieb never would 
have embraced such a crude media 
personality in any event, so they stuck 
to what they knew best. Their players. 
In a weird way Gottlieb was to Bally in 
1977 what the whole industry was to 
Gottlieb thirty years earlier when they 
introduced the flipper on HUMPTY 
DUMPTY at the end of 1947. 

JET SPIN is a classic Gottlieb four 
player, and if the electronic games 
weren’t around, it probably would 
have been one of the more successful 
games of the year. This isn’t a game you 
play and quickly forget. The reverse is 
more likely. Once played, you'll want 
to come back to it again because it 
has so many features and skill shots 
you'll think about it at length and 
plan a strategy to come back and try 
again. In addition to the live again 
“Gottlieb Bottom” and an adequate 
smattering of top rollovers, pop 
bumpers, bullseyes, slingshots and 
rebounds, JET SPIN adds two power- 
house features that compel you to play. 
The spring-loaded vari-target at upper 
right, stepped in five gradations of 
impact, as well as rollovers around 
the playfield, spin the roto targets at 
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the top left. When you hit the vari-target 
at full impact it also lights the left hand 
lane for a special. Various targets around 
the playfield light up for 4,000 and 8,000 
and up to 12,000 bonus hits. 

The windmill-like roto-target spins 15 
targets valued from 100 to 500, with a 
star on the third 500 target. Three of the 
targets are always visible with the target 
in the center worth ten times the noted 
score, as well as bonus advances. When 
the bonus is at its 15,000 maximum 
popping the star on the roto-target when 
it is in the center is worth a free play for 
every hit. The game will score up to 
199,000 per player, with a small panel 
above each scoring drum lighting up when 
100,000 is made so that the remaining 
score goes back to the drum which starts 
over, making the score 100,000 plus what- 
ever shows on the reels. Gottlieb called 
the game “A fabulous combination of 
Gottlieb’s exclusive roto-targets and 
vari-targets.” The strategy for play is 
based on where those roto-targets are 
sitting when you are ready to shoot. If 
their value is low, say 100 and 200, 
shoot the ball through the rollover 
lanes to give it a spin. But if they are 
high, say a star and 400 and 500, drop 
the ball past those rollovers to hit the 
pop bumpers to bang away at the 
targets. Skill and strategy can make 
a big difference in this game. 

The backglass is interesting because 
it invents a product. Japanese water jet 
skis didn’t reach the American market 
until the mid-80s, yet here they are, 
superficially of course, in artwork, 
years before their availability, riding 
in space and missing only the steering 
handles. The glass on the two player 
SUPER SPIN version of the game was 
strangely changed. Although two 
scoring drums provide more art space, 
the daredevil at center right on JET 
SPIN was placed at top center on 
SUPER SPIN, with a chicken rider 
clutching his jet ski to his chest as it 
hurtles off into space stuck in as his 
replacement. 
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The advent of 
video games made a 
greater impression 
on coin machine 
design than any prior 
change in their 
history. From their 
very beginning video 
game cabinets were 
highly decorated, 
screening their 
design on the box in 
bold colors and not 
on a glass (which was 
no longer needed as 
all the action was on 
a screen). The 
upright cabinets were 
soon followed by 
sitdown games, 
bringing a whole 
new era of cabinet 
comfort to the 
industry and the 
player. The ancient 
philosophy of having 
game features high, 
loud and lighted to 
gain the attention of 
others gave way to 
giving the players 
something special for 
their money. It was 
inevitable. Cocktail 
table video games would soon lead to cock- 
tail table pinball, with everything that used 
to happen on a backglass transferred to the 
playfield. It was like a step back in time, only 
it was state of the art electronic. 

This Great Leap Forward also spawned 
new producers. Allied Leisure Industries 
Inc. of Hialeah, Florida, was one of the 
newer high tech firms that brought the 
great new advances in game design and 
operation to the industry. As in most tech- 
nology driven industries, such as automo- 
tive, electric media and computers, the 
smaller inventive producers generally put 
new ideas to work, later to have them 
adopted by the majors. Allied Leisure started 
out in 1972 with a hooded pinball game 
called SEA HUNT that made you feel like 





you were playing underwater. They were 
the first to combine electromechanical and 
solid state components in a 1975 pinball 
game called DYN-O-MITE, well ahead of 
Bally. After a series of conventionally styled 
long legged SS micro processor games that 
introduced the concept of self-diagnostics, 
they came up with the shorty TAKE FIVE 
in the spring of 1978. It was the first of a 
continuing line of cocktail table pinball 
games that lasted about two years. 

The TAKE FIVE idea was based on the 
need to come up with much smaller and 
unobtrusive pinball games for barroom play. 
The last thing a cocktail lounge wants is a 
noisy crowd around a loud game that 
distracts the paying customers and main- 
tains a gang of onlookers that don’t buy 
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drinks. By packing a 
lively game and its 
scoring features into 
a cabinet that allows 
two or even up to 
four sitting players 
and onlookers, with 
a glass top that holds 
drinks, a lounge 
could earn the coin 
of pinball play and 
still make their nut 
on the best paying 
part of their business; 
pouring. Meeting 
this goal, Allied 
Leisure called their 
games “The height 
of sophistication for 
all the best loca- 
tions.” 

TAKE FIVE has 
long flippers, an 
abysmally short and 
fast playfield, with 
all of the necessary 
rollovers, bullseyes, 
drop targets, sling- 
shots and rubber 
rebounds to make an 
exciting game. The 
data, scoring and ball 
in play information 
usually applied to a 
backglass is now 
contained in a panel below the drain so 
that everything a normal pinball game has 
is in place, somewhere, all jammed into a 
countertop 26 inches high, 28 inches wide 
and 30 inches long. That’s about the size 
of a 1935 game. Except for the rest of the 
description: “Solid state micro processor 
with built in self-diagnostics. Six digit LED 
score displays. 3 or 5 balls per game. One 
or two players for competitive action.” Not 
to forget the kicker that makes these games 
so powerful and explosive; “High power 
transformer creates fast action.” That lives 
right up to the original philosophy of firm 
founder Dave Braun, who demanded that 
all of the firm’s products “make ’em work, 
make ’em fun to play, and make ’em pay.” 
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If any pinball game was a 
collectible from the moment it came 
off the production line at the end of 
1978, the Bally PLAYBOY designed 
by Jim Patla was it. Yet as racy as the 
game inspiring Playboy Magazine 
was in the late 70s, it didn’t lay a 
patch on how pubic the publica- 
tion became a scant few years later 
when social and moral restrictions 
were even more relaxed. 

That’s okay. The extra flesh and 
flash wouldn’t have been suitable 
for a general release backglass 
anyway, either then or now. As it is, 
it isn’t just the backglass that makes 
this such a racy game. Solid state 
electronics brought something else 
to pinball that had never been there 
before, and that was controlled 
sound. And the mood music and 
wolf whistles that come pouring out 
of this game are enough to make a 
bulldog want to break his chains. 

Bally was riding high with their 
celebrity game series after an inaus- 
picious start with Evel Knievel, But 
after that, when everything that 
could go wrong with an endorse- 
ment did, things settled down. A 
mildly successful THE SIX 
MILLION DOLLAR MAN 
(unique in the industry as one of 
only two six-players) helped 
straighten things out, followed by 
PLAYBOY and its heavily implied 
tribute to magazine founder, 
publisher and columnist Hugh 
Hefner. That’s Hef, right in the 
center of the Paul Faris artwork, 
with his arm around two lovelies. 
Paul has admitted that the art took 
a lot of research, and frequent visits 
to the Playboy Mansion located 
in Chicago were necessary. Yeah. 
It is a fact that Hefner took an 
active interest in the graphics of the 
game, which also immortalizes 
Playmates Patti McGuire, the 
brunette at the left, and Sondra 
Theodore, the blond at the right. 


There’s even a kickback lane 


feature that’s called “The Grotto,” named 
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after the subterranean swimming pool in 
the mansion. Look deeper on the glass and 
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you'll see a group of ladies around the 
pool, with “Granny” and “Little 
Annie Fanny” apparently topless in 
the water. 

When the game was announced 
at the AMOA (American Music 
Operators Association) show in 
Chicago in November 1978, with 
game deliveries to start after the 
show, Playmates Patti and Sondra 
were there to bring attention to the 
Bally booth, where they greeted 
operators and signed PLAYBOY 
backglass spec sheets. It’s more than 
that, really, as it is a large foldout 
flyer that is one of the most desir- 
able pieces of paper in pinballdom. 
Particularly when it’s signed. 

There are some neat touches to 
playing the game. The ladies on the 
backglass are repeated on the play- 
field in even more alluring poses. 
The rollover lanes at the top are 
simulated Playboy Club keys that 
open the doors to specials, bonuses 
and Giant Grotto scores. A bank of 
five targets are Playmates, and a 
bank of five drop targets are trade- 
mark Playboy rabbits. The game has 

a memory super bonus that really 

bumps things up. Once you rack up 

a bonus of 20,000 points, the 

memory recalls the score and adds 

another 20,000 points with every 
ball. 

The first production game was 
given to Hugh Hefner, who 
installed it in the Playboy Mansion 
where it became an ikon of sorts, 
with all sorts of Playmates and 
famous guests playing it over the 
years. When Hefner pulled out of 
Chicago and his daughter, Playboy 
Enterprises president Christie 
Hefner, turned the building over 
to the School Of The Art Institute 
Of Chicago in the summer of 1984 
to become a student dorm, the 
game was still there. There was 
some question about what to do 
with it. Let’s hope it stayed. Every 
dorm needs a pinball game, and 


this one is certainly artistic. 
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Williams Manufacturing Company 


FLASH Solid State 


January 1979 


Everybody had a different solid 
state system. If Williams had an 
advantage it was in sound. They 
started out by making the volume 
adjustable through their dual- 
sound system so the operator 
could adjust it to the location. 
Then they moved into wide body 
games, an idea started by Atari 
in California by their designer, 
Steve Ritchie. When Atari 
dropped out of the pinball busi- 
ness, Williams picked up Ritchie. 
What was happening was that 
Williams was organizing its 
pinball division to bring as much 
of the operation as possible in 
house. Under the tutelage of 
chief of design Steve Kordek, a 
cadre of young designers was assem- 
bled, and an art department was 
set up. Where this business had 
long been given to outside suppliers 
such as Ad Posters in Chicago, it 
was now under roof at Williams to 
completely integrate game concepts, 
design, development, graphics and 
production. It kept their secrets 
better, and they had tighter control 
over deadlines, costs and quality 
control. It was a womb to release 
pinball, an idea pioneered by Lyn 
Durant and his United Manufac- 
turing Company years before. Inter- 
esting, it all happened in the same 
building. 

Ritchie’s first game at Williams 
was FLASH, a solid state four player 
that has a sound package adaptation 
of their proprietary dual-sound 
system that was the first of its kind. 
The graphics by Williams artist 
Constantino Mitchell shows a storm 
in the making, with an allegorical 
figure (with the ever present and 
necessary lovely lady by his side) in 
full command of the heavens. The 
“flash” of the game name is light- 
ning, simulated by flashing lights 
behind the glass as the game is 
played, accompanied by thunder- 
claps. An optional flash attach- 
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ment that fits on top of the 
lightbox blinks whenever the 
“Flash” objective is made on the 
playfield. But it’s that thunder 
that’s a wonder. The longer a 
ball stays in play the louder the 
sound gets, until the continu- 
ally crashing sound commands 
a room to make the proficiency 
of the player common knowl- 
edge and increase the excite- 
ment of play. As the first pinball 
game to include background 
sound, it certainly started out 
the feature with a bang. 

The game starts the ball out 
with a bang, too. It’s first shot 
is a crossfield entry along the 

lines of Bally’s FOUR MILLION 
B. C. by designer Ted Zale eight 
years earlier. Only this time the 
ball rolls to sound accompaniment. 
Three and five drop target banks 
advance the game to a super flash, 
and a third flipper halfway up on the 
right helps make these objectives. 
Drop either bank and an electri- 
fying flash lamp is lit while that 
thunder roars. 

FLASH had a lot to do with the 
resurgence of Williams Electronics 
as a major player in pinball produc- 
tion, soon to become the leading 
producer in the industry. The game 
went to somewhere around 17,000 
units, a production record at 
Williams that stood for years, and 
established Steve Ritchie as the 
premier designer in the industry in 
1979 when FLASH was picked by 
operators as the best pinball game 
of the year. Then there is Flash. 
The Williams product was so 
successful that when it began to 
run down in popularity and avail- 
ability in the United States they 
licensed the game and its graphics 
to Segasa in Spain to give it even 
longer legs as part of the Sonic line. 
The Spanish version has virtually 
the same backglass but differs in 
details. It was renamed STORM. 


100 Pinball Games 


D. Gottlieb @ Company 
COUN TI-DOWN Solid State 


By 1979 the revolution was 
over, and SS games were the 
norm. No small trick when 
you realize that the micro- 
processor was just beginning 
to find a place in business, 
PCs were more a dream than 
a reality, and the Apple 
Macintosh computer was still 
five years away. Solid state 
electronics had completely 
remade the game of pinball 
in its own image to create a 
sensory game of sight, sound 
and sensation. All that was 
missing was smell, and that 
would come. 

But just because it was in 
with the new and out with 
the old didn’t mean that a 
good idea was dropped for its 
age. That certainly isn’t the 
case with Gottlieb’s SS four 
player COUNT-DOWN, 
virtually a graphic clone of 
the single player drum scoring 
Gottlieb ASTRO of 1971. If 
these two games are apart 
you'd swear they practically 
have the same glass. Put them 
close together and you’ll be 
amazed at the differences. In 
ASTRO she’s looking at he, 
a robot. In COUNT-DOWN 
he’s looking at she, and ain’t 
she sweet. Both primary 
figures at center lower right 
looking across to upper right are wearing 
space suits and helmets, although COUNT- 
DOWN looks a little more evolved and 
realistic. Visually the effect is pleasing, 
so little wonder one game led to the other 
over an eight year span. But once out of 
the backbox we have an entirely different 
game in COUNT-DOWN that utilizes 
many of the advantages of electronics. 
Surveys had shown that the most popular 
feature on pinball games were banked drop 
targets. COUNT-DOWN delivers four 
sets, two across the top and one on each 
side. It is in making these targets that the 
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game lives up to its name, because you 
are counting down to an explosive oppor- 
tunity to score big points. The playfield 
action centers on dropping those four 
banks of targets, each one color coded 
and lighting “color match” bonus multi- 
pliers. The four targets at the top left are 
green, top right yellow, with two small 
flippers on the sides of the upper playfield 
to get extra shots at them. Farther down- 
field the four targets at center left are red, 
and center right blue, all skill shots from 
the lower flippers. Knocking down all the 
individual targets in a color group sets 


p.239 





£ you up for a shot at an extra 
liwmse)) 6 om 

7 oe * isd \ ; j 
te sertn 8 ; | 
a) 


ball. Knock down two color 
groups and the special scoring 
rollover is lit. 

Now you are closing in on 
that countdown. As the score 
mounts and the count down 
progresses you Can see it in 
the lighted playfield inserts 
climbing their way up a rocket 
being readied for launch. 
Once you have achieved the 
20,000 maximum outhole 
bonus level the top kickout 
hole lights up. Make that hole 
and the game starts chunk- 
chunk-chunking away to 
count down your bonus. And 
to help keep the ball in play 
there is a rubber ringed post 
right in the middle between 
the flippers. That post below, 
and left and right return lanes 
above the flippers, bring seem- 
ingly dead balls back to life 
again. Provided you are fast 
enough to catch on to what is 
going on. 

COUNT-DOWN is a well 
liked game by its players, just 
as it was by the people that 
sold and operated the game 
in the 70s. But as much as 
they all liked the game, the 
public began to turn its back 
on pinball. The video game, 
after slowly creeping up in 
popularity, was about to explode into 
worldwide acceptance, with America the 
largest market. When Midway Manufac- 
turing Company, a Bally company, intro- 
duced a licenced Japanese game called 
SPACE INVADERS in 1978 they were 
totally unprepared for the fact that it 
would become the most successful arcade 
game to date. Two years later, when they 
brought out another Japanese game called 
PAC MAN, they had an even bigger hit 
on their hands. The whole world embraced 
programmed button pushing, and pinball 
entered its darkest age. 
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Stern Manufacturing Company 


HOT HAND Solid State 


Nice timing, Sam. June 1979 was 
the month that John Wayne died, 
McDonald-Douglas DC-10 aircraft 
were temporarily grounded following 
the worst American air disaster to 
date at O’Hare Field in Chicago the 
month before, and Midway Manu- 
facturing Company was tooling up for 
their SPACE INVADERS video game 
which would come out in four months. 
There was trouble on the horizon. 

There had been trouble in the past, 
too. The great changes in pinball in 
the previous decade forced manufac- 
turers to keep reinvesting funds in 
the future just to stay even with the 
competition. That was okay for the 
cash cow companies, but if your games 
weren't selling it was all but impossible. 
Chicago Coin, renamed Chicago 
Dynamic Industries in an attempt to 
give the company some implied image 
it didn’t have in its games, financially 
faltered at the end of 1976. Sam Stern, 
the man that probably knew more 
about pinball manufacturing and 
facility management than anyone 
else in the business, and his son 
Gary took over the assets of the 
firm and added the name Stern Elec- 
tronics, Inc. to the short roster of 
pinball producers. Gary was presi- 
dent, Sam vp. In March 1977 they 
unveiled their first game, actually a 
tighter playing version of the last 
Chicago Dynamics project, a drum 
scoring two player called STAM- 
PEDE. The Sterns knew what it 
took to be a contender in the game 
field, and proceeded to fill niches 
that had been occupied by others. 
First they brought the great Harry 
Williams out of retirement in Palm 
Springs, California, and gave him 
the title of game consultant and 
designer. The goal was to build 
up a design team along the lines 
of Williams Electronics. It was a 
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But the gimmick worked as buyers 
paid attention to Stern games. Stern 
Electronics was solid state by their 


fourth game, making a major impact 


a year and a half later with the April 
1979 STARS, a Steve Kirk design. 


That summer they met Gottlieb head 


on with a card game called HOT 
HAND, widely touted as a Harry 
Williams design. In describing the 
game’s major new feature, the liter- 
ature says “Harry Williams cashed in 
on 50 years of coin machine experi- 
ence with this exciting new feature— 
REVOLVING FLIPPER WITH 10 
ROLLOVER POCKETS DEALS A 
CARD WITH EVERY BALL. A new 
dimension in game design.” As expen- 
sive and tricky as it was, it didn’t 
light fires under players. Not much did 
that year. Video was taking over, and 
the Stern’s were fighting history. Nice 
timing, Gary. 

This period is now seen as pinball’s 
darkest hour. The fascination with 
video games, and the rapid adap- 
tation of simulated dimension and 
color to their screens, swept away 
decades of tradition and virtually 
swamped all other forms of coin 
operated amusement. As the video 
arcade players got better, the game 
programmers added new dimen- 
sions and extended the games. All 
but forgotten was the very reason 
pinball became the international 
success it did. It was defined years 
earlier by the same Harry E. 
Williams who was working for 
Stern, who in the middle 1930s 
said that pinball will always have 
a place in a player’s heart because 
“The ball is wild.” It took a few 
years, but in time boredom with 
pre-programmed games set in and 
pinball was rediscovered once 
again. It is one of the great success 
stories of the American coin 


long distance deal; Harry stayed in Chicago on a periodic basis. In truth, machine industry, and a story that 
California and brought game ideas to Harry was more front than design force. remains to be told. 
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The 100 Most Collectible 
Pinball Games 


The 1980s and beyond have been a 
period of intense activity in the field of 
pinball collectibility. The driver was the 
exceptional programming and the events of 
the Pinball Expos conducted by Rob Berk of 
Warren and Mike Pacak of Canfield, Ohio, 
two dedicated pinballers who were willing 
to stick their neck out and commit their 
time and enthusiasm to a gathering of 
pinball players, collectors and industry 
personnel, with special attention to the 
designers and artists who created the games 
of the past and present. When the first 
Pinball Expo took place in the Chicago area 
in Fall of 1984 it was envisioned as a one- 
time event. It was quickly evident that this 
gathering of industry personnel, players and 
historians was that rare occurrence that 
happened precisely when its time had come. 
Pinball was in a slump and was suffering at 
the hands of the video game, and the 
industry needed a gathering point just as 
much as the budding player groups and 
game collectors did. So the industry 
supported the Expos, and pre-introduced 
new games on its floors, giving the game 
players a chance to see into the future. 
Pinball Expo 2 in 1985 led to 3, 4 and more, 
with the 10th Anniversary Pinball Expo 
taking place in November 1994. During that 
ten year time span pinball entered another 
one of its Golden Ages as it digested the 
competition offered by the video game and 
persevered, to come back as strong as ever 
once again, creating new classic games in the 
process. A parallel activity of every Pinball 
Expo since its inception was the Exhibit Hall 
where collectors and vintage machine 
dealers were able to show off their machines 
and share the past of pinball with new gener- 
ations of enthusiasts. It started a pinball 
collecting boom. 

There had already been a hard core of 
pinball collectors, and avid historians and 
reporters of the game, that had long 
expressed their opinions regarding pinball 
collectibility and the desirability of specific 


models. These opinions tended to cluster, 
with some collectors favoring Gottlieb 
games over others, with woodrails coming 
in for special attention. Collectors of a more 
historical bent saw the virtues of much 
earlier games, while others were attracted to 
unique play features. The collections were 
polyglot, with little thought to common- 
ality. Yet there were serious historians who 
had given a great deal of thought to the 
games and the specific machines that 
constituted significant pinball history. Their 
thoughts merely needed to be tapped. 

The moment this Encyclopedia of Pinball 
was seen as a conceptual reality the 
projected compilation of the 100 most 
collectible pinball games was included in its 
outline. Pinball collector and historian Russ 
Jensen of Camarillo, California, was 
informed of the project and he immediately 
offered to provide all the help he could. He 
even volunteered to work out his personal 
list of the “100 Most Collectible” pinball 
games with reasons why for each game with 
the full understanding that a compilation 
would not reflect the opinions of one writer 
but would be based on an analysis of the 
games identified by the numerous contribu- 
tors to the tabulation. 

Steve Young of The Pinball Resource in 
LaGrangeville, New York, was contacted 
next with the project explained in detail. 
Steve, and John Fetterman, of Pennsyl- 
vania, were rated as having the second 
largest private collection of pinball games in 
the world. Both, at the time, along with 
Gordon A. Hasse, Jr., an advertising creative 
man. working in New York City were also up 
to their necks in a publishing venture called 
Pinball Collectors Quarterly, a pioneer 1982 
publication that did much to unify the 
collectors and pave the way for the success 
of the Pinball Expo activities. There was no 
understanding, or even a faraway thought, 
that Young and Hasse and their Silverball 
Amusements organization would be the 
future publishers of this Encyclopedia of 
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Pinball and the subsequent volumes in this 
series. At the time they just wanted to help. 
So in spite of their commitments Young, 
Hasse and Fetterman volunteered to help 
with their own “100 Most Collectible 
Pinball Games” list. 

With two “100 Most Collectible” lists in 
work, as well as a list of my own as author 
that I was continually working on as the 
historical research and data gathering for 
the Encyclopedia of Pinball 
progressed, it seemed apropos to seek out 


series 


the opinions of the additional experts in the 
field. To that end author Rob Hawkins of 
Los Angeles was contacted, who in turn 
informed his co-author Don Mueting of 
Rancho Palos Verdes, California, about the 
project. Rob set right to work on his “Most 
Collectible” list, with much of the data 
based on the major piece of research that 
Rob and Don had done for their September 
1977 book Pinball Reference Guide. This 
initial pocket-size edition, then regarded as 
a “must have” book by most collectors, 
identified and dated nearly 2,500 different 
pinball games. It was arguably the finest 
pinball book published up to that time. It was 
further enhanced in 1992 with publication of 
Pinball Collectors Resource with a greater 
wealth of data for almost 4,000 different 
games, domestic and international. If you are 
interested in obtaining a copy you can 
contact: Donald Mueting, Mueting Elec- 
tronics Company, 6638 Eddinghill Drive, 
Rancho Palos Verdes, CA 90274-3167. 

To add balance to the lists compiled by 
dedicated pinball enthusiasts and myself as 
author, I contacted my artist and teacher 
friends Chris and Bill Triola of Lansing, 
Michigan, for their personal feelings about 
the “100 Most Collectible” pinball games in 
terms of graphics and play features. Chris 
and Bill have been quietly collecting and 
dealing in vintage bagatelle and pinball 
games for years, but are better known for 
their art gallery events in Lansing and 
Chris’ designer fabrics and clothing. Their 





short list of games was quite 
enlightening as it came from 
an entirely different aesthetic 
direction. 

What are the 100 most 
collectible pinball games? 
That’s what makes the five 
lists so interesting. They 
don’t agree. They do for the truly excep- 
tional games from both an historical and 
desirability viewpoint. For instance, all 
five lists include the Rock-Ola JUGGLE 
BALL (July 1932), JIG SAW (August 
1933), Bally BUMPER (December 1936), 
Gottlieb HUMPTY DUMPTY (October 
1947) and Bally FIREBALL (February 
1972) and agree in large measure on a 
number of other games qualified for the 
“Top 100” honors. But after that there is a 
marvelous divergence of opinion. Each of 
the list makers have tackled the task from 
a different point of view, abstracting their 
very valid and insightful biasing to paper. 
The result is a marvelous amalgam of the 
best thinking there is in regard to the 
collectibility of vintage pinball games. 

To belabor the point, the Young/Hasse/ 
Fetterman list is a complete compendium of 
the most interesting and best playing games 
ever produced listing only those games they 
have seen and played and can recommend 
from first hand knowledge. The total comes 
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Left: The thrill of discovery. James D. Vasey of Arlene’s General Store in Elkton, 
Oregon, brings home his first pinball find, a Pace LUCKY STRIKE (February 
1932) clone of the earlier Gottlieb BAFFLE BALL. —Courtesy James D. Vasey the 


Right: Top 100 list contributor Steve Young of LaGrangeville, New York, 
unloads a “find” from a truck packed with a weekend haul in the early 1980s. 
The game is the Bally JACK AND JILL double-playfield two-player (February 
1933).—Courtesy Steve Young 


to 141 games as they couldn’t cut it off at a 
hundred. That also means that every game 
they have listed has survived the years and 
can be found as a collectible. The Russ 
Jensen list is both developmental and 
feature-rich. It also runs long, with Jensen 
listing a total of 150 known and surviving 
pinball games selected for their evolutionary 
features and uniqueness of play. The 
Hawkins/Mueting list came in at 78 games 
similar to the Jensen list in that it concen- 
trates on the evolutionary nature of each 
game, going beyond the more popular 
models to touch on some of the more obtuse 
and significant games in pinball history. 
Virtually all the games on these lists have 
survived the years and can be found as 
collectibles. 

The Triola list is considerably shorter, 
listing only 34 games in all, 25 based on 
artistic, graphic and playability points of 
view with 9 additional based on their 
historical significance. The final Bueschel 
list of an even 100 is primarily technological 
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and historical with the latter 
selections primarily based on 


invention and_ social 
significance of the game. This 
list, reaching from the 1870s 
to the present, concentrates 
on machines that made their 
mark in pinball history and in 
so doing contributed to the 
advancement of the art. No consideration 
was given to the fact that surviving exam- 
ples may or may not be known. About one- 
fifth of the machines on this list seem to be 
“lost” games, making the list both a “Want 
List” and a guide to what remains to be 
found to fill out the living history of pinball. 

What we ended up with, once the lists 
compiled by the recognized experts were 
cross referenced, was a tabulation of 334 
different pinball games of significance. 
That’s hardly the list of pinball’s top 100 
games that we were seeking. So we had to 
be ruthless in cutting games off the list. All 
those that received single mentions were 
dropped, quickly honing the list down to 
104 games which had received multiple 
mentions, a fairly close approximation of 
the 100 most popular and collectible games. 
But this abstracted list also had a failing. It 
was heavily weighted in favor of historical 
games rooted in the past. While they may 
be the prime collectibles at one point in 


The 100 Most Collectible Pinball Games 


time, what of the future? That 
led to yet another round of 
sourcing, this one directed at 
the here and now and the 
identification of the most 
collectible pinball games of 
the past twenty years. For this 
input we turned to a seminar 
at the 11th annual Pinball 
Expo on Friday, October 27, 
1995. 


approximately 120 attendees 


In an audience of 


voting for the leading games 
based on their significance and 
collectibility was opened up to 
the floor, allowing the audi- 
ence to name any games they 
wished. 35 games were named, 
starting with the landmark 
Allied Leisure game DYN-O-MITE of 
November 1975, the first pinball with solid 
state components, up to the Data East 
JURRASIC PARK of June 1993. Once this 
primary list had been identified, the room 
was asked to vote once again, this time 
restricted to their favorites, with only two 
votes allowed per person. This action 
quickly identified the most desirable and 
collectible of the group, in the following 
order: 
Ist place: Bally ADDAMS FAMILY 
(October 1992) 37 votes. 

2nd place: Bally EIGHT BALL 
DELUXE 
(April 1981) 23 votes. 

3rd place: Bally TWILIGHT ZONE 
(1993) 21 votes. 

4th place: Williams FUN HOUSE 
(December 1990) 19 votes. 

5th place: Williams BLACK KNIGHT 
(December 1980) 14 votes. 

When asked why these five games were 
selected, and what they had in common, 
the audience was surprisingly unified: 

1. They are all fun to play. 

2. They appeal to a broad audience, both 

novice and experts. 

3. All were created by experienced designers 
with a track record. The three latest 
games selected were designed by Pat 
Lawlor of Bally/Williams, and the 
two earliest are by George Christian of 
Bally and Steve Ritchie of Williams. 

As an aside the audience was also asked 
to rate the worst pinball games of the 
modern era. Once again there was a 
surprising unity in the room. It was unani- 





& 


Pinball game collector-historian and list contributor Russ Jensen plays away 
at his Bally VARIETY (June 1939), with his Genco METRO (October 
1940) in the middle and Exhibit Supply 1938 LIGHTNING (August 1938) 


in the foreground. —Courtesy Russ Jensen 


mously agreed that the worst game of recent 
memory was the Bally POPEYE SAVES 
THE EARTH of March 1994, although the 
Bally BUGS BUNNY’S BIRTHDAY BALL 
of February 1991 was also nominated. 
When quizzed the group agreed that as bad 
as it was, BUGS BUNNY was a far better 
game than POPEYE. 

Copies of the compiled list of 104 games 
were also passed out for the experts and 
game historians in the audience (including 
Roger Sharpe and Steve Kordek of 
Williams, and Jon Norris of Premier Tech- 
nology) to review. All agreed it was an 
exceptional list, and aided in cutting it 
down to the desired 100, while including 
the added five favorites of the past twenty 
years, to finally achieve the objective that 
had been started over ten years earlier. 
These 100 games constitute the hard core of 
collectible pinballs. But the list doesn’t end 
here. As long as the story of pinball endures, 
this list will be ever changing. It depends on 
your viewpoint. To the historian all the 
great things have happened, and all the 
great games have been made. But to the 
players and the game makers, the next 
Godzilla game is just around the corner. 
The sales record of the greatest number of 
games produced since the introduction of 
the flipper was just recently set in 1992 with 
the Bally/Williams ADDAMS FAMILY, 
and even more successful games may be on 
the horizon. They better be good, though, 
because ADDAMS FAMILY was still listed 
among the top ten street location games 
over four years after its introduction. Even 
that doesn’t match the record of the Bally 
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EIGHT BALL DELUXE of 
April 1981 which was 
carried on active operator 
lists until 1995, the longest 
paying tenure of any pinball 
game ever made. These 
records are recent, yet stand 
to be broken at some point 
in time. 

The real question is 
whether pinball has a place 
in the future. It certainly 
does. It has survived a 
century of new technologies, 
and faced down the video 
game almost immediately 
after its own future was 
altered with solid state tech- 
nology. Virtual reality is the 
new byword, yet pinball can face that 
new reality with assurance of victory for 
it has been a virtual reality game ever 
since electricity lit a backglass. For all its 
charm and excitement, simulation has 
yet to replace the physical, and probably 
never will. Pinball guru Harry Williams 
said something over half a century ago 
that is still true today: “The ball is wild!” 
And that is what makes the game. Players 
need to feel in charge of the destiny of 
their scores, and feel that they also have 
a chance to make history, rather than pit 
their skills and senses against an insur- 
mountable programmed box. As such, 
pinball is the most human of mechanical 
sports, and a sole human touch survivor 
in a world of inhuman artifacts. As long 
as people still get up in the morning, eat 
breakfast, go to work (somewhere, or 
even at home) and need a break, pinball 
will continue to survive. A hundred years 
from today, as history compresses time, 
the pinball games of the present and 
future will still have a hold on our senses 
and memories. 

The pinball past is no less monumental. 
The game designers, makers, players and 
collectors that came before us were just as 
human as we are. They continually bet their 
lives and their livelihoods on the next 
game, and have made them a part of our 
heritage. We live in an overhyped and over- 
recorded age, and it is sometimes difficult to 
separate the mundane of the present from 
the classics of the past. It is wise to preserve 
a record of what we feel is important to 
continue to extoll our best. 





‘The 100 Most Collectible Pinball 
Games—Voting Tabulation 


Collectibility ratings of 100 Bagatelle and Pinball games compiled from lists of the Top 100 Most Collectible Pinball Games pro- 
vided by seven collector-historians from the major geographic areas of the United States and by attendees at the 11th Annual 
Pinball Expo, Friday, October 27, 1995. Pinball games are coin-operated, Bagatelles non-coin. 


No. Maker Name Date Votes Remarks 
l. .M. Redgrave... ....«.«+ IMPROVED BAGATELLE...... May 18.704 s<s20%« 3.... Bagatelle. Introduces spring tension 
shooter and bell on playfield. Uncovered. 
2. Caille-Schiemer ......... LOG CABIN (“Square Top”) .... January 1901...... 5....Made asa saloon trade stimulator. 
Countertop, glass covered. One ball game. 
3. Automatic Industries. ..... WHIPPLE. 64 .cdeseseee eed eas April 1931 ....... 4.... First nationally popular pinball game. 


Established long playfield, cabinet on 
legs. 5¢ play. 


4. In & Outdoor Games ..... WHOOPEEB. 6.0 04<4sse%esees Jume 1931 5 04.46% 5.... First nationally advertised full size pin 
ball game. Cabinet on legs. 5¢ play. 
5. Bingo Novelty........... BINGO).¢.s. 946 bkwkeweseanees August 1931...... 5.... Countertop. First high-volume mass 


produced pinball game. Led to 3 year 
countertop fad. 

O; TA Bile vietvuctes cow eas DUTCH: POOL, «26-3 sae alesis September 1931 ...3.... Countertop pinball game based on earlier 
A. B. T. BILLIARD SKILL gun games 


using same cabinet. 2 sizes. 


be “GOttlied-5b.0.xseus ewes BAFFLE BALD ..4<¢i0004 esa4s November 1931 ...5.... (Countertop. First famous Gottlieb pin 
ball game with over 50,000 produced. 
Colorful graphics. 

GO. ‘Ballt4isanishucsteertaeas BALILVYHOO,: o40c2keedeecees January 1932... 5.... The game that named a company. 


Aggressively promoted, almost 75,000 
made. Set standard game size. 


D.. “Goethe <sicwsdand cue de FIVE STAR. FINAL... .. 5.040%. May 1932 «055.06 6 4....Famous because name suggested it was 
the firm’s last game. It wasn’t. Figure-8 
playfield. 3 models. 

10. Mills Novelty ........... OFFICIAL. 4 6s cscs seen eerees June 1932. 224405. 4.... Major slot maker jumped into the pin 
ball with three OFFICIAL games. This 
is table version. Push-button ball lift. 

Me RGOEWOM «o55.c60022eaee JUGGLE BALL «ses esvssee% September 1932 ...6.... One of most significant games. 
Introduced ball manipulation by means 
of a mechanical arm. Countertop. 


I2.. GGttheD .2.% 4 vewadeedes CLOVERLEAP. i¢ascasyeades< September 1932 ...3.... First nationally popular payout pinball. 
First payout by major maker. 
Countertop. 

13.. Gottlieh .cissdacsarass BIG BROADCAST .2.026ss004% January 1933...... 4.... Ball traps with lids that operators called 
“Toilet Seats.” Forerunner of ball trap holes. 

WA2. Bay 65-5 oe xe ycareech Ake AIRW AN 6 sketveatae mn ene eas February 1933..... 4.... Classic Bally format with early mechanical 


scoring indicator that led to BLUE 
RIBBON and payout ROCKET. 

te ROCOIS 4 caccuosnedews WINGS «22sec erenwedadesues February 1933..... 3.... Spinning playfield dramatic innovation 
in pinball. Led to the mechanical marvels 
to come. First moving target. 

1G: IR6ck-Ole «4 iscdneite den WIGS AW is eho bite brates ek ee August 1933...... 6.... Rated by all list makers as the 
leading collectible pinball game. Values 
climbing. Over 70,000 made. 

Nie IBA 4 sesskero'edieavaded ROCKET oc seg tietdaw et asu ee September 1933 ...5....One of the most significant pinball 
games as it popularized electric payout 
pins. Ten balls 5¢. 
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Gothies: ii:2444 oewh bniens SCOREBOARD 62.seiadsoae de December 1933.... 
Pacific Amusements ...... CONTACT « cose hae ahtoacae December 1933.... 
Jennings a. 6 ess cde cows SPORTSMAN 654 es ccusededws January 1934...... 
ROOM si.ccedsacau cis WORLD'S SERIES. ..ccs0sese0 May 1934 6.40.0. 
13) a a a a ee ere BLEED. 2 cuca uh she ean aawauen May 1934 6.6565 6 
Dally 2 sages she caiesses SKYSCRAPER ..¢ 544 4.c6 ee %4-04% November 1934 ... 
BallW? & fs Si are eane anaes 050 ACTION (JUNIOR) . 5405.4 %-«4 December 1934.... 
DAIWA aie ests cea Sw a ae CHICAGO EXPRESS ...<2 0.54. February 1935..... 
Dali sn aenwheokbaaeee TRAFIC 6:46:66 6266%he00 dee ees February 1935..... 
Mills Novelty ........... PEARL HARBOR, ¢ 406040000 «« July 1935 ..k<o<4. 
SIOMEEs 6.5 ok bax ewwos ose.d TURF ‘CHAMPS 44656005640 January 1936...... 
Gottlieb. 425k siadKedeus DAILY RACES oo 60% cas ae nkwas March 1936 «2... 
ROCKO ou cic.cvesayeds TOTALIUE: «sound sasb-ee we kai May 1936........ 
aU baiice «tos wd pura meres DOMPER 6-<¢49 iwas edd ov bwwe x January 1937: 544. 
GOtleD «arses enecdaedios DOUBLE FEATURE sis acuc sues January 1937... «.< 
Dally oo ahhidi wore paouews SNUPPER: s-ccnaviewn wine dean 6 February 1937..... 
Daye g-4t: barn tank oWeweas AUIRWAY OF TOST 6 ccaliee neds August 1937...... 
Mills Novelty ........... De ite es ike Bers Cw edie eee March 1938 ...... 
5) (0) 0S a a a a are DEMIN sds iss hl e  dod sth 4 an Bek te Biss June 1938 20.6.4 
Exhibit supply........... BUTTONS .4.s044k40sse sora September 1938 ... 
Exhibit Supply .......... (1939) CONTACT .acicens eer March 1939 ...... 
SCO. bio dtiremaarhetee METRO < osu eh oberon een euro ne October 1940..... 
Exhibit Supply .......... BIG PARADE ¢044¢sd4u<e aware October 1941 ..... 
Victory Games: ....42%0e5 PO TE WAPS 606k sesodxe ssc July 1942 o..c04<. 
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... Gottlieb contribution to the plethora of 


mechanical marvel games with working 
play features. 


.. Most historic game in pinball. 


Introduced electric ball kicker, bell. 
Harry Williams design. 4 sizes. 


.. The Jennings payout answer to the 


Bally ROCKET, noted for its exceptional 
hunting graphics. 10 balls 5¢. 


.. Io many second only to JIG SAW in 


collectibility. Spinning baseball diamond 
was innovative. 54,000 produced. 


.. Miniature cannon type kickers. First use 


of solenoid other than kickout holes. 


. . Light up city lights on playfield. Electrifying. 
.. Harry Williams game mass produced by 


Bally. Spring “bouncers,” tilt mechanism. 


... Iwo-level game with Chicago “L” express 


tracks to move ball running above playfield. 


.. Harry Williams game. 
. . First illustrated backglass, an idea 


immediately picked up by the industry. 
Led to backglass art. 


.. One of the most famous pinball games 


of the 1930s. Simulated a horse race. 
On location into 1950s. 


. . . First win, place, show one-ball payout. Set 


pattern for one-ball multiples until the 50s. 


. . First game to have automatically 


advanced lighted backglass scoring. Not 
replaced until reel drum scoring. 


. . Revolutionary game. Introduced electrified 


coil spring scoring bumpers, lighted 
scoring and no playfield holes. 


. . Early celebrity movie theme one-ball. 


Incorrectly called AWARDS for copy on 
backglass. 


.. Payout variation of Bally BUMPER 


with same playfield and lighted back 
glass scoring. Led to CAROM. 


... Lighted spiral bumpers and full back 


glass. The higher the score the more 
lighting as backglass stays lit. 


. . Payout pinball with three windows in 


backglass that act as slot machine 
symbol reels. Wild bumper action. 


. . First pop bumper game. Circular playfield. 
... Magnetic playfield buttons alter course 


of ball and put back into play. Full size 
backglass. Harry Williams. 


.. Grand old name in a military theme. 


Aircraft lands on carrier. First standard 
size large cabinet game. 


... Futuristic graphics. Jet bumpers advance 


automobiles on city freeways that 
weren't built for another dozen years. 


.. The Marines have landed! Came back 


after the war as United RIVIERA, 
putting BIG PARADE in short supply. 


.. Wartime revamp. Axis (Japan, 


Germany, Italy) graphics highly desire- 
able in revamped pinballs. 
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ree ne LINGO. 6 66 65 6 6 ee OS eo ow edsee November 1944 ....3... 


SG Awe eee ates STAGE DOOR CANTEEN... ... November 1945 ...3... 


Chicago COI. s.i:4 © 6-24-00 MILROY 2i.132i5eineethaasaws January 1947...... 3 
ata lees ae Stance eee ag NUDGY.................... September 1947 4 

ih UE dee w eed HUMPTY DUMPTY .....4..+.. October 1947 .....6 

Teer Treo ry TANK Sea bcesvadecsedes koe de Pupil 1948.4 cc ucesD 

Barnet linea aRaane BARNACLE BILL ......0..+. + Ameust 1948 ......3 

oper iaawauearte THE TIME OF YOUR LIFE..... August 1948......3 
Seine & weno esr SARATOGA 3 2465 00s seees see October 1948 .....4 
iremeghesennenndss TORE KING 6.0040 600 ses eee +Apnll 1950 2544504 

jae eee eeawed KNOCKOUT ......2..+«0+054« December 1950 5 

United Mig. «a5 aeeecee as PSG 2's OG eee S RE ROS GEE March 1951 ...... 5 
am ates BGe tee weed ox BRIGHT LIGHTS 2 24.6544 <4<6 April 195) s.c.03 

ee er eer J OUAIN 644 ive pas ees wad wena May 195 cece eee8 
poeiauae shee wes HAYBURNERS 24.4 s0<ees0o%s Jume 1951 ooo csaeF 
cbotdeea eb atm ose HAPPY DAYS}. .s0ceeoesesdane uly 1992. 25040058 

bp aveses tetcwns FOUR CORNERS ..........+-Qcetober 1952 .....4 

PPS Ee Cr ee GUYS DOLUS 0030050403056 May 1959 ya esaad 

ou euueseuseuas ARMY-NAVY, «65050205406 .. October 1953......3 

cA Mouhe ween. NINE SISTERS .............. December 1953 4 

iene agGtes cers MYSTIC MARVEL ........... March 1954 ......4 
sSubeuesawwedan DRAGONETTE.. «<4 304.004 June 1994........5 
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. Harry Williams wartime revamp of Bally 


games. Rare vertical format looks like a 
giant Pachinko game. 


. First postwar Gottlieb game features 


wartime theme. Production of 7,500 not 
topped until the 1970s. 


.. Major pre-flipper hit game by one of the 


minor producers. The elusive war 
“Hero” that was everywhere. 


... Just before the flipper. A solenoid jogs 


the whole playfield in a mechanical 
“gunch” when side button hit. 


.. . Introduced electrically operated flippers. 


Revolutionized the game of pinball by 
making it a skill game. 


.. First of Williams baseball pins with 3- 


dimensional running unit. Led to annual 
pitch-and-bat baseball arcade game. 


.. Would you believe a drunken sailor 


going into a Bordello in 1948? Racy for 
its day. Roy Parker, of course. 


. . Giant display game. Six made, some 


junked and others lost after being in 
storage. Believed to survive somewhere. 


.. The modern game is taking shape. First 


pop bumper, first called “Thumper 
Bumpers” on SARATOGA. 


... The end of the line for the massive 


horse race games. Added coins advanced 


odds and features. 1-ball and 5-ball models. 


... Boxing animation on the playfield. Highly 


sought after game. Satirical Roy Parker artwork. 


. . First inline game, with roulette wheel bowl 


bingo card scoring. Three cards, 5¢ each. 


... First Bally 25-hole bingo game. Set the 


pattern for modern bingos. 


.. Third and last pinball game by maker. 


First in-line bingo. 5 cards. Inspired 


United ABC. Bob Jonesi design. 


... Lively animation of horses in backbox, 


first by Williams. Led to a string of 
games. Highly successful. 


. . School days Tic-Tac-Toe format. Roy 


Parker backglass art caricaturizes Betty 


Grable and Alvin Gottlieb. 


. . Bingo format applied to flipper pinball. Balls 


remain in play until in hole. George 
Molentin art. 


... Unique kicker system on one of only 


two flipperless Gottlieb games made 
after HUMPTY DUMPTY. Six “Pop-Up 
Posts” worked by flipper buttons. 


.. . First reel scoring game. Scores in 


“Millions” with advancing drum digits 
placed ahead of four dummy “0” reels. 


... Ttue reel scoring replaces inflated back 


glass scoring, which was running out of 
graphics room. Single flipper. 


. . Card player from “The King of Card 


Games.” Second coin doubles value of 
replays awarded in “Double Coin Awards.” 


. . Classic Roy Parker backglass art with many inside 


gags. Takeoff on Dragnet police drama on radio/TV. 
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Gomes <vaccac oe vianes SUPER JUMBO 22. «0c .0kse wees October 1954..... oe 
Gottlied .d0t<tensvesses DIAMOND PILL 4s ise0es cues December 1954....4... 
Cotlied «es 62ueds oe. be GYPSY QUEEN 5 ss046008250 February 1955..... Dias 
GotteD: + osc debneeenses DUET TE vsts00cceasnegenews pri W959 ax 0-2-0 Picks 
GOtmleD, ou vase sd es ewww BASY ACES: ox 22ii¢e0+u0e0% December 1955....3... 

Mon eNews dibiewn eras BALLS-A-POPPIN......3. 05... August 1956......5 
Gottliel s.taceneeeesse ROYAL FLUSH o04s¢04 60468 May 1957 cxcsades 3 
WiliGins acs ed us ds dacen ds TURP CHAMP cose sse4» s%< 02 July 1958 ..2..4- 3 
Williams .4.i44546si6% 56% GUSHER 64 ¢42s5%saeeeecas es September 1958 ...5... 
GOMNel: .a560 eideewskes MISS ANNABELLE. .......... August 1959...... Dist 
GOUtHel 443464426348 k05 DANCING DOLLS 4 oe co9 6a08 ss May 1960.....6..«. Bees 
COMED 1+ ctesceeoiedde POPPER avswene oka see caves es November 1960 ...3... 
Wiliams as chu eteawace’s VAGABOND) «ss wad newsesex October 1962 ..... Dies 
Gottheb ..6¢hs544200¥s SLICK CHICK yicesxsoweawees March 1963 ...«.. Didc 
COtties: « 5-240 be8 beens CIGD, «sb sceeaketectsegausat December 1963....3... 

eet r rT eet Terry MAD WORLD. «2.24.03 o040« «May 1964 ....25003 
GOtthe: 0564 s0edienwees KINGS AND QUEENS........ March 1965... 4 
CGOthHieD: ..oss«04400en seas BANK-ACBALL ¢ 6454024 see September 1965 ... 4 
Gomes as ncocducdeoac CROSS TOWN « o:6465066 4046 October 1966..... Dis 
GGtheD: Sucuwea tee dueee KING OF DIAMONDS........ February 1967..... Disies 
Gottlieb. .2446.s600000< SING ALONG » «i600 ¢0 0244 45% September 1967 ...3... 
WANIAMNS os os, ood dessus « BEAT TIME sesnciatsaseadges September 1967 .. . 3 

die Giedusl upline 6 bea mine em FOUR MILLION B.Ce . és... cas a May 1971.6 o 03024 
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. First multi-player and reel scoring. SUPER 


JUMBO is replay version of novelty play 
DELUXE JUMBO for non-replay areas. 


. Last of the many 1954 “Double Coin 


Award” games. Gay Nineties Roy Parker 
artwork. Horseshoe format playfield. 


. First of the Gottlieb “gobble-hole, multiple 


special” games that dominated the late 50s. 
Roy Parker art. 


. First electromechanical two-player game. 
. The coming of steel legs to replace 


wood. Cigarette holders, “Gobble-Hole” 
and Roy Parker artwork. 


... Apt name. Multiple balls in play, up to six 


“Wild Balls” could be released into play 
at one time. 


.. First single player “Roto-Targets” and 


match number system. Card playing 
theme. Roy Parker artwork. 


... Six horse 3-D horserace unit on play 


field. You pick horse to win by button 
before game starts. Harry Mabs design. 


. “Disappearing Jet Bumper” dramatically 


alters playfield while game is in progress. 


. . First Gottlieb single player reel drum scoring. 


Animation removes fan leaves to reveal 
Miss Annabelle. “Score to Beat” feature. 


. Same dancing as private label Harry 


Hoppe TAPS of 20 years earlier, in sil- 
houette. Last Gottlieb lighted score. 


. First Add-A-Ball game, Alvin Gottlieb 


idea to reward players and get around 
laws that outlawed free games. 


. First modern drop-target game in which 


a hobo, the “Vagabond” of the game 
name, gets sacked when hit. 


. Classic symmetrical playfield. Regarded 


as one of the finest skill games ever made. 


. The movie Gigi was dark haired. Roy 


Parker makes her a blonde that looks 
like MM, who died one year earlier. 


.. Ted Zale design that curtailed his deadly 


roll-downs with a lower playfield kicker. 
First “Captive Ball” lane. 


. . One of most popular games ever made. 


Roy Parker glass has many amusing 
touches. In 1975 movie Tommy. 


. . Beginning of the modern Gottlieb lower 


playfields. First flipper runarounds. 
Landmark game. 


. Animation of New York subway train. Doors 


open and close. Wayne Neyens design. 


. One of the first automatic ball-feed 


Gottlieb games. Card game theme with 
horizontal roto-target. 


. Continued use of Gottlieb relay-hole 


idea. Parker style artwork by Art 
Stenholm with lots of comic details. 


.. Rock theme. A not-so-subtle takeoff on 


The Beatles, who threatened to sue. 


.. Ted Zale masterpiece; cross-field plunge, 


flipper-zipper, two captive balls and a 
four-step captive ball lane. 
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Of (Balls os nan bHese ene hels FIREBAUD 6345464654006 d<00 February 1972..... 6.... Possibly best known pin ever made as a result 
of Playboy story. Spinning disc catapults balls. 
88. Baller sien uso veteencus MONTE CARLO. 5055045405 March 1973 ...... 3.... The ever popular roulette theme, with 
great backglass artwork by Dave Christensen. 
OO. Ball icc suey Phwwewae oa INET aed had ea ded inen dduees July TOTS: .cc owen 5.... Push the button and an alligator jumps 


out and nips at the ball, bumping it into 
higher scoring area. Action game. 


90; Ball. 3% ee Seenadiaeedeu WIZARD 5 56 5<%s4004 douse s September 1974 ...5.... Graphics show the WHO’s Roger Daltry 
and Ann Margaret, the Heather 
Locklear of her day. Dave Christensen art. 
91. Allied Leisure........... DYN-O-MITE os 26 cecsesaces November 1975 ...2.... First hybrid video pinball game. 
Contains both electromechanical and 
solid state components. Digital score display. 
92.  Williaitigs oss es hes bodes SPACE MISSION 4.s.0<<66%404 February 1976..... 3.... Old idea becomes a new game landmark. 
The space orbiter swinging target was a run- 
away success. Revitalized pinball. 
DDs- AUN a cac aay de ens owied ex OLD'CHICAG 5 65k dake hw bes April 1976 26% 66. 3.... The city that gave us pinball, and still 
does. Gangster theme, something 
Chicago is trying to live down. Great 
Dave Christensen backglass. 
OF, Walls uh cass MoS bie CAPT. FANTASTIC «........045 June 1976........ 4.... Modern pinball classic. Interesting 
backglass variations. First mirrored 
backglass in quarter century. Tommy theme. 


Ds AME Sore Re ae bea Xs THE ATARIANS ss caceedde's es March 1977 ...... 3.... New pinball maker didn’t stay the course. 
Design innovations led to wide body games. 
26; “‘Willlisais: ccc aehu er oa BLACK KNIGHT .i2s.006<604 December 1980....2....Magna-Save feature. Great playing 


game. Influential. Steve Ritchie game. 


Ira Warren of Brooklyn, New York, may have been the first vintage pinball dealer. While old games had entered homes over the years, Ira was dealing in 
vintage coin machines in the middle 1960s. Here he is in his Brooklyn shop in 1974. Bally NIP-IT just off location (July 1973) in foreground, with Ira leaning 
on a Gottlieb EGG HEAD (December 1961). —Courtesy Ira Warren 
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The 100 Most Collectible Pinball Games 


OF. IBA wcea coetwwe wend eos EIGHT BALL DELUXE. .....3. April 1981 ....... 2.... Four player memory game. Good drop 
target game. Great graphics and sound. 
Single play field. Jim Patla design. Greatest 
location longevity of any pin ball game. 

OS., Willies. 22-0 easeaece ex FUNHOUSE « os44054.66 5.05% December 1990....2.... Rudy, the talking head. Great playing game. 
Equitable scoring. Second plunger. Pat 
Lawlor design. 

OD, Ballivrn« gc a See weve eo ed ADDAMS FAMILY ........... October 1992 ..... 3.... Best selling pinball game since the 
flipper. 22k produced. Among top ten 
street location games four years after 
introduction. Pat Lawlor design. 

NOG... Ballivis sc incidents eckeee. THE TWILIGHT ZONE ....... OO 8. cata 'e cto Fore 2....Has more patentable devices than any 
previous Bally/Williams game. Pat 
Lawlor design. 


Key to 6 voting list sources: 
1-Steve Young (New York), Gordon A. Hasse Jr. (New York) and John Fetterman (Pennsylvania) list of 141 most collectible 
pinball machines plus five pioneer games worthy of mention (May 25, 1981). 


2-Russ Jensen (California) unranked list of 150 “Classic Pins” (July 2, 1981 and October 15, 1995). 
3-Robert L. Hawkins (California) list of 78 most collectible pinball games (April 27, 1982). 
4-Bill Triola (Michigan) list of top 25 most collectible games, plus 9 games of historical merit (August 23, 1981). 


5-Richard M. Bueschel (Illinois) list of the 100 most collectible bagatelle and pinball games based on their technological and 
historical significance (October 15, 1995). 


6-Attendees at 11th Annual Pinball EXPO, October 27, 1995. 


If you have additional inputs, or can provide photographs of games not listed in this Encyclopedia of Pinball (Volume 1) to consider for 
inclusion in future volumes of the encyclopedia series, send to Richard M. Bueschel, 414 N. Prospect Manor Avenue, Mt. Prospect, IL 
60056-2046, Tel. 1-847-253-0791, FAX 1-847-253-7919. This list or other contents of this volume not for reproduction or dissemination 


without written permission from the author. 


© Copyright 1996 by Richard M. Bueschel. 


Author and Top 100 list contributor Dick Bueschel, right, leans on his favorite electromechanical game, the Gottlieb SLICK CHICK (April 1963) placed on the 


porch of his summer cottage. Friend Tom Slocum, left, and Dick maintained summertime competitions. Tom usually won. —Dick Bueschel Collection 
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Gottlieb SPIRIT OF 76................ Vol. 1-229 
Gottlieb TARGET ALPHA.............. Vol. 1-233 
Gottlieb TOP CARD................0, Vol. 1-225 
Gottlieb WHIZZ-BANG MODELA....... Vol. |-147 
Gottlieb WHIZZ-BANG MODELB....... Vol. 1-148 
Gottlieb WHIZZ-BANG MODELC....... Vol. 1-149 
HAPPY CLOWN (November 1964) ...... Vol. 1-207 
HIGH CARD (November 1936) ......... Vol. 1-171 
HONEY (May 1972)...............00, Vol. 1-222 


Western Electric Piano Company ....... 44 
Western Equipment And Supply .. . . 100,118 
Western Manufacturing Company... . 55,74 


SHUFFLE BALL... ......0008. 55,55,74 
Whiffle Industries, Inc................. 98 
MVE coisa lp waaarg.a¥ ced ware 97,98 
Whirlpool Sales Agency, The ........ 42,43 
WHIRLPOOL 03:5 oe Snide de aun 42,43 
While; FIpey Jus sicisanecceeen venues 11 
White Manufacturing Company........ ial 
AUTOMATIC BILLIARD TABLE ....... 10 
AUTOMATIC FLAG TABLE ...... 7,7,10 
LITTLE FLAG TABLE......6560008. 7,7,10 
Wilkinson, Kenyon F. (Wilky)........... 80 
MINIATURE POOL TABLE ....... 97,98 
Williams, Harry E................. 77,123 
Williams Electronics................. 243 
BLACK KNIGHT oi-c cease ce wus 243 
FUN FOUSE cis acact eu uesecon 243 
Wilson, Frederick R................00. 9 
Winooski, Vermont................ 43,60 
Winton Hotel (Cleveland).............. 67 


Index 


HOT HAND (June 1979) .............. Vol. 1-240 
HURDY GURDY (May 1966)........... Vol. 1-210 
ICE FROLICS (November 1953) ........ Vol. 1-196 
In & Outdoor Games SPOT BALL....... Vol. 1-144 
Jennings MONARCH................. Vol. 1-153 
JET SPIN (August 1977) .............. Vol. 1-235 
JOKER (November 1950) ............. Vol. |-193 
JUGGLE BALL (September 1932)....... Vol. 1-152 
KICK OFF (December 1967)........... Vol. 1-213 
Lindstrom Tool STEEPLECHASE ....... Vol. 1-159 
LOG CABIN (“Round Top”) (January 1903). . Vol. I-142 
MANHATTAN (March 1948)............ Vol. 1-186 
MANHATTAN (April 1955) ............. Vol. 1-197 
Marble Games BUNNYBOARD......... Vol. 1-143 
MARINER (November 1971)........... Vol. 1-220 
Mave DOLLY: i: svck courawesedeces Vol. 1-183 
MAYFAIR (June 1966)................ Vol. 1-211 
MAT-CHA-SKOR (January 1933)........ Vol. 1-154 
MIAMI BEACH (August 1955) .......... Vol. 1-198 
Midway RACE WAY................0. Vol. 1-206 
Mills Novelty POST TIME. ............. Vol. 1-174 
Mills Novelty RAILROAD.............. Vol. 1-170 
Mills Novelty SPINNING REELS ........ Vol. 1-179 
MONARCH (November 1932).......... Vol. 1-153 
MONTE CARLO (March 1973) ......... Vol. 1-223 
OLD CHICAGO (April 1076) ........... Vol. 1-230 
OLD ORCHARD (April 1932)........... Vol. 1-146 
ONE-TWO-THREE (December 1948) . . . . Vol. |-189 
Pacific 3STAR SPECIAL.............. Vol. 1-173 
PADDOCK (May 1937) ............00. Vol. 1-175 
Peo ALLAMERICAN FOOTBALL ....... Vol. 1-166 
Peo MAT-CHA-SKOR ................ Vol. 1-154 
Pierce Tool ACE HIGH (SENIOR) ....... Vol. 1-150 
PLAY BOY (JUNIOR) (February 1932) ... Vol. I-145 
PLAYBOY (December 1978)........... Vol. 1-237 
POST TIME (April 1937) .............. Vol. 1-174 
POST TIME (April 1969) ............., Vol. 1-217 
PROFIT SHARING PIN GAME 

(JanUary 1988) 66 ccesedeceesenes Vol. 1-155 
QUEEN MARY (August 1936).......... Vol. 1-169 
RACE WAY (October 1963)............ Vol. 1-206 
RAILROAD (September 1936).......... Vol. |-170 
M. Redgrave SPINNER PARLOR 

BAGAT ERLE sic inekaas conedaud Vol. 1-141 
Rock-Ola BIG BANK NITE............. Vol. 1-168 
Rock-Ola JUGGLE BALL.............. Vol. 1-152 
Rock-Ola QUEEN MARY.............. Vol. 1-169 
ROCKET (May 1950)..............00, Vol. 1-190 
ROCKET (November 1959)............ Vol. 1-202 
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W. J. C. Vending Company............ 61 

GOONA-GOONA...............0. 61 
W. N. Manufacturing Company ......... 77 

THE ARROW oie bast thin ccevens 77 
Wolberg, Samuel (Sam)........... 92,100 
Wolcher, Harry.................5. 78,80 
Wolcher, Louis E. (Lou) ............ 77,78 
Wolfe, Ernest E. (E.E.)............... 76 
World Manufacturing Company . . 35,126,126 
WUMIZER s.isiaaiynonwn aacecobowed es 118 
Yankton, South Dakota............... 97 
YeliCK, KaMAy csitia wicesiece’senaee vedas 60 
Yohio Manufacturing Company. ... . 13,16,96 

TOMO vac ciicwsvexasnees 15,16 

WHIFFEE se duwiaog tau’ 15,16,17,17,96 
VOUNG Asis x 526s oe dead ee bar ce 44,45 
Young, CharlesP................. 5,9,10 

COIN GAME BOARD ......... 5,5,9,10 


IMPROVED COIN GAME BOARD... . 10 
YOUNGSTOWN, OHIO. . . vi,13,15,16,24,26, 
33,36,37,42,60,96,121 


ROCKETTES (August 1950)........... Vol. 1-192 
ROYAL FLUSH (May 1976)............ Vol. 1-231 
SCREWBALL (August 1948) ........... Vol. |-187 
SEVEN SEAS (December 1959)........ Vol. 1-203 
SHOO SHOO (February 1951) ......... Vol. 1-194 
Shyvers Coin BILLIARD FLASH ........ Vol. |-162 
SIDE KICK (January 1939) ............ Vol. |-176 
SKIPPER (February 1937)............. Vol. 1-172 
SKY RIDE (July 1933)..............0, Vol. |-160 
SMARTY (February 1968)............. Vol. 1-214 
SPANISH EYES (March 1972).......... Vol. 1-221 
SPINNER PARLOR BAGATELLE 

(November 1897).............000. Vol. |-141 
SPINNING REELS (January 1940) ...... Vol. 1-179 
SPIRIT OF 76 (January 1976).......... Vol. 1-229 
SPOT BALL (January 1932)............ Vol. 1-144 
STARLET (November 1955) ........... Vol. 1-199 
STEEPLECHASE (April 1933).......... Vol. 1-159 
Stern HOT HAND .............0..004 Vol. |-240 
Stoner THE BALL FAN................ Vol. 1-165 
Stoner SUPERS «cess cisvavenccves Vol. 1-164 
SUPER-8 (July 1934)............0000, Vol. 1-164 
SURF QUEENS (June 1946)........... Vol. 1-180 
SWEETHEART (May 1950)............ Vol. |-191 
TAKE FIVE (April 1978)............... Vol. 1-236 
TARGET ALPHA (December 1976) ...... Vol. 1-233 
3 STAR SPECIAL (March 1937) ........ Vol. 1-173 
TIVOLI-JR. (February 1933)............ Vol. |-158 
TOLEDO (January 1976).............. Vol. 1-228 
TOP CARD (September 1974).......... Vol. 1-225 
TOP HAND (April 1966)............... Vol. 1-209 
United BABY FACE << icssccsiess cease Vol. |-188 
United MANHATTAN (1948)............ Vol. 1-186 
United MANHATTAN (1955)............ Vol. |-197 
United STARLET s:02.0:+ ssanuwedceewnies Vol. 1-199 
VARIETY (June 1989).............0., Vol. |-178 


Watling PROFIT SHARING PIN GAME... . Vol. |-155 
WHIZZ-BANG MODEL A (April 1932) . .. . Vol. -147 
WHIZZ-BANG MODEL B (April 1932) .. .. Vol. 148 
WHIZZ-BANG MODEL C (April 1932) . ... Vol. I-149 


Williams BLAST OFF................. Vol. 1-212 
WANING CUE 505 ccsenrucsentumnes Vol. 1-216 
Williams DAFFIE ................000, Vol. 1-215 
Willane FLASH i.0cco0carviess cones Vol. 1-238 
Williams HONEY ...............00 00 Vol. 1-222 
Williams KICK OFF .............00005 Vol. 1-213 
Williams POST TIME................. Vol. |-217 
Willams: ROCKED .icsssvevisecsccces Vol. 1-202 
Williams SHOO SHOO ............... Vol. 1-194 
Williams SMARTY ...............0005 Vol. |-214 
Williams SPANISH EYES.............. Vol. 1-221 
Williams SWEETHEART .............. Vol. |-191 
Willams TOLEDO)... ccccvevsvcevees Vol. 1-228 
Williams TOP HAND ................. Vol. 1-209 


This price guide is a companion to Ency- 
clopedia of Pinball, Volume 1 by author 
Richard M. Bueschel, published by Silver- 
ball Amusements, 37 Velie Road, 
LaGrangeville, NY 12540-5512, tele- 
phone 914-223-5613 (8 am to 11 pm), 
FAX 914-223-7365 (24 hours). This insert 
can be removed without damage to the 
editorial or historical content of the book 
if desired and can serve as a handy buying- 
or-selling value reference at auctions, 
shows, antique shops or Flea Markets. 

The vintage pinball game prices indi- 
cated in this folder correspond to the 
100 collectible machines illustrated and 
described in this volume. Similar price 
guides will be available for all six volumes 
in the series as published. The value clas- 
sifications are based on the Pinball Pricing 
Philosophy advanced by collectible pinball 
authorities John Fetterman, Gordon A. 
Hasse, Jr. and Steven P. Young. The 
philosophy and the six classifications for 
pricing follow. 


Composition of the panel 

Actual prices and estimated values have been 
provided by a panel of eight vintage pinball 
collectors, historians, dealers and operators, 
augmented by data on actual dollar transac- 
tions between collectors and dealers as well 
as open auction prices paid up to the date 
of pricing where such data is available. The 
panel of eight was selected to provide as 
much rational pricing input as practically 
possible and to provide an equalizer for prices 
that may inadvertently be based on biased 
judgements and over-or-under enthusiastic esti- 
mates. In addition, the panel members repre- 
sent the major vintage pinball collecting 
areas of the country in order to balance local 
value irregularities. 

The pricing panel is made up of the 
following members covering the country from 
east to west: 

Steven P. Young, LaGrangeville, NY 

Gordon A. Hasse, Jr., New York, NY 

Jon Norris, Bensenville, IL 

Dick Bueschel, Mt. Prospect IL 

Larry Bieza, St. Paul, MN 

Dennis Dodel, St. Louis, MO 

Russ Jensen, Camarillo, CA 

Sam Harvey, Pomona, CA 


Each member of the pricing panel brings 
broad spectrum knowledge to bear on the 
evaluation of vintage pinball games within 
their specific area of expertise. As such, 
each pricing authority therefore contributes 
both strengths and weakness to the assignment, 
the latter tempered by the knowledge of the 
other members of the panel. Final pricing was 
assembled by the author primarily based on 
overall averages of the inputs provided. 


Price $2.95 
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The Origins of Pinball, 
Mechanical Marvels, 
Pinball Patent Wars and 
Pavouts. 


PRICE GUIDE 





Pricing Classifications 

In line with the vintage Pinball Pricing 
Philosophy advanced by pinball enthusiasts 
John Fetterman, Gordon Hasse, Jr. and Steve 
Young, each game has been priced in six clas- 
sifications; Class 1 being near mint and most 
desirable with Class 6 denoting the lowest order 
of desirability. Backglass ratings are based 
on the evaluations established by Steve Young 
and Gordon Hasse, Jr. of Silverball Amuse- 
ments: Observe the reverse (silk screened) side 
of the glass and rate the percentage of coverage 
remaining as 100%, 95%, 85%, etc. The 
human eye is quite good at estimating the 
area covered. Viewing from the reverse side 
eliminates the distractions of the design and 
allows the condition and amount of paint 
remaining to be accurately determined. Paint 
which has just begun to separate will be 
apparent by this method or by oblique angle 
observation by the trained eye from the front 
of the glass. 


Ratings: 

> 95% excellent 
95-85% good 
85-70% fair 


A similar rating can also be applied to the silk- 
screened graphics on the plastic playfield 


70-60% poor 
< 60%, forget it! 


light covers. 


The class descriptions used for pricing the 
machines are as follows: 


Class 1: Good cosmetics. Overall game, 
backglass and playfield in near mint to excel- 
lent condition. Game works well. No new 
parts needed. Backglass rating 100% to 95%. 
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Class 2: Good cosmetics. Game is in good 
physical condition but possibly not working 
and needs “shopping.” Mechanically 
complete. Backglass rating 95% to 85%. 


Class 3: Good cosmetics. Game is in 
relatively good condition with good 
backglass, but some mechanical parts 


missing. Needs restoration. Backglass 
rating 85% to 70%. 


Class 4: Poor cosmetics. Poor backglass, 
but game is in good to fair working condi- 
tion. No new parts needed. Backglass 


rating 70% to 60%. 


Class 5: Poor cosmetics. Game is in fair 
to poor physical condition. Backglass 
badly worn or damaged. Game often not 
working but mechanically complete. 
Backglass rating below 65%. 


Class 6: Poor cosmetics. Poor mechan- 
ical with parts missing. Backglass missing. 
“Basket Case.” 


Description Of Games 

For purposes of clarification the following 
distinct differences of format and display 
features have been established for pinball 
games. The same descriptions are used for 
the other forms of ball and marble playfield 
games as applicable with the understanding 
that pinball games are coin-operated, Bagatelles 
non-coin-operated. 


Bingo (In-Line) ¢ Cocktail Table ¢ Conver- 
sion ® Counter @ Cue (Stick) ¢ Electro- 
mechanical ¢ Non-Coin (Home) @ One Ball 
e Payout (Ticket, Prize, Token, Coin) @ Solid 
State ¢ Square ® Table ¢ Upright ¢ Vending 


Using The Prices In This Folder 

The vintage pinball game prices indicated 
in this folder have been based on averages of 
current market values of “best estimates” for 
the games listed as provided by a panel of 
eight pricing authorities at the time of publi- 
cation. These prices should not be regarded 
as firm buy-or-sell figures but rather should 
be used as approximate value indicators. Like 
many fine antiques, vintage coin machine 
values tend to frequently fluctuate, both up 
and down, with market values different than 
those on these pages to be expected at any 
point in time. Buyers and sellers should 
expect to pay or receive amounts based on the 
many current market variables of value, 
condition, special features and machine popu- 
larity — particularly the current “Fad Factor” 
— at the time of any transaction. While the 
prices expressed in this folder cannot be 
expected to reflect the precise market values 
at variable points in time, they do provide 
a guide to specific game desirability and 
reveal the status relationships between one 
game and another. 


Collectible Pinball Price Guide: Providing pricing in six classifications for the 100 pinball games illustrated and described in Encyclopedia of Pinball, Volume 1. 


No. Page Maker, Game and Date Class 1 Class 2 Class 3 Class 4 Class 5 Class 6 
1. 141. M.Redgrave SPINNER PARLOR BAGATELLE 

(November 1897) Non-Coin $375 $275 $200 S125 $75 $50 
2. 142. Caille LOG CABIN “Round Top” 

(January 1903) Counter $2,500 $2,000 $1,500 $1,200 $800 $600 
3. 143. Marble Games BUNNYBOARD 

(November 1931) Table $400 $300 $250 $150 $75 $50 
4. 144. In & Out-Door Games SPOT BALL 

(January 1932) Table $450 $325 $275 $150 $125 $50 
5. 145. Gottlieb PLAY-BOY (JUNIOR) 

(February 1932) Counter $325 $275 $150 $125 $100 $50 
6. 146. Genco OLD ORCHARD 

(April 1932) Counter $275 $250 $150 $75 $50 $40 
7. 147. Gottlieb WHIZZ-BANG MODEL A 

(April 1932) Counter $375 $275 $200 $75 $50 $40 
8. 148. Gottlieb WHIZZ-BANG MODEL B 

(April 1932) Counter $400 $275 $200 $75 $50 $40 
9. 149. Gottlieb WHIZZ-BANG MODEL C 

(April 1932) Counter $375 $275 $200 $75 $50 $40 
10. 150. Pierce Tool ACE HIGH (SENIOR) 

(May 1932) Counter S275 $200 $150 $10 $45 $20 
11. 151. Bally GOOFY 

(August 1932) Counter $350 $275 $200 $75 $50 $40 
12. 152. Rock-Ola JUGGLE BALL 

(September 1932) Counter $400 $300 $250 $175 $125 $90 
13. 153. Jennings MONARCH 

(November 1932) Table $275 $250 $150 $60 $45 $30 
14. 154. Peo MAT-CHA-SKOR 

(January 1933) Counter $300 $225 $125 $50 $40 $25 
15. 155. Watling PROFIT SHARING PIN GAME 

(January 1933) Square $375 $225 $175 $75 $50 $30 
16. 156. Gottlieb BIG BROADCAST (JUNIOR) 

(January 1933) Counter $425 $275 $200 $75 $50 $40 
17. 157. Bally AIRWAY 

(February 1933) Table $400 $300 $200 $100 $75 $50 
18. 158. American Sales TIVOLI-JR. 

(February 1933) Counter $275 $250 $150 $60 $45 $30 
19. 159. Lindstrom Tool STEEPLECHASE 

(April 1933) Non-Coin $125 $80 $60 $40 $25 $10 
20. 160. Genco SKY RIDE 

(July 1933) Counter $350 $250 $150 $100 $80 $35 
21. 161. Bally BLUE RIBBON 

(December 1933) Table $400 $300 $225 $150 $90 $45 
22. 162. Shyvers Coin BILLIARD FLASH 

(January 1934) Electromechanical $350 $300 $225 $150 $90 $45 
23. 163. Bally FLEET 

(June 1934) Electromechanical $350 $300 $225 $150 $90 $40 
24. 164. Stoner SUPER-8 

(July 1934) Electromechanical $325 $250 $200 $150 $75 $35 
25. 165. Stoner THE BALL FAN 

(June 1935) Electromechanical $450 $375 $275 $200 $125 $40 
26. 166. Peo ALL AMERICAN FOOTBALL 

(September 1935) Electromechanical $450 $375 $275 $225 $150 $60 
27. 167. Bally ALL STARS 

(April 1936) Payout $450 $300 $250 $200 $100 $40 
28. 168. Rock-Ola BIG BANK NITE 

(August 1936) Payout $475 $400 $275 $200 $125 $40 
29. 169. Rock-Ola QUEEN MARY 

(August 1936) Payout $600 $500 $375 $250 $150 $50 
30. 170. Mills Novelty RAILROAD 

(September 1936) Payout $700 $450 $300 $200 $100 $45 
31. 171. Gottlieb HIGH CARD 

(November 1936) Payout $600 $450 $300 $150 $120 $70 
32. 172. Bally SKIPPER 

(February 1937) Payout $300 $210 $175 $150 $120 $70 
33. 173. Pacific 3} STAR SPECIAL 

(March 1937) Electromechanical $375 $250 $200 $150 $70 $30 
34. 174. Mills Novelty POST TIME 

(April 1937) Payout $750 $600 $400 $200 $75 $40 
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No. 


39. 
36. 
D1. 
38. 
39. 
40. 
41. 
42. 
43. 
44. 
45. 
46. 
47. 
48. 
49. 
D0. 
a1. 
2 
D3: 
34. 
aD: 
30: 
Dt: 
58. 
a9. 
60. 
61. 
62. 
63. 
64. 
65. 
66. 
Of. 
68. 


o2. 


Page 
ID. 


176. 
Iii. 
LTS: 
E12. 
180. 
1S. 
182. 
LSS: 
184. 
185. 
186. 
187. 
188. 
189. 
120. 
Lt. 
L972. 
193; 
194. 
195. 
196. 
I are 
LOS. 
L99. 
ZOO: 
201. 
202. 
203: 
204. 
205: 
206. 
207. 
208. 


LOO. 


Maker, Game and Date 

Chicago Coin PADDOCK 

(May 1937) Payout 

Daval SIDE KICK 

(January 1939) Electromechanical 
Bally FIFTH INNING 

(May 1939) Electromechanical 
Bally VARIETY 

(June 1939) Electromechanical 
Mills SPINNING REELS 

(January 1940) Payout 

Bally SURF QUEENS 

(June 1946) Electromechanical 
Exhibit Supply FAST BALL 

(July 1946) Electromechanical 
Gottlieb BOWLING LEAGUE 
(August 1947) Electromechanical 
Marvel DOLLY 

(November 1947) Electromechanical 
Chicago Coin CATALINA 

(January 1948) Electromechanical 
Bally GOLD CUP 

(February 1948) One Ball 

United MANHATTAN 

(March 1948) Electromechanical 
Genco SCREWBALL 

(August 1948) Electromechanical 
United BABY FACE 

(December 1948) Electromechanical 
Genco ONE-TWO-THREE 
(December 1948) Electromechanical 
Genco ROCKET 

(May 1950) Electromechanical 
Williams SWEETHEART 

(May 1950) Electromechanical 
Gottlieb ROCKETTES 

(August 1950) Electromechanical 
Gottlieb JOKER 

(November 1950) Electromechanical 
Williams SHOO SHOO 

(February 1951) Electromechanical 
Bally ATLANTIC CITY 

(February 1952) Bingo 

Bally ICE FROLICS 

(November 1953) Bingo 

United MANHATTAN 

(April 1955) Bingo 

Bally MIAMI BEACH 

(August 1955) Bingo 

United STARLET 

(November 1955) Bingo 

Gottlieb AUTO RACE 

(September 1956) Electromechanical 
Bally CYPRESS GARDENS 

(June 1958) Bingo 

Williams ROCKET 

(November 1959) Electromechanical 
Gottlieb SEVEN SEAS 

(December 1959) Electromechanical 
Bally GOLDEN GATE 

(June 1962) Bingo 

Gottlieb FLIPPER COW BOY 
(October 1962) Electromechanical 
Midway RACE-WAY 

(October 1963) Electromechanical 
Gottlieb HAPPY CLOWN 
(November 1964) Electromechanical 
Gottlieb FLIPPER POOL 

(October 1965) Electromechanical 
Williams TOP HAND 

(April 1966) Electromechanical 


Class 1 
$450 
$275 
$450 
$300 
$900 
$325 
$325 
$325 
$300 
$300 
$600 
$350 
$450 
$450 
$450 
$500 
$550 
$650 
$700 
$600 
$350 
$350 
$350 
$450 
$350 
$700 
$600 
$700 
$450 
$900 
$800 
$600 
$600 
$700 


$350 
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Class 2 
$300 
$200 
$300 
$250 
$700 
$250 
$200 
$250 
$200 
$10 
$400 
$250 
$250 
$250 
$300 
$350 
$400 
$500 
$600 
$400 
$250 
$250 
$260 
$350 
$250 
$500 
$500 
$550 
$350 
$750 
$700 
$450 
$450 
$600 


$250 


Class 3 
$175 
$150 
$175 
$175 
$500 
$150 
$150 
$175 
$150 
$175 
$300 
$175 
$175 
S175 
$200 
$225 
$300 
$300 
$500 
$250 
$175 
$175 
$200 
$250 
$175 
$300 
$400 
$400 
$250 
$650 
$600 
$300 
$300 
$400 


$175 


Class 4 
$150 
$100 
$125 
$150 
$250 
$75 
$75 
$150 
$75 
$150 
$200 
$150 
$150 
$150 
$150 
$150 
$150 
$200 
$300 
$150 
$140 
$140 
$125 
$150 
$140 
$200 
$250 
$250 
$150 
$400 
$350 
$200 
$150 
$200 


$150 


Class 5 
$120 
$80 
$100 
$120 
$100 
$50 
$60 
$75 
$60 
$75 
$100 
$75 
$75 
$75 
$75 
$75 
$75 
$100 
$150 
$75 
$100 
$100 
$75 
$100 
$100 
$100 
$150 
$125 
$75 
$200 
$175 
$150 
$120 
$120 


$120 


Class 6 
$70 
$40 
$50 
$70 
$65 
$20 
$40 
$40 
$30 
$40 
$60 
$40 
$40 
$40 
$40 
$40 
$40 
$40 
$50 
$50 
$50 
$50 
$50 
$75 
$50 
$50 
$100 
$75 
$50 
$100 
$100 
$100 
$75 
$50 


$50 


No. Page Maker, Game and Date Class 1 Class 2 Class 3 Class 4 Class 5 Class 6 
70. 210. Gottlieb HURDY GURDY 


(May 1966) Electromechanical $700 $600 $400 $200 $120 $100 
71. 211. Gottlieb MAYFAIR 

(June 1966) Electromechanical $350 $250 $175 $150 $100 $50 
72. 212. Williams BLAST OFF 

(May 1967) Electromechanical $500 $350 $250 $175 $100 $50 
73. 213. Williams KICK OFF 

(December 1967) Electromechanical $375 $250 $175 $150 $100 $50 
74. 214. Williams SMARTY 

(February 1968) Electromechanical $300 $250 $225 $150 $100 $50 
75. 215. Williams DAFFIE 

(May 1968) Electromechanical $300 $250 $200 $150 $100. $50 
76. 216. Williams CUE-TEE 

(November 1968) Electromechanical $300 $250 S175 $150 $100 $50 
77. 217. Williams POST TIME 

(April 1969) Electromechanical $300 $250 $175 $150 $100 $50 
78. 218. Gottlieb DIMENSION 

(February 1971) Electromechanical $525 $400 $300 $150 $100 $50 
79. 219. Gottlieb ASTRO 

(October 1971) Electromechanical $500 $300 $200 $125 $100 $50 
80. 220. Bally MARINER 

(November 1971) Electromechanical $450 $250 $175 $125 $75 $50 
81. 221. Williams SPANISH EYES 

(March 1972) Electromechanical $425 $375 $275 $200 $150 $50 
82. 222. Williams HONEY 

(May 1972) Electromechanical $350 $250 $125 $75 $40 $15 
83. 223. Bally MONTE CARLO 

(March 1973) Electromechanical $575 $400 $300 $200 $100 $50 
84. 224. Gottlieb BIG INDIAN 

(April 1974) Electromechanical $475 $350 $200 $100 $75 $50 
85. 225. Gottlieb TOP CARD 

(September 1974) Electromechanical $400 $250 $175 $100 $75 $40 
86. 226. Bally BON VOYAGE 

(November 1974) Electromechanical $450 $300 $225 S175 $100 $25 
87. 227. Bally BOW AND ARROW (EM) 

(November 1975) Electromechanical $450 $375 $275 $150 $75 $50 
88. 228. Williams TOLEDO 

(January 1976) Electromechanical $300 $250 $200 $75 $50 $25 
89. 229. Gottlieb SPIRIT OF ’76 

(January 1976) Electromechanical $350 $250 $125 $75 $50 $25 
90. 230. Bally OLD CHICAGO 

(April 1976) Electromechanical $600 $450 $350 $250 $100 $70 
91. 231. Gottlieb ROYAL FLUSH 

(May 1976) Electromechanical $450 $350 $250 $150 $100 $50 
92. 232. Bally FREEDOM (EM) 

(July 1976) Electromechanical $400 $325 $250 $175 $100 $65 
93. 233. Gottlieb TARGET ALPHA 

(December 1976) Electromechanical $350 $300 $275 $100 $75 $50 
94. 234. Bally EVEL KNIEVEL (EM) 

(January 1977) Electromechanical $400 $325 S275 $225 $175 $50 
95. 235. Gottlieb JET SPIN (EM) 

(August 1977) Electromechanical $400 $325 $250 $175 $100 $50 
96. 236. Allied Leisure TAKE FIVE 

(April 1978) Solid State $250 $175 $100 $50 $30 $10 
97. 237. Bally PLAYBOY 

(December 1978) Solid State $800 $650 $450 $300 $175 $50 
98. 238. Williams FLASH 

(January 1979) Solid State $450 $350 $250 $150 $100 $75 
99. 239. Gottlieb COUNTDOWN 

(April 1979) Solid State $350 $225 $175 $150 $100 $50 
100.240. Stern HOT HAND 

(June 1979) Solid State $400 $300 $200 $100 $75 $50 


Additional Collectible Vintage Pinball Price Guides: Price guide inserts will be available for all six volumes in the Encyclopedia of Pinball series. 
Volume 1 through 6 will provide value guidance for a total of over six hundred collectible pinball games and their variations. Each volume 
provides pinball history for the period of its specific editorial coverage plus extensive illustration, history, description and playing features of 
a hundred different games from the late 1880s to the present day. To be informed of these books and price guides as they are available, write to: 
Silverball Amusements, 37 Velie Road, LaGrangeville, NY 12540-5512, or call 914-223-5613 (8 am to 11 pm), FAX 914-223-7365 (24 hours). 
Pricing date September 27, 1996 © Copyright © 1996 by Richard M. Bueschel ¢ PRINTED IN U.S.A. 
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Assuming that the Rock-Ola JIG SAW (August 1933) is the number one collectible pinball game of all time, author 
Dick Bueschel proudly hugs his almost pristine example discovered in the basement of a Chicago apartment building in 
1984. The award panel at the top of the game was put there by the operator who paid off on high scores for the week. 


Chapters and Contents 
Include: 


Illustrated history of pinball games in the years of 
the Great Depression when they first entered pop- 
ular culture, covering their incredibly rapid three 
year evolution from small countertop marble games 
to table machines, mechanical marvels and payout 
pinballs, and the beginning of the patent wars that 
almost stopped pinball development. 


Full color reproductions of rare and valuable pin- 
ball sales literature, flyers, patents and vintage pho- 
tographs from the early 1930s. 


The Chapters: 

The “Depression Baby” 

“What’ll they do through ’32?” 

A Box,some Marbles and a Shooter 
FIVE STAR not so FINAL 
Manipulating the Ball 

Crucibles of Creativity 

The Coming Countdown 
Opening Shots in the Patent Wars 
First Chair for Second City 
Mechanical Marvels 

The ROCKET’S Red Glare 


Special Editorial features: 
The 100 most collectible pinball games as selected by 
a panel of authorities. 


Tabular list of over 2,000 pinball machines and 
bagatelle games produced from the origins of these 
games through 1933 throughout the world identified 
by maker, location, type of machine and game name. 
An invaluable research resource for identifying, buy- 
ing and collecting vintage pinball games and flyers. 


Photographs, history and playing features of 100 different 
vintage pinball games made between 1897 and 1979. 


Cumulative index of the pinball games covered in this 
first volume of the projected 6-volume series. 


Condition and price guide insert. A complete vintage 
collectible pinball guide to take with you to auctions, 
antique shops, malls, flea markets and collector events 


and shows. 





Encyclopedia of Pinball 
VOLUME 1 


The Origins of Pinball, Mechanical Marvels, 
Pinball Patent Wars and Pavouts. 


About the Author 


Richard M. (Dick) Bueschel calls himself 
a “Coin Machine Groupie.” So be it in his 
mind, but to the designers, collectors, 
authors, business professionals, players and 
others associated with the pinball industry 
and the game, Dick is a serious historian. 
Dick grew up with pinballs in and around 
Chicago in the 1930s and 40s, and has 
been a player, game and game literature 
collector ever since. Fortunate for all of us, 
he also writes about what he knows. Dick 
is a veteran of WWII, 9th Air Force; has an 
undergraduate degree in History from IlIli- 
nois College, Jacksonville, IL, 1951; spent 
a business career in industrial advertising 
as a marketing planner and an advertising 
agency creative director; his wife Helen 
and he have two daughters, Stacey McDonald 
and Megan Conaty who, with their husbands 
Jim and Frank respectively, are all avid 
pinball enthusiasts. Theoretically retired 
since 1995, and living in Mt. Prospect, IIli- 
nois, since 1953, Dick’s new full-time career 
is writing, which gives us all hope for the 
future volumes in this series. He says its 
the best career he ever had. 


Order direct from the distributor: 
The Pinball Resource 

37 Velie Road 

LaGrangeville, NY 12540-5512 
Tel. 914-223-5613 (8 am to 11 pm) 
FAX 914-223-7365 (24 hours) 


$49.95 
ISBN 1-889933-01-5 (Volume 1) 
ISBN 1-889933-00-7 (6 Volume Set) 


